
Covering Interactive & Muitimedia Entertainment

" 100+
"

Gift Ideas

For The

Holidays

$3.95 USA $4.95 Canadian

III III
1 2

09128 47209 6

COMPUTER
GAMIIMG WORLD

December 1993
Number 113 47209

TheiGihilef Brjefs Us On

In D®li,Cov^age,
PrivIMer
Master of Orion'^i

Outpost

ifllBI



Spear of Destiny brings virtual reality to

the PC, hurling you into an intense battle

between good and evil in which only you
can save the world! A breathtaking

musical soundtrack sets the mood, while

amazing "first person" visual perspec-

tive and spectacular digital stereo sound
effects give an experience like no other

game you’ve ever played!

s spectacular VGA virtual reality system
9 breathtaking musical soundtrack for

Adlih, Sound Blaster

e digitized stereo sound effects for

Sound Blaster, Sound Source
e over 20 complete floors to cover
e 4 levels of play difficulty

s special extra challenges for advanced
game players

9 saves multiple games in process

e “the player is 'there' like no game
I've ever played..."

s "the sound and the visual action, is

frighteningly realistic..."

e "I can't remember a game making
such effective use of perspective and
sound and thereby evoking such
intense physiological responses from
its players."

Game by id SoUware. Publisbed by FormGen Corporation, Box 279, North Andover, MA, USA, 01845-0279 (800|263-2390 (41G|857-4141 Fax: (415)857-4531

Circle Reader Service #56

nOOR SCORE UUES HEALTH ’AMUtO;

8 VlOO 5 g 387. 25:
iflOOfi' SCORE 'UUES ’HEAIIH AW

5 2800 5 ^ 172 85



Includes a FREE copy of a specially commissioned book on the Civil War!

Where vMyou fire the first shot?

R
ecreate the power and excitement of the Civil War! As the

leader of either side in this challenging simulation, you
recruit, train and direct your armies around the American

countiyside. When two armies clash, fight out a Micro Miniatures

battle in fast, high-resolution animation! Historically authentic.

The Blue and the Gray features up to 200 animated figures per

battle, naval units and blockades, river and rail transport,

breathtaking graphics atmospheric sound and music.

Watchyour armies batik in/ast. high-rcsokition

animation
Impressions

y
t'l993 Impressions Software Inc IBM PC VGA Screenshots

Impressions Software, Inc, 222 Third Street. Suite 234. Cambridge MA 02142

Authentic historic interludesfaithJuUy recreate the

atmosphere ofthe period!
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Santa behind sdiedulek
...unexnlained,delay...

Bring a Lemming
home for the
Holidays!
I-enimings products arc
sold at Radio Shack and
other fine software stores.
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The rirsi Realistie 3*D Bmttefield. tiun

from hut tohul or hit the dirt ccnd take cover

behind trees and rocks.

80 historical missions basedon actual com-

bat reports provided by the UDT-SEAL
Museum Association Inc. ^

V Leading Edge anmnlolion Technology
See tracers and explosions through your

own eyes orseven external views.Hear real

digitized battle sounds.

You and your team jump out of a Huey and belly through 2(X) yards of mud and darkness toward

the village. You signal your team to fan out and take out the guard posts, but your flanker goes

down—booby trap! Suddenly roimds from on AK-47 shriek overhead and the night is ablaze with

tracers and the shock waves of mortar fire.

Welcome to "Forest of Assassins", Vietnam's Mekong Delta. Your worst nightmare come true.

Available for IBM® and compatibles.

ELECTRONIC ARTS®



There's more to games

than a mouth that sort of

moves or tinny sound. Now
play PC games and feel just

like you're sitting in a

theater controlling thi

action with your

'

stick.

It's ReelMagic; the

new MPEG playback

adapter from Sigma
Get thejidl-hlown nnilti?nedia kit, or sp)ing

forjiist the board ifyou already have the rest ofthe^w.

Our add-in board

brings the next gen-

eration of CD-ROM
games to your PC

bigger than life.

Say adios to

graphics.

Herky-jerky

movement.

Bogus sound.

And phony

AdlVmoNo # SIERRA”

dris
entertainment

WACCESS

Compton’S
NewMedia

Discover the neax) generation ofReclMa^cganmfivni these nmmfacturcn, andlookfor tnore exciting titles coming soon.



scenarios. ReelMagic

pumps up the reality

meter so you can crank

up the fantasy.

We've also included

Activision's Return to Zork to

experience the excitement

of full motion

video now.

It's not real unless

PCfiomputfng ^
MVPfI
ReelMagicAdapter

It's ReelMagic. Call

1-800-845-8086 ext. 313 for a

dealer demo near you. Or you can

stick with real ordinary. Oh joyl

Only ReelMagic Makes It Real.

256 VS. 32,768 COLORS Why settle for a mere

256 colors, offered by current PC games, when

ReelMagic gives you theater-quality graphics

with over 32,000?

GRUNTS VS. CO-QUALITY AUDIO Get 1 6-bit

CD-quality sound that plays Sound Blaster”

and Windows'“compatible software. The 8-bit

audio you're used to just doesn't compare.

5 FPS VS. 30 FPS ReelMagic-compatible

games run at 30 frames-per-second,

TRUE full-motion, so you avoid jerky,

blocky images.

1/4 VS. FULLSCREEN Now you

can get theater-quality video in a

full-screen image for a realistic,

movie-like experience.

^SIGMA
DESIGNS^

© 1993 Sigma Daogns, Inc. The Sigma Desgis loga is a regratared Iradsmart and RaelMegc s a iredamarti of Sgma Designs, Ino. AI oner brand names and praducts aretrademorts or registered trademarks of (her respeai.B hald»s
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The Substandard In

Computer Software

by Johnny L. Wilson

S
tate of the Magazine: This is a vciy exciting time in the history

of Computer Gaming World. Not only arc we creating maga-

zines of record size, but we are watching the world ofentertain-

ment software completely restructure itself. The big deals which occur

almost daily within the telecommunications industry' are going to

impact the world of interactive entertainment in a big way. Now, it

is affecting the industry at the corporate level (capitalization, strategic

alliances and long-range planning). Next, it will affect software pub-

lishers at the development level (new interfaces, metaphors and

concepts for new kinds of games and different markets and delivery

systems). Later, it will affect you, the computer gamers, when new

products reach you via different media. We want you to rest assured

that CGll^will stay abreast of these developments, attempt to keep

you informed of the potential impact on your life and hohby, and

“still” provide the comprehensive coverage of computer games that

we have always sought to provide. Even when you see pages covering

technologies and alliances that don’t seem immediately relevant, we

will strive to make clear what the impact will be on you. No matter

what kinds of coverage you see in CGW, it is there because we

answered the following question in the affirmative, “Will it be inter-

esting and useful to our readers?”

Some have asked why we are so “trade-oriented,” wondering why

we bother with conference reports and company profiles. We think

they are integral to understanding where the hobby is going. You can’t

really understand where the products are going and why without

understanding the people and companies that make them. Some

sources have claimed that we are “going cartridge” and diluting our

computer game coverage. We will cover “cartridge games” in the .same

way we have always covered them, only when the software seems of

the quality that it would be of interest to our readers.

As Editor, I hope these assurances will allay any fears that astute

readers may have entertained upon seeing how large the magazine is

getting and reflecting upon the Ziff-Davis acquisition of Computer

Gaming World. Yes, you will see us try different types of editorial as

the world of interactive entertainment continues to evolve. Yes, you

will see us adopt a more friendly, convcr.sational tone as we reach out

to more and more new gamers. No, you will not see us throw out the

PC with the bath water and no, you will not see us remove the strategy

and replay articles that have kept the hard-core gamers coming back

for over 12 years. We’re still the same folks. We still want to be bigger

AND better.

State of the Industry: Once again, an Origin release has touched

the nerves ofcomputer gamers and sent forth a cry of, “Aren’t we ever

going to have computer games that we can just load and play?” Yes,

the developers ofthe infamous late and unlamented Voodoo Memory
Manager have done it again. Privateero^^cts a new required calibration

routine for joysticks that drives some gamer’s controllers absolutely

berserk, Of course, Origin often gets the blame for this type of thing

because they are so often pushing the limits of state-of-the-art tech-

nology. Yet, the most recent problem points our a mindset in the

computer game industry that needs to be changed—resistance to

standardization.

At the recent Fall Conference of the Software Publishers Associa-

tion, 1 asked the chairman ofa committee on standards when we were

going to get installation routines and drivers standardized to the point

that gamers can merely load and play. This easy-going fellow grum-

bled that the consumer software industry can’t even agree to stand-

ardize on a box.

Yes, there is the problem in a nutshell. This industry cannot even

do what almost every other mass market consumer industry (includ-

ing the video game market) manages to do—standardize the packag-

ing. What advantage would this have for the consumer? It would

provide easier storage for one thing. We could even build special

shelves for our computer games, just like we do for video tapes,

compact discs, cassette tapes and most books. It would enable retailers

to put more boxes on the shelves, simultaneously reducing the shelf

space wars that kill some titles before they have a chance to catch on,

and meaning, potentially, a wider range of titles from which gamers

can choose. Incidentally, it would reduce some of the pulp waste from

oversized boxes full of air.

One marketing director protested that they used recycled materials

for their oversized air-boxes. We pointed out that it takes a percentage

of new pulp, even when using recycled materials. She said that they

needed weird boxes to get the customer’s attention. I said that the

video-tape publishers didn’t. I also noted that the audio CD folks

don’t need weird boxes (though one of their standards does use

wasteful packaging for “security” purposes).

Further, major retailers like Scars, Kmart and Wal mart have warned

software publishers that they will no longer stock merchandise that

does not fit a standardized size. Instead of taking this opportunity to

solve a problem, software publishers are griping about the greedy

retailers trying to stifle their creativity. How ironic! Here are the

experts in mass merchandising crying to help the software publishers

reach the market they’ve always dreamed of reaching—the masses

—

and the software publishers want to stay in their niche of origami

boxes.

In such an industry, I suppo.s'e it’s useless to ask for standardized

sound and peripheral drivers. After all, we want to do our own thing,

even if it costs money and potential customers every day that the chaos

continues, cgw
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BUY THE BEST OF '93
And get the best of '91 & '92

*As Chosen by Computer Gaming World & PC Gomes

TRILOGY

WIZARDRY V, VI & VII

WIZARDRY, the game that pioneered first-person perspective & defined computer role-playing for more than o decade.

Now, the award-winning WIZARDRY V, VI & VII ore ovoilohle in 1 complete package, at 1 incredible price. Three best selling gomes,

with over 500 hours of engaging,replayable adventure, come to you with o savings of 25% off individual suggested retail prices.

THE WIZARDRY TRILOGY
Scenarios I, li & III

The original classics that set the trend in

fantasy role-playing are now available at

a new low price!

Redefining roie-plaving for an entire industry

" IBS Year

1992 Fantasy Role-Playing Game of the Year

K Games

1992 Role-Playing Game of the Year

Strategy Plus Magazine

Paving the wav for the systems of the future

1991 Best Game of the Year

Strategy Plus Magazine

1 991 Best Role-Playing Game of the Year

Strategy Plus Magazine

i99i Top Role-Playing Game, April 1991

Camputer Gaming WarM

Breaking away from the Wizardry system of the past

Ogdensburg Business Center, P.O. Box 245

Ogdensburg, NY 13669 (315) 393-6633

FAX# (315) 393-1525

Availoble at a software retailer near you, or coll:

(800) 447-1230
Circle Reader Service #123
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RtAD.Mt
The Latest News From The Gaming Worid

Rock, Technology, and Junk Bonds Converge on Multimedia

N
ever was the “convergence of media” so clearly illustrated as in the

announcement of the new 7th Level multimedia company. Founded

by former MicroGrafic co-founder George Grayson and former Pink

Floyd saxophonist Scott Page, 7th Level will produce entertainment and

educational titles for the PC and Machintosh computers.

Grayson and Page had previously collab-

orated in entertainment and technological

extravaganzas on behalf of the National

Center for Missing and Exploited Children.

Their event, the Grand Scientific Musical

Theater held in conjunction with Fall

COMDEX ‘92, was a computer-controlled,

live multimedia spectacular in which digital

technology and special effects were integrat-

ed with both live performances by

Hollywood stars and computer-gen-

erated characters.

Both Grayson

and Page felt

that the per-

formance was

so successful

that Grayson
lured a team of

advanced pro-

grammers away
from MicroGrafx

to handle the com-

puter end of the

business, and Page

turned over the

facilities of his multi-

media production

house, Walt Tucker (named

after Walt Disney and

Preston Tucker, two of Page’s

favorite visionaries). The two

partners added music producer

Bob Ezrin (producer on Pink

Floyd’s The Wall, Alice

Cooper’s Killer, and KISS’

Destroyer albums, plus being

credited as

the producer

that encour-

aged Peter Gabriel to

go solo) as co-chair-

man.

To add further

to the feeling of

convergence, fund-

ing for the new
company was pro-

vided by a con-

sortium put

together by for-

mer Drexel
Burnham Lambert

“junk bond king” Michael Milken and

Lorimar Telepictures co-founder Merv
Adelson. Milken’s current dream is to build

the Education and Entertainment
Network, so the formation of 7th Level had

a natural synergy with his overall goal.

In keeping with the convergence feeling,

the company’s first release will

be Tuneland, a children’s sing-

along program with Howie
Mandel as the voice for the

lead character. Tuneland fea-

tures 42 songs and more
than 12,000 hand-drawn
animation cels (7th Level

has not officially

announced their relation-

ship with an animation

house) that represent

about 40 minutes of actu-

al footage. 7 th Level expects to be able

to produce products like Tuneland on a six

month production cycle, compared to the

nine to eighteen month production cycle of

most multimedia products.

Children’s titles, like Tuneland, will be

published under the Desktop Playground

Series label, and titles for older gamers are

on the way. Asked about specific plans for

entertainment that would be geared toward

an older audience, Page told CGW that the

first product in that series would be unlike

anything currently available on computer.

He hinted that the game would involve

comedy, action and role-playing, but would

be oriented around an adult, variety enter-

tainment show.

Sierra Secures Savoir Faire

S
ierra On-Line (NASDAQ: SIER) has

finalized a relationship with France’s

Coktel Vision S.A. which was initiat-

ed in mid-1992 {CGW p.

16). Under that original agree-

ment, Sierra would become the

exclusive publisher/distributor of

Coktel Vision’s educational and

entertainment products for the

United States. On October 20,

1993, Sierra announced that it had

reached an agreement in principle

to acquire Coktel Vision for $5 million up

front and another $5 million plus upon
reaching certain revenue and profitability

targets over the next four years. In addition,

Coktel Vision will assume responsibility for

handling European sales for both their own
products and those of Sierra. The
agreement is subject to French gov-

ernment approval, but should be

final by late October. Coktel Vision

is the publisher of the Gobliins and

Inca series of computer games, as

well as an entire line of educational

products.

SIERRA*

Page 12 Computer Gaming World



The Ultimate Multi-Haiier Conquest Similatlon

F
inally, you can conquer your friends in state-of-the-art graphic splendor! Amass armies with your choice of units, then invade! Watch

your back, though - you'll need to divide your forces with care to avoid being conquered yourself!

Global Domlnallon is turn-based and features modem play; a wide variety of historic opponents from which to choose; random world

generator; large number of units; spies; diplomacy & subversive activists; by far the best graphics and sound ever seen in a conquest

game; and even more fun than Napoleon had at Waterloo!

Take your ego for a rollercoaster ride as you

see your empire rise and fall!

01993 Impressions Software Inc IBM PC VGA Screenshots

Here's where you amass your armies

and make your moves!

Take tactical control of a battle in graphically

stunning animated combat!

Impressions Impressions Software. Inc. 222 Third Street, SuKe 0234, Cambridge MA 02142

Circle Reader Service 081



Steve Jackson vs. The Secret Service

Game Maker Appeals For Electronic Freedom

S
teve Jackson Games, publishers of

such popular games as Illuminati, Car

Wars-Awd the GURPS role-playing sys-

tem, have filed an appeal in their suit

against the U.S. Secret Service. The suit

involved a Secret Service raid of die Steve

Jackson Games office in 1990, in which

government agents seized three computers,

including the company’s BBS. At the time,

the company was working on their GURPS
Cyberpunk role-playing supplement which

one Secret Service agent claimed was “a

handbook for computer crime.”

Although the Secret Service found no

evidence of criminal activity on the confis-

cated computers, they returned the equip-

ment months later, after having read and

erased the contents of the BBS and destroy-

ing one computer. SJ Games won on the

major counts of the suit and was awarded

$50,000 for damages and $250,000 in

attourney’s fees. The judge did, however.

find for the government on the “intercep-

tion” count under the Electronic

Communications Privacy Act, ruling that

the Secret Service’s confiscation of the BBS

computer was not an “interception” as

defined by the ECPA. Attourneys for Steve

Jackson and the Electronic Frontier

Foundation will appeal this finding, believ-

ing that the Fifth Circuit Appeals Court

will reverse the decision and thereby estab-

lish a stronger precendent.

The Justice Department has preserved

their right to appeal on the counts that SJ

Games won.

Says Steve Jackson, “I hope they do

appeal. I think the Fifth Circuit will uphold

what we’ve already won, which will make

the precedent carry far more weight. Other

cases like this are coming up, and the gov-

ernment has to learn to keep its hands off

of bulletin boards and e-mail.”

Go U S West, Young Machine
3DO and U S West Partner In Interactive TV Test

On October 4, 1993, 3DO and U S

West Communications announced

their intention to work together in

providing the set-top terminal (STT) for

the communications company’s 1994 test

in 1994. Omaha, Nebraska is the site for

the test where, pending FCC approval, U S

West intends to test its new system to pro-

vide interactive entertainment, educational

and informational programming, home
shopping and video on demand via a com-

munications network.

The test, which will incorporate the

same graphics and animation technology

into the STT as that in the 3DO
Interactive Multiplayer, is expected to

prove the viability of 3DO technology to

serve as a standard for STTs for other cable

television and telephone company projects.

As CEO Trip Hawkins observed, “We
want to create a worldwide standard.” He
further commented, “We’re demonstrating

that our new technology can be used in any

stand-alone or networked environment.”

Ironically, the announcement was made

less than a week before CCU^s earlier inter-

view with Hawkins appeared (CGW #112,

p. 11) in which the CEO was questioned

about 3DO's plans with regard to such

tests. In the earlier interview, the CEO had

expressed reservations about such tests

because of the capacity for hardware manu-

facturers to get stuck with thousands of

kludged units that serve no other purpose

than to function for a brief time

period during a trial run. Thus,

the U S West agreement

implies that 3DO feels confi-

dent that they will exit the test

with a solid prototype in hand.

Omaha 3DO owners will

not be able to simply hook up

their new multiplayers to the U
S West system, however. The
STT units arc a special stream-

lined design that will only

incorporate the processing and

graphics capabilities of the

home machine. Currently, nei-

ther telephone companies nor

cable television providers seem

convinced that it is in their

interest to include a CD-ROM
drive in their STTs. 3DO

President Robert Faber informed CGW -it

the Software Publishers Association’s Fall

Conference that the current generation of

3D0 players will not connect to the net-

works and that the company has no inten-

tion of attempting to sell STTs with CD-
ROM drives to network providers, cgw
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Design cars and put them through their

paces with a variety of performance tests!

Create unique marketing campaigns to

blow away the competition!

As your auto empire grows, open up new

factories and sales offices around the world!

Impressions
(61993 Impressions soBrnaro Inc Committed to Excellencc ill Strategy Entertainment 'bm pc “c* soeensBois

impressions Software, Inc. 222 Third Street, Suite 234, Cambridge MA 02142
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Review

Orion’ s
^

A Review Of
MicroProse’s

Master of Orion

Martin E. Ciriilis

(Excerpts from Black Box recording ISN

INDEFATIGABLE, recovered from space

debris, Tarandor System. 12/23/2435)
“

. . .amn how long it takes
,
get me that tac

analysis, pronto!”

“Yes, Ma’am!”

“Captain Boonei Sensors reading five bat-

tle wagons coming out of hyperspace be-

hind us."

“Relax Ensign. Those are Meklar Cruis-

ers, they’re on our side. Or at least they
were last time we made planetfall. Just
maintain target lock on that Sakkran De-

stroyer squadron.”

“Ion Cannons at full power. Captain!”

“Excellent! Fire on my command. Tell

McCloud I’m going to need fuH maneuvering
power if we’re going to dodge those Stinger

Missiles. Helm, bring us to—What was
that!!”

“Th—That was the RODNEY, Ma’am.
She...she just shook apart. Sensors read
some kind of Graviton Beam coming from
the Sakkran fleet."

“Sweet Boudical!! The lizards have grav-

ity weapons! Shields Full! Helm, fuU 180.

Emergency Eva—

”

(End Fapc)

A nother world, another fleet, another

battle. It’s just another day in the

neighborhood brought to you by Mi-

croProse’s latest wargamc. Master of Orion

(MOO). This piece of science fiction software

invites you to “Build an Empire to span the

Galaxy’’ in the finest Civilization Global

Conquest and probably only

the most pedestrian of us could refuse

such an offer without a trial spin. This

turn-based game is easy enough to un-

derstand that you can jump right in

with only the barest riffling of the clear

and concise (perhaps too conci.se)

manual. But trust me, you will dog-ear

this book in a hurry as you flip back to

get the scoop on surprise after surprise.

“The Stars, Like Grains Of
Sand. .

.”

Though I am sure MicroProse is most com-

fortable with comparisons to its own prod-

ucts, MOO is better summed up by the

phrase: “It’s like Spaceward HO!, but with all

the options.” The setup is pretty basic. You

start with a single world amidst a spread of

.stars. The stars arc home to hundreds of

worlds waiting to be explored, exploited and

developed, and somewhere out there are five

alien races with the same situation and

agenda: Control a majority of the known

galaxy and eliminate all who stand in the way.

It’s standard spaceploitation fare, but where

MOO distinguishes itself is in the details.

The title is the first clue that there is a little

something extra afoot. The “Orion” to be

mastered is a forgotten world, and it holds

some very important technologies

which go to the first race to success-

fully colonize her. You’d think that

would be enough incentive for a race

to plant their flag there, but there’s

more. Given that this world is a treas-

ure trove of techno-tidbits from a

long dead race, any scientific re-

search budgeted on this world yields

quadruple the normal results. Now
what would you pay?! As it turns out.

quite a lot. Ifyou take this world, be prepared

to hold on to her dearly because you can

count on visitors popping in to say “Hi!” with

a few dozen well-armed battle wagons.

While it is possible to win the game ifsome

other race gets to Orion first, it will definitely

make your quest for domination harder. This

objective is constant from game to game, but

its location is random so there is always in-

centive to send your scouts out as fast and far

as possible. This galactic “carrot-on-a-stick”

helps to pull this game ahead of the generic

spaceploitation pack.

Even the galaxy map distinguishes itself

from that of other games with 13 different

environmental classes ofworlds ranging from

d'erran standard through frozen Tundra to

Master of Orion
TITLE; Master of Orion

PRICE: S59.95

SYSTEM; IBM
REQUIREMENTS: 386-1 6MHz. 2MB RAM, VGA

{raphics, 1-1M8 hard drive

space: supimris At) Lib, PAS,

Roland MT-32, Sound Blaslei

sound cards

PROTECTION; Documenlallon look up

DESIGNER; Steve Bnrcin

PUBLISHER: MicroProse

Hum Valley, MD
(410)771-1151 •

Page 16 Compitlcr Gaining Work!



highly radioactive. Each of these worlds can

have any of eight special characteristics that

can modify population growth, industrial

output or technological research. On a map
that can hold up to 108 stars, this offers a lot

of variation, with some dog worlds that are

only colonized as a last resort, and some gems
that are constantly struggled over.

The map even has its own kind of galactic

“terrain” in the form of Nebulae that retard

movement and disrupt the shields of ships

and planets a la^ certain Wratbfid movie.

With all of these worlds, nebulae and charac-

teristics set randomly for every new game, it

will take a long time before a player becomes

maaipur'eft^a'Serve'you:

:

PrnaftPr»o»» Trertii '*

:• Farm TraM
‘ Thr«et*»/BrMli TTMTg Bit< Trade

"

bored with the setup, ..not to mention the

odd random events that intrude upon your

war-torn little Galaxy. 1 don’t want to ruin

any surprises, but I would suggest boning up

on your “Menace from Space” Star Trek epi-

sodes, both old and new.

Caught Up In The Space Race

As per the popular trend in sci-fi wargames,

a large part ofMOO is dedicated to research

and development; but unlike other games,

where technology is represented by merely a

level, MOO gives you 50 basic levels of tech-

nological development in six different disci-

plines (Computers, Construction, Force

Fields, Planetology, Propulsion, and Weap-
ons). Most of these first 50 levels result in

actual named developments. If you manage
to exhaust these, then you can still make
advancements, though in a more generic way,

just as you could develop “Futuristic Ad-

vancements” in Civilization.

The power ofthese touches to give the game
its own character can not be understated. It is

much more satisfying to see the Armored
Exoskeleton your Construction Techs have

developed, rather than a generic window tell-

ing you that you have achieved “Construction

Level 24.” Each development leads to two or

three new devices to research, so one can also

make strategic choices within each discipline.

If one is feeling badly pressed by militant

neighbors, one can choose to push the ad-

vancement of armor and leave fectory effi-

ciency for a later phase, or perhaps one

can trade another race for the technol-

ogy or simply fund enough spy cells to

steal it from them.

MOO also adds another nice touch

to the tech race genre by acknow-

ledging that technology becomes

cheaper and smaller as one advances

beyond it, Since shipbuilding in this

game is based upon placing compo-

nents into four standard hull sizes that

have finite internal tonnage, this little

addition creates a whole new life for

older weapons. No longer are devices com-
pletely obsolete as soon as a new one comes

along. It is true that lasers (the basic

Level 1 weapon) are made obsolete by

mid-level shields, but most other weap-

ons can do a little damage against the

highest shield strengths. Because of

this, it becomes viable at times to use

20 semi-obsolcte weapons in the space

that one new one would take up.

Twenty little hits are sometimes worth

a lot more than one big one. This kind

of technological flexibility makes for

another great tactical facet ofthe game,

and it’s refreshing to see a little innova-

tion in what is quicldy becoming a standard

aspect of the genre.

“This Means War!”

No matter how you play this game, conflict

will be a part of it. It is in this arena that you

will be tested both as a strategist and a

tactician. Strategically, you must bal-

ance exploration and development of

new worlds with technological research

and the production of warships and

planetary defenses to prepare for war

with at least some of your alien neigh-

bors.

Now just because conflict is inevita-

ble doesn’t mean you can’t spend a few

game years preparing the way through

less direct methods. Diplomacy, Spy-

ing and Trade are all present in MOO
as they are in Civilization, but they are more

abstract and subtle in this game. There are no

specific units for these functions in MOO;
instead they are handled through manipula-

tion ofyour budget. Alien leaders with whom
you have spatial contact can be reached at

most times during the game, unless they get

angr)' enough to withdraw their diplomat,

and you can use this route to exchange tech-

nology, forge alliances or threaten war, create

trade agreements or simply kiss up to a more

powerful race through gifts ofmoney or tech-

nology. The trade routes lose money during

the initial years when they are being estab-

lished, but slowly grow more and more prof-

itable until they become a major considera-

tion in declaring war. Sure, the Alkari may be

in your way, but their peaceful trade is worth

a Dreadnought every two or three years. It’s

something more to think about.

Spy networks in iilien empires are estab-

lished by pouring money into them, but their

effects are not quite so blatant. You can tell

your spies to merely hide out in a friendly

empire, or you can tell them to become active

by stealing technology or blowing things up.

Nothing paves the way for an invasion like

exploding defenses. Usually a race will object

to the use ofthese agents, often lowering their

relationship rating with you to the point of

war. But if your spies are lucky enough they

can complete their missions without revealing

their race, or better yet, they can pin their

deeds on another race and thereby create

diplomatic mayhem. Of course the flip-side

of this option is that the same thing can be

done to you. There’s nothing quite like the

look of an enraged Bulrathi diplomat declar-

ing war over something you didn’t even do.

Economic decisions are made at the plane-

tary level through the use ofslider bars. Plane-

tary economic output can be applied to five

areas: Shipbuilding, Defenses, Industry,

Ecolog)' and Technology research. Needless

to say, the latter three begin to get neglected

during those long galactic wars, but ifyou let

things slide too far you’ll end up with an

inefficient, poisoned and backward empire

with lots of weapons that don’t work very

well.
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After all this preparation, it would be a

shame if the actual battles were over quickly

or were so convoluted that all the hincy equip-

ment you researched never got used. Have no

fear, MOO strikes a solid balance between

detail and playability. Ships face each other in

groups defined by ship type across a screen-

sized spacefield 11x8 movement points

large. I'his field will occasionally contain a

smattering of obstructive asteroids and the

world in dispute if it is colonized. Ships move

and fire in an initiative system based on their

engine class and maneuverability rating.

Weapons can be fired at any target, at any

point during a move, so long as an enemy ship

or world comes within range of that specific

weapon type. Missiles and torpedoes will

track a target from across almost the entire

board. Here detail is again rich as each

weapon or special device has its own par-

ticular pyrotechnic show when fired or

activated.

The player is given a choice between

running the ships or letting the computer

move them, but since combat is so

straightforward 1 sec this latter option

being used vcty rarely. ’I'lie computer is a

fairly strong, if not vcty subtle opponent

in the tactical arena, and it usually uses its

technological advances to their most

damaging potential. Ship groups can re-

treat from battle at any lime after surviving a

combat round and will warp back to the

nearest friendly planet if their side eventually

loses, orwill rejoin theiroriginal fleet after the

battle ifvictoty is the result.

Once space is secured, a fleet can bomb a

world clean of inhabitants and factories,

await the arrival of troop transports sent

from neighboring worlds. Transports

catty population away from the origin

world to arrive as troopers at the target

world. Ground combat is a quick, they-

die/you-dic round by round affair that

occurs automatically until one race stands

alone on the planet surface. Numerous

technical advances can give troops com-

bat modifiers that can turn a fair numeri-

cal fight into a rout. Capturing worlds

this way is advantageous in that you get to

keep all the expensive factories, you don’t lose

diplomacy points with your neighbors by

burning worlds down to bedrock, and if you

capture enough lactories there is a chance you

will be able to get some new technolog)' from

your enemy. The only drawback to this kind

ofconibat is (and here Tl'/QOcompare.s to the

original boardgame of Civiliz/ition) that it’s

vcty population intensive; iiying to seize two

or three worlds this way in a few turns can

deplete your empire of citiz.ens and leave a lot

of factories standing idle.

Through Alien Eyes. .

.

No discussion ofMOOis complete without

looking at the alien races involved. There are

ten races that can fill any ofsix slots in a game;



and die r.vo iioaninees for Galactic leader arc

from the two largest empires. In order for any
leader to be crowned Master of Orion, they

must hold a two-thirds majority in council.

Sometimes your allies will vote for you or, if

you are still a minor power, expect you to vote

for them.

you wish to compete against, and the com-
puter randomly selects the rest. Depending
on your style of play, this selection could spell

the difference between conquering the uni-

verse and being Galactic Second Banana.
Each race has its own unique advantage and
a philosophical point of view when it comes
to interspecies relations.

The fact that only six of the ten are in-

volved in any given game and that each racial

advantage tends to change the shape ofgame
play means that the replay value is very high.

In a month of play there arc still a couple of

races 1 haven’t fought for or against. And
even more enjoyable is the fact I have to

tinker with my grand strategy every time to

allow for new opponents.

Advice To The Warlorn

There are two ways one can achieve ulti-

mate victory in MOO. The first and most
bloodthirst)' is to simply exterminate ever)'

other race in the Galaxy. The second option

still involves its share of conquering, but it is

more political in nature. It seems that every

so often a tele-conference of all the racial

leaders is called where they {and you) can vote

on who should be the ruler of the universe.

The number of votes you can cast is directly

proportional to the size of your population,

This system is a novel way for a player to

decide when they want out of a game. If they

think their situation is untenable they can cast

a swing vote for one of the two major powers,

or simply abstain and bide their time for a

better situation. Should an Orion Master be

crowned against your wishes, you can choose

to ignore the creation ofa new Federation and

pit yourself against the combined might of

the joined races; needless to say, this is a long

tough fight.

And The Stars Sing “MOO!”
Master ofOrion is one ofthose games where

one must actually put effort into finding

something inadequate about the game de-

sign, and that in itself is probably the highest

praise this reviewer can give a product. Yes, if

1 were an all-powerful being 1 might alter

MOO to allow for more than six ship designs

at a time, or make small ships a little more
relevant, but these things matter little

against such a well crafted piece of gaming
software. As for the game’s manual, it leaves

many details to be desired, and without an

index, it can be difficult finding the details

that are included. But even in spite of this

weakness, 1 and many gamers like me will be

unable to resist this game’s overwhelming

power.

MOO should appeal to both hard-core

and novice wargamers. The light touches and

nods to classic sci-fi themes should draw in

and entertain the general software public as

well. This product will offer enough late

nights and missed appointments to make it a

definite Game of the Year candidate as well

as Exhibit A in many divorce cases. My only

regret is that my friends had to offer advice

over my shoulder instead of playing against

me. cGw

THE ONLY THING

IT DOESN’T SIMULATE

IS EAR POPPING.

If ir were any more real, your

chair would be in a BO’bank. Our

iiewMicrosoft Flight Simulator'’'

has four planes, each with its own

instrument panel created digitally

from actual photographs. There are

storm clouds and sunsets to fly

into. Crashes are scariiy real. And

you can fly to airports anywhere

in the world. For even more detailed

flights, there are NewYork and Paris

scenery enhancements*. Ever)T:hing is

at your reseller. So, take off.

Mig'osoft

•J.Mtaosofi i. jftCo.p.
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SecretsSevenThe
Lifeof

Seek out the seven secrets of life

Can you forge through the

evil that lurks In the depths of the

eerie dungeons, the ominous
castle towers and the savage
countryside? Play alone or with

a partner. Simply, one fine

adventure and role playing

endeavor.

MODEM PLAY
1 OR 2 PLAYERS WORKING TOGETHER
OR IN HEAD TO HEAD COMPETITION
BREATHTAKING GRAPHICS
FASCINATING ECONOMIC SYSTEM
LARGE VARIETY OF MONSTER TYPES
OVER 50 DUNGEON LEVELS
AUTO-MAPPING FEATURE

The "Red Crystal: Seven Secrets of

Life” is for the IBM PC. It can be
obtained through your favorite

retailer or ordered directly by
calling:

908-788-2799
1993® Q.Q.P. All rights reserved.

IBM is a trademark of International

Business Machines.
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Quantum '

The King is dead. His brother is

returning from the crusades. The
barons are vying for power. It is your
job to challenge the rogue barons
and bring the kingdom together. The
others have made their stand. Now
you must lead your troops to victory
over mountains, swamps, deserts,
and through forests. You have the
potential ... it’s up to you and you
alone.

• SUPERB GRAPHICS
• UP TO 4 PLAYERS
• SIMPLE AND INTUITIVE INTERFACE
• GREAT COMPUTER OPPONENT
• 30 DIFFERENT OPTIONS FOR EACH GAME (You

control It all)

• UNLIMITED VARIETY OF LAND TO CONQUER
• MANY TERRAIN TYPES (Effecting Production and

Combat)
• HALL OF FAME

The “Heirs to the Throne’’ computer
game is for IBM PC. It can be obtained
through your favorite retailer or call:

1^08-788-2799
or by writing to:

QQP-495 Highway 202
Flemington, NJ 08822

Copyright 1993 Q.Q.P. All rights

reserved. IBM is a trademark of

International Business Machines.
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Quantum Quality Productions, fric.

It is vacation time . .
.
you can sit at

home watching the grass grow or

enter our world . . . LUCKrS
CASINO ADVENTURE. This could
just be your lucky break. Everyone
can "win”, but only the best can hold

out for the full three weeks. Travel

between the many casinos, have a
bite to eat and rest in the hotels.

Nothing has been left out in this state

of the art experience of a lifetime.

Games Included: S Different Pokers, 8 Different

Slots (all completely different), Paigow, Bingo,

Keno, Baccarat, 3 Different Video Pokers, Money
Wheel, Blackjack, Casino, Craps, Red Dog,

Roulette, Caribbean Stud (ALL REAL CASINO
QUALITY)
Supports All Major Sound Cards
256 Spectacular Colors

Tournament Play

Scoring History

640 X 400 VESA VBE 1 .2 Compatible
Three Week Adventures to experience

The "Lucky’s Casino Adventure”

computer game is for IBM PC. It can be
obtained through your favorite retailer or

call:

1-908-786-2799

or by writing to:

QQP-495 Highway 202
Remington, NJ 08822

Copyright 1993 Q.Q.P. All rights

reserved. IBM is a trademark of

International Business Machines.



The time: World War II

The place: The South Pacific

Wage war for the sole ownership
of the South Pacific. Historically

correct battles challenge all, to
do better than the Navy did as
it happened in WWII. Not only
naval combat, but air and land
combat. Create and transport
armies to enemy ports through
air, naval, and bombardments
from your adversaries to take
over their bases.

• MANY SCORCHING BATTLES TO
CHOOSE FROM

• PLAY JAPANESE OR U.S. FORCES
• MODEM PLAY
• EXPERT MENUS OR NOVICE MENU
• SEVERAL LEVELS OF DIFFICULTY
• STUNNING HISTORICAL ACCURACY
• HUNDREDS OF SHIP AND PLANE
TYPES

• INTUITIVE INTERFACE

Circle Reader Service #202

The “WWII: Battles of the Pacific"

Is for the IBM PC. It can be obtained
through your favorite retailer or
ordered directly by calling:

906-788-2799
1993® Q.Q.p. All rights resenred.

IBM is a trademark of international

Business Machines.



Sneak Preview

Martin Cirulis is a fi-eelatice mriter anil Science Fiction author who has

recently completed a novel with Lucius Shepard. A spacegame connoisseur, he

believesfirmly in the “four eXs": explore, expand, exploit and exterminate.

J
ust when I Felt confirmed in my opinion of the current trends in

Science Fiction computer games, I literally stumbled across a new

product that threw my assumptions into disarray. While attend-

ing the World Science Fiction Convention in San Francisco this

past September, I noticed the Sierra banner Flying proudly, and

promptly shuffled through the

crowd hoping to see some new

adventure game demos or maybe

even acquire some of the Mana of

every writer at a convention: Free

Stuff. Imagine my surprise when I

realized the program on display

wasn’t another quality adventure

game, but was an incredible look-

ing mwre^game called Outpost.

The surprises didn’t stop there.

Not only was this a strategy game,

bur it seemed to be designed for

the CD-ROM format, and it was

running from Windows! Also,

while I stood there amazed I began

to realize that not only was this

game Science Fiction, but the sci-

ence was so hard one could bounce a meteor off it. Needless to say, I

had to know more and, after hastily scrawling “PRESS” on the back

of a cab receipt and, sticking it in the brim of my hat, I corralled a

couple ofguys who looked suspiciously like designers and went about

finding an explanation for this wonder.

Our planet has been destroyed, but not before one massive SpaccArk

has been built to carry away the legacy ofEarth tended by her brightest

and strongest citizens. The player takes the helm of this last desperate

bid for siuvival and must make the decisions that will either shape the

future of humanity or bring it to an end.

Although this plot may be a little familiar, the detail with which it

has been executed will bring sighs ofappreciation from even the most

jaded SF gamer. For instance, the

MotherShip is not just a recycled plot

device from the Paramount prop de-

partment. This virtual ve.ssel took

over two months to design and im-

plement in the game, and is a com-

posite of theoretical NASA designs

for Colony ships. The same can be

said for almost all of the equipment

to be dealt with in this game. All ol it

is realistic, carefully detailed, and

lifted from the latest high frontier

research, though I guess they will

have to modif}' the probe designs

somewhat.

Ofcourse, it’s easier to lay hands on

this kind of design information when

the head programmer’s last job was

AI research For NASA. Bruce Bal-

four’s obvious love of the subject really shows through in this project.

He is sure enough of his craft that he is hoping to receive product

endorsements from prominent figures in the Astronomy and Aero-

space fields in return for a possible percentage of the proceeds being

donated to various high frontier organizations.

“Your Mission, should you choose

to accept it. .

.”

According to Bruce Balfour and Jon Bock, head designer and

project artist respectively, this is a game of a dark and heroic Future.

“Will the last person leaving the Earth please

shut off the lights?”

Outposthegins with a 25'year countdown to doomsday. The player

has this scant quarter century to build a MotherShip, select the
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appropi'iace equipment, and ^
choose a stafF of right-hand

people. There will probably

be ver)' few sure bets here,

and the gamer will be left

pondering the possible trou-

bles ahead and making edu-

cated guesses as to what

combination of personnel

and equipment will enhance

survival potential. An open

line of credit with the Psy-

chic Friends Network prob-

ably wouldn’t hurt during

this phase.

When these choices are made, for bet-

ter or worse, and old Terra Firma is

crumbling into history, the Mother-

Ship lumbers into the sea of stars and

all personnel slip into suspended ani-

mation. But just before the lights go out

in the captain’s cubicle for a few dec-

ades, the player’s character must make
one more decision: Despite all this

preparation, the course is not yet deter-

mined, and the player must point the

expedition in the direction that will

most likely lead to a new home.

Again reflecting the realities in space exploration. Earth orbit tele-

scopes have only been able to discover which stars are most likely to

host Gas Giants (large planets like our Jupiter and Saturn). Such star

systems promise the best chance of finding something smaller and

more solid, but the player has no way of knowing if there arc indeed

more viable bodies until hearing the results from

one of the scarce number of probes in the ship’s

inventory. Unfortunately, these probes only

travel at slightly more than twice the Mother
Ship’s speed, so a general direction must be cho-

sen first. At the halEvay point, the player’s char-

acter is awakened to analyze the more detailed

probe telemetry and choose a final, fateful target

system from the short list of likely candidates.

As if this wasn’t enough to weigh on the mind
of the savior of mankind, the game introduces a

renegade faction within the expedition that not

only helps themselves to a good portion of avail-

able supplies, but has struck out on its own in

competition with the player’s crew.

“If it’s Tuesday, this must be Alpha Centauri.”

Upon arrival at the target world, it becomes necessary to

send down the robots from another detailed NASA model,

The Seed Factory. This self-replicating robot factory prepares

the colony zone for habitation and supplies the crew with the

initial modules to be used as building blocks for Humanity’s
new home. Now the satisfying aspect of game play begins,

fhe player must balance needs versus resources, work versus

morale, and research versus production, 'fhe new world is not

a stagnant one, it is a dynamic, dangerous place which requires

the development of new skills and technologies in order to

ensure survival and prosperity.

This means that in Outpost, the primary enemy isn’t a

marauding alien race or some ancient relic from galactic

wars past, but capricious Fate herself Bruce and Jon were

pciwersely proud of the fact that players will not be able to

build anything that won’t break down, blow up, or just be

swallowed whole in a ground quake. Entropy is alive and
well at this Outpost. The player will be kept busy reacting

to and researching counter-measures for a myriad of new
and potentially devastating disasters. This is a game that

shows how dangerous space really is without having to

resort to tripic-tcntacled Escargot-men looking for dates.

Players who arc skilled enough to craft a colony that can

survive and prosper will eventually encounter the band of

malcontents that checked out with those supplies. They will

have done pretty well for themselves also, well

enough to become viable competitors. This, in

turn, leads to many areas where the player will

have to decide whether to compete or cooperate.

Since prime real estate and minerals are at a

premium in the great dark, one can readily end

up trading for desirable commodities in demand
or for technologies in which the defector colony

has pulled ahead ofthe player’s colony. As in any

trading situation, the key is to garner more than

one proffers. Note that while raw force isn’t an

Outpost option in its current incarnation, these

negotiations are the player’s opportunity to put

the screws to the loyal opposition via economic

force. One simply has to be careful with what is

traded away, since traded Facilities do not pick up and move, they

merely become property of the opposing colony right where they

sit—even if they sit in the middle of your colony.

“Hal...Oh Hal?”

Though some of this may sound

daunting, the program does provide

assistance. A pseudo-AI personality

helps to fulfill the player’s duties and

warn of impending disaster. There is

also a never-ending supply of reports,

From an overall status report for one’s

entire colony to individual updates

from each and ever)' facility under the

player’s control.

Also programmed into this game is a

micro-management system that will al-

low one to assign mundane turn-to-

turn tasks to the computer assistant

while attending to more

important details, such as

the morale of the person-

nel or the creation of po-

lice units if one decides to

ignore their needs. This

ability to concentrate on

new tasks instead of the

same repetitious ones

should free this title from

the boredom-factor that

crops up in other sim-r\'pe

sames.

December 1993 Page 25



N 0 T E_B 0 0 K

GHMEPORT.

Rnally, a Joystick

Connection for

Your Notebook!
’I'ninsform your hii;h-pei'forniance

porlable into ii serious simulation

machine with the Notebook

Ciameport.™ Connect an

IISM-compatible joystick

or yoke and rudder pedals.

The Notebook Gtuneport™ not

only miLximizes the entertain-

ment potential of your notebook

computer, it's also the quickest,

easiest joystick connection

for your desktop! Ask your local

retailer for the Notebook

Gameport,"-' or call

Colorado Spectrum

to place your order.

Circle Reader Service #49

“Mine eyes have seen the glory.”

The graphic quality of Outpost is simply incredible, and the design

team deserves full credit for pushing the envelope on the current

technolog}'. Considering the game will run comfortably on a 386/25

with four megabytes of RAM, the photo-quality animation sequences

are stunning. The portions I have seen are equal to those seen on

television shows that u.sc computer graphics for special effects.

Granted, the game is designed primarily for CD-ROM, so the DOS
version will take 20 megabytes of hard drive space to do the same job

a little slower and with less pizzazz, but even the CD-less among us

will still enjoy a beautiful 640 X 480 playing field, with each tile and

terrain square

crafted in ex-

treme detail.

Jon Bock

crafted most of

thc.se images us-

ing AutoDesk

3D, and the ani-

mation has been

meshed seam-

le.ss!y with game-

play to give

players every

chance to sus-

pend disbelief

and immerse themselves fully in the simulation. The decision to use

a simple Wmdoius micx'iixcc is definitely a courageous choice when the

trend tliis year in science fiction games has been to create extravagant

and flashy interfaces, usually at the expense of gameplay. The game

is scheduled for release in March of ’94 in both CD and DOS formats

with a Mac version likely to follow within a few months.

Dependent upon the success of Outpost, long-range plans include a

series of expansion disks that will extend the game universe by

developing the stoiylinc and introducing new rules and features as

plot devices. Disks may include an actual all-out war and first contact

with an alien race. Even without these expansions, the game’s large

and accurate starmap contains hundreds of stars that change most of

their planetary values with every game. Hopefully this dynamic map
will keep the re-

play value high.

This game is

sure to create

quite a splash,

and deservedly

so. If interactive

entertainment

truly wishes to

be taken as seri-

ously as books or

film, then I

think this is defi-

nitely the kind of

high ground to

seize. In an economic climate where originality is considered a risk,

and rehashing old ideas is not only seen as smart but is strongly

preferred to the development of new projects, Sierra deserv-es full

marks for taking a step outside their usual beaten track and supporting

a new Outpost. This is one reviewer who hopes it will grow and

prosper, cew
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You can outfly this guy...

But can your COMPUTER?
Yesterday's high speed games have pushed your personal computer to its limits.

Today's games are breaking them.

You need a computer with no limits.

You need to fly a FALCON.
Introducing the Falcon MACH 5.

The latest advance in our line of high speed personal computers, the MACH 5 is the ultimate machine for

gaming, personal and business use. It features new VESA Local Bus technology and the fastest 486 processor to

produce over 40 VGA frames per second. 30 frames per second Is flicker free to the human eye. The MACH 5 is

serious hardware for serious players.

The MACH 5 comes standard with:

VESA Local Bus Motherboard with 256K Cache and Intel 486DX/2-66 Microprocessor

VESA Local Bus Graphics Card with 1 Megabyte Video Memory
VESA Local Bus Hard Drive Controller Card (4 Megabytes per second transfer rate)

4 Megabytes of RAM Upgradable to 32

1.2 and 1.44 Megabyte Floppy Drives

130 Megabyte 12 ms Hard Drive The MACH 5
Internal Caddyless CD-ROM Drive (350 ms)

cTx 14" Super VGA Color Monitor is Complete Including
Mini-Tower Case
Creative Labs SoundBlaster Deluxe

Multimedia Speakers

Microsoft DOS 6.0

3 Button Serial Mouse
101 Key Keyboard with Dustcover

CH Products Fiightstick Joystick

and High Speed Joystick Po
Backed By Our 1 Year Parts

and Labor Warranty

Fractal landscape created with VistaPro 3.0. 3D modeling

courtesy of Oregon Data Products. Prices subject to

change without notice. Optionai equipment shown.

Shipping For Only

$2,499

COMPUTER SYSTEMS

263 South Bayshore Dr. Coos Bay, OR 97420 Circle Reader Service *67

To Order Call:

1 -800-258-6778
VISA & MasterCard Accepted.

Financing Available.



Sneak Preview

b\j Johnny L. Wilson

Politics, Peril and Power in Bethesda’s

The Elder Scrolls, Volume I : Arena

T he formula is deceptively simple. A
Foozle (X) has entrapped an impor-

tant personage (Y) in a situation (Z)

from which Y is helpless to remove himselfor

herself. A heroine or hero (A) is recruited to

either face X (the wicked wizard, corrupt

king, demented demon, etc.) in a massive

magical showdown which leads to bliss (B)

for the kingdom, world, dimension, etc.

((X/A)+(Z-Y) = B) or use superior intelligence

and magic to remove Y from the clutches of

X ((A+(Z-Y))-X = B) and return the situation

to the best of all possible worlds. Sometimes,

the formula is expanded as magical artifacts

(M) are added to the scenario:

(({A+(M*x))+(Z-Y))-X = B) (where x repre-

sents the number of pieces of the artifact

which the heroine/hero must recover and

assemble in order to be able to accomplish the

task).

The Elder Scrolls, Volume 1: Arena follows

the last and most complex formula. The
wicked wizard has entrapped the benevolent

and erudite Emperor in a dimension in which

time passes (and hence, the Emperor ages)

very slowly relative to the game world. To
further compliaite matters, the wizard has

taken on the appearance of the Emperor and

no one would know about the imprisonment

if it weren’t for that wizard’s apprentice. The
wizard’s apprentice is too Mickey Mouse

(oops, wrong apprentice), that is, too inept to

be able to rescue the Emperor by himself, so

he recruits the player’s character to accom-

plish what he cannot.

Normally, this would cause me to experi-

ence my first rebellious act of disbelief. 1

always want to know how the player’s char-

acter got stuck in the story. I’m rarely satisfied

with the standard means of a more powerful

patron recruiting a first level player character

to do his/her dirt)' work. Fortunately, V.J.

Lakshman and Julian Lcfay, the designers of

Arena, arc kindred spirits in this regard. ’I'he

reason the player’s character is chosen is be-

cause he/she is an offspring of one of four

Imperial Guards, an elite group sworn to

protect the king. The apprentice cannot re-

cruit the Imperial Guards themselves, be-

cause their absence from the side of the

faux-Emperor would alert the wizard that his

plan had been betrayed. So, the apprentice

appeals to the offspring of this elite crew in

order that they, though inexperienced, can

accomplish what their progenitors could

not—the restoration of the Emperor.

ftnve Gccn suittmottetf

^a^ar gTiptm.^lmpcrlnf

oj ific ‘Erupli

oit mmol’s oJ Ircacficrj.,

All, did 1 mention an artifact? The artifact

in Arena is a staff of power, the magical item

used by the wizard to imprison the Emperor.

Unfortunately for the wizard, he cannot de-

stroy the staff after his nefarious deed because

the destruction of the artifact would undo his

spell and release the real Emperor. So, he does

the next best thing. Me divides the staff into

eight pieces and hides them all over the

known world. Naturally, the player’s charac-

ter has to collect and a.sscmblc all eight pieces

((A-i-(M*8)) in order to release the Emperor

from his cosmic captivity (Z-Y) and reset the

desired equilibrium (B) by exposing the wiz-

ard (X).

Sound easy? It’s not. Bethesda Softworks

has elected to create a huge world split into

nine provinces. This means that there are

nine cultures and habitats, complete with

politics and weather. Want to see snow? Visit

Skyrim, the Land of the Nords. d'ircd of

human-looldng humans? Try Elsweyr, home
of the feline race known as the Kjajiit (sic) or

Black Mansh, home of the reptilian Argoni-

ans. Add three kinds ofelven races, a dwarven

race and another band ofhumanoids, and the

world gets fairly rich. I'here are desert envi-

ronments, mountainous regions and swamps,

and all function with realistic terrain and

weather (snow piles up in drifts, puddles mir-

ror buildings during the rain, etc.).

Further, characters adventuring in the

worlds oTArenaWiW discover that their way is

aided or hindered on various occasions by

groups with their own agendas and belief

systems: Brotherhood of War, Order of the

Gentle Hand, Order of the Red Rose, and

more. Another nice touch is that, as charac-

ters wander the streets and alleys of cities

within this world, they can pick up both

useful information and strange red herrings

from the citizens and denizens of these lo-

cales. If a rumor is valid it will not only recur,
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"I always wished Sim dry had more "game" to it; Caesar has that. Caesar goes far beyond its Sim City origins and

provides the serious game player witli a real lion's feast. Hail Caesar" Computer Gaming World

"Caesar has the same sort of feel to it that Sim City did, but the game play is much more streamlined, detailed

and enjoyable. There's also a lot more here than in Sim C/ry... Incredible.. .a true gem of a game"

Computer Game Review

Highly recommended. ..near perfect." PC Entertainment

I

"Exciting and addicting - not to mention exhausting" Compute

'It's a Sim City that goes further" Amiga World

Golden Triad Award Computer Game Review

Nominated for the CGW Strategy Game of the Year Computer Gaming World

Highest Score Ever Awarded To A Game PC Entertainment

Sim Ciiy is.i regisiercd irademari; of Maxis

Impressions
Committed to Excellence in Strategy Entertainment

Impressions Software, inc. 222 Third Street, Suite 0234, Cambridge MA 02142

Circle Reader Service #83



it will become more specific as characters get

closer to its source, whether tliat be a cavern,

temple or inn. So, it pays to interact with

characters, and the program is designed to

unveil rumors, quests and helpful hints as if

one was peeling an onion layer-by-layer, 'fhis

is worthy.

Also, as in most computer role-playing

games, the player will need to complete mini-

quests in order to have enough money, re-

sources and experience to continue with and

fulfill the main quest. In Arena, however, the

designers have taken the “people and paper”

role-playing model and tried to keep matters

so that the computer feels like a human Dun-

geon Master who improvises according to the

players’ actions. So, although the standard

formula for mini-quests (discovering a patron

in a tavern who hires the player’s character to

perform a mercenary mission) is used, these

quests are divided into Mundane and Noble

Quests, randomly generated by the computer

and set with appropriate risk/reward ratios).

Also, there is a “political circumstances over-

lay” that will allow important quests to be

inserted when certain conditions are met, and

a percentage of probability that the parry will

hear valuable rumors which increases by 1 %
for every new experience level artained by the

player’s character.

Differential Equations

So, what makes different? What’s so

hot about it? Frankly, I’m impressed because

Arena is the first CRPG of recent vintage that

is using state-of-the-art tcchnolog)' to present

stunning (and last!) first-person perspective

visuals without forgetting the lessons of the

past in terms of game design. I am impressed

by the frame rate and scrolling of this game,

even on a 386SX-33, and I am delighted with

the special effects tricks used on the magic

spells.

However, I’m even more thrilled that the

design team has chosen to include question-

based character generation as in Ultima IV
(and that the questions seem more interesting

and less judgmental chan chose in the classic

game); multiple paths to solve problems as in

Wasteland (there is always more than one way
out of a situation); a risk/reward approach as

in Dragon Wars{e.v<^ty dungeon has short cuts

which are usually more dangerous, and safer

paths which take longer); and something of a

fame/notoriety rating as in Darklands (the

game secs up PERK (perquisite) flags when
the player’s party is successful in certain ac-

tions and these allow the characters

to get tips, pardons and quests, on

occasion). I’m also excited that the

game is realistic enougli to realize

that players are not always going to

be successful and allows non-

player characters (NPCs) to bail

them out on occasion.

To be sure, the game features the

obligatory icon-based command
lines of most modern CRPGs.
There are 1 1 icons on Arena s com-

mand line and they are fairly self-

explanatory: Cast Spell, Steal, Use, Automap,

Draw Weapon, etc. Within that command
line, combat orders to other members of the

parry tend to be reduced to the simple “Pro-

tect PC at all costs” and “Follow me” variety,

but that’s been standard since Ul-

tima VI revised the way combat AI

was handled for other members of

the player’s part)’.

Yet, there are nift}' new features

within the game, as well. This is

one of the few games where players

can customize magic spells using a

point and click magic s)'stem. The
prototype seemed ver)' versatile and

the designers were attempting to

link special effects to spell elements

in such a way that even the player’s

custom spells would look impressive during

combat. It is also slated to be one of the first

CRPGs to support Logitech’s new Cyherman,

the input device that gives vibratory feedback

when characters bump into objects or happen

to be struck by weapons. 1 haven’t had a

chance to experience the game with Cyber-

man at press time, but 1 hope to do so, soon.

I also like the fact that the game

has no level limits. One doesn’t

have to attain a certain experience

point level to move on, and char-

acters can keep improving, ad in-

finitum. How do the designers

intend to enforce play balance in

such a system? Througliout the

world, there are some really

tough monsters, liches and vam-

pires in particular. These mon-
sters have their own agendas and

can provide some pretty hefty

balancing on their own. 1 haven’t

experienced one of these in the early stages of

the game, but I’m looking forward to them

when the game is finished.

Final Calculation

One of my great complaints with first-per-

son point-of-view games has been that the

designers tend to be looking for quick com-

bat, fast scrolling and graphic pizzazz without

remembering the need for story, character

building and interaction. To me, the last year

has seen a movemem that makes many first-

rank CRPGs seem more like action games on

a video game machine than the rich, sophis-

ticated role-playing experiences that first

drew many of us into the world of computer

games. Fortunately, Arena breaks the trend.

It gets back to the roots of role-playing with-

out losing the technological pyrotechnics of

its competitors.

Arena isn’t just another flash in the dun-

geon. When it pushes polygons about the

screen, it’s going somewhere, usually some-

where interesting. When it uses a special ef-

fect, it’s creating an atmosphere, usuallv a

fascinating one. If /’Ircv/rt captures the imagi-

nation of other gamers like it has captured

mine, it may well be the game that establishes

the new formula for CRPGs—‘P’ for proven

ideas, 'h- N’ for new technology, ‘

t- C’ for

creative innovation, '= S’ for successful stand-

ard. Indeed, it is likely to mean (in terms of

an older arena) that the Emptor (consumer)

instead of the Emperor gives the “Thumbs
Up!” CGW
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IiudyCar.

BiliSir

Indy^r

Racing

Experience all

new Papyrus 3-D Super Texture^*^

technology. Bit-mapped cars,

tracks, terrain and scenery,

accurate down to the last detail;

including billboards, paint

schemes and decals on actual

IndyCars. Tread marks “groove”

every turn to help you find the line.

Real Game Play. Gobs of

Newtonian physics calcuiate reai

car behavior.. .speed, chassis,

engine set-up, tire temp and wear,

fuel load, track bank, etc...

hundreds of calculations per

second. What you do makes a

real difference.

T: :
'

' You choose wing

angles, tire types and pressure,

suspension, camber, gearing, and

more^ Adjust turbo boost, brake

bias, roll bar settings from the

cockpit. Custom tune engines in

the dyno room. (Or take the default

car and hit the track running.)

IndyCar™ Racing - r ; D thing. Blast through the corkscrew : i'‘r

»

=r-=am to the max. Suddenly, someone spins, . .i

y. Whew! Caution light. Time to pit. n-keonl iel.

-
' te! 'ou finished 2nd. Get ‘em at Michigan. Ff niioo:,

From the creators of

Indianapolis 500®: The Simulations^

First in a series of Real World 3-D

Racing Games

— Available

November 1993

Real RaceTracks: Michigan
International, Laguna Seca,

Milwaukee Mile, Long Beach...

you get it all in IndyCars*^

Racing. ..right down to the grass,

fans, stands and six real TV
camera-type replays from

car-cams to blimps.

PUBLISHING, INC.

The Indianapolis 500 ' Is a registorod Irademark oi the

Indianapolis Motor Speedway.

Indianapolis 500 '

: The Simulation''' Is a trademark of

Electronic Arts Inc.

Actual IBM PC screens shown.
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tive technology throughout

have supported all of the

platforms, and led the pack

Genesis.

recognized the

technological leap 3DO has

ning to introduce twenty

the next twelve months.



We are developine titles

special effects, full-color

Grab the controls of your

fishter jet and stop the

alien invasion in Shock

Waver Fight your way to

Madden Football!

cleats biting into the turf.

Rip through the squalid

hard bite of a steel chain

assaulting your face

Road Rash? It's software

fore. Face the future with

ELECTRONIC ARTS
Circle Reader Service #62





rv'NVvi.

Coiiiputer

Gaining World's

7th Annual
Holida)! Buning

Guide

S
anta Claus isn’t the only computer game addict among
our readership that waits until the last minute to

spread his holiday cheer. To help him and his fellow

gift-giving procrastinators, every year we try to round up as

many of the newest games as we can lay our hands on so

that we can provide our celebrative readers with a sleighfui

of screen shots and information prior to the holiday buying

season. Of course, we aren’t fortune tellers, so we can’t guar-

antee which games will actually ship in time to appear in

your holiday stash, but we’ve been careful to include only

the games that are on final approach for their landings on

software shelves. Also, since we haven’t experienced the

complete games, the mentions in this buying guide do not

constitute a full recommendation. Our goal is simply to

describe those games which we think will be of interest to

our readers.

This year, the good news is that the software elves have

been very busy, so we have lots to write about. The bad

news is that we looked at many of the games in pre-release

form, so we can’t provide all the hard technical data that

many of our readers would like for us to publish. Still, what
we have tried to do is describe the games well enough that

all the good little boys and girls can decide what software or

hardware they want for the holidays. They can circle and

highlight their favorites, and subtly drop this issue in the

hands of their favorite Santa, Father Christmas, Hanukkah
Harry, sugar daddy, parents, grandparents, spouse or signifi-

cant other.

Illustrations by Kelly Freas



"Top this, Brothers!'

Archon Ultra: T'hc original Archon was one

of chc early titles developed by a young, bold,

visionary group of “software artists” that were

going to “realize chc potential of the personal

computer.” Among these Electronic Artises

were Paul Reichc, Jon Freeman and Anne

Westfall, whose brooding visages graced the

record album-like packaging of the first “bat-

Archon Ultra

tic chess” game. Although the game was set

on a chess-like board, and the players chose

one of two sets of pieces, Archon was only

loosely based on the chess paradigm. Players

moved their pieces around a grid in an at-

tempt to capture strategic “power points,”

while the board’s “luminosity” cycled under-

foot, constantly changing the balance of

power. The use of magic made the contest

even wilder: the “king” piece of both sides

could summon clcmentals, shift the flow of

time, resurrect pieces from the dead, and heal

the wounded. When two creatures met on the

field of battle, the play dropped into an action

intensive battle of joysticks.

Archon Ultra takes all of the elements of

Archon-AX\^ the sequel, 77, and updates

them with current graphics and sound. The

game play hasn’t change all that much,

though creatures now have extra combat

powers, and the dynamics ofthe “luminosity”

cycle have been tweaked. Graphically, the

creatures have refined animated movements,

and there are a variety of3-D battlefields with

terrain objects to add variety to the combat

stew. Even after 10 years, Archon s blend of

action and strategy is fun and unique, and

should please the joystick-bangers among the

new generation of gamers. Strategic Simula-

tions, Inc., IBM ($49.95).

Z)oo?//.Tfaction gamers were knocked back

on their heels by Wolfenstein 3-D, then they’d

better pad their prominent posterior protru-

sions before booting Doom. “Visceral” was a

word thrown around in discussions of Wolf

3'D, but Doom will redefine the term in the

gaming lexicon, and “gratuitous” comes no-

where near the description of Dooms violent

excesses. The player (or players, through the

intended network and modem options) take

the role of a space marine in a brutal and

bloody battle with The Ultimate Evil, fight-

Doom

ing level by level, down through the stories of

a space station in search of Evil’s wellspring.

The graphics are superb, with stunning light-

ing effects and art that could only come from

dark and demented minds. The floor plans of

the levels, no longer limited to the rigid an-

gularity of Wolf3D, are richly intricate, and

the overhead map utility will be the gamer’s

constant cartographic companion. The depth

ofthe game play has not improved much over

Wolf3D, though there are buttons and levers

that one can push and pull to uncover secret

passageways and weapon caches. Id may have

been slightly optimistic when they said Doom
would play well on a 386SX; gamers will most

likely need a 486 to get the experience that

the designers intend. But what an experience!

Id Software, IBM ($40.00, Epi.sode 1 is share-

ware and available for the cost ofshipping and

handling by calling 1-800-ld-Games).

Draculn-. Like something out ofTim Bur-

ton’s The Niglwnare Before Christinas, gamers

may find Psygnosis’ Dracula in their

stockings. Donning the garb of a vampire-kil-

ler, the player takes the role of Jonathan

Marker and sets out to destroy the infamous

Count. The macabre world of DracuLi is a

Dracula

free-scrolling, 3D environment strongly

reminiscent of Id’s Wolfenstein 3D. There are

three stages to the game, and the object is to

destroy a certain number ofmonster-generat-

ing coffins to proceed to the next stage. The

player scrambles around a tedious maze of

corridors gathering innumerable keys to un-

lock innumerable locked doors, while hoard-

ing bullets, food and holy wafers to keep

supplied. The game play, the graphics, and

“me-too” game engine are—like Keanu

Reeves’ acting in the Copola film—unin-

spired. Psygnosis, IBM ($59.95).

Earth Invasion-. Raise shields and arm

weapons, Windoivs gamers. It’s time to pre-

pare for an Earth Invasion\ Offering photo-re-

alisticTruc-Color graphics (plus standard 16-

and 256-color VGA graphics), full MIDI
sound support, fast 3D scrolling, smooth ani-

mation, five difficulty levels, and over 30

levels of play, Earth Invasion gives the player

three complete games in what are the most
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L&SER-GUIDED MISSILES THAT

GAN PINPOINT

A WINDOW.

10-TON BOMB

LOAD THAT CAN

LEVEL A TOWN.

MAYBE THE BRITISH AREN T SO

CIVILIIEO AFTER ALL.
The Tornado. The plane that shredded runways

and totaled buildings during the Gulf War. The plane

that can scan the

terrain ahead and

automatically hug

every hiU and val-

ley at just 200

feet. And the plane

with wings that

sweep forward to

maneuver

through tight bombing runs and sweep back

to outrace even the fastest fighters.

Now you can climb into Britain’s hottest

plane withoutjoining the RAP. With

Tornado, the flight sim from Digital

Integration and Spectrum HoloByte, you’ll sit

in a cockpit where the analog dials actually work.

You’ll operate the Thermal

Imaging And Laser Desig-

nation (TIALD) system

which zooms in on targets

as small as the turret of a

tank from as high as

20,000 feet. And you’ll

even control a squadron with

a mission planner so

accurate it’s used to

train real Tornado pilots in the RAP.

Ply this devastating aircraft once,

and you’ll be glad the British

are on our side.

Come In low and fast, and you can actually see

the cables In the bridge you're about to raze.

PBtllSllSIl tf

Spectrum HoloByte
Fbr Visa/MasberCarcl orders call 24 hours a day, 7 days a week; (000) 696-GAME. For technical questions call (510) 522-1 164 (M-F; ^-5pm Pacific Time).



advanced action games available for win-

dows. Earth Orbit Mission is reminiscent of

Galnxiiui, Ground Defense Mission offers

Dcfendcr-%V)\z action, while Deep vSpace Mis-

sion takes off/r /r? WhigCommnndcr. Require-

ments, however, are a touch on the heavy

side, demanding a 386/SX25MH/- system or

better (though it definitely plays best on a

486), 4MB RAM, Windows 3.1 and DOS
5.0. An accelerated video card, preferably

offering True-Color, is best, though not re-

quired. Sounds and music are exceptional

with a 16-bit sound card and MIDI; 3D
graphics rendered in Autodesk3D Studiovisii-

Earth Invasion

ally steal the show. 3DI Productions, Inc.,

IBM with Windows ($39.95).

Firefrtll Arcndt'. In rhe style of cla.ssic, fast-

paced video games comes Firefidl Arcade for

the Macintosh, d'he choice is a simple one in

this game ofskill and agility—kill or be killed.

As the player tries to make his or her way

through nine, heart-pounding levels ol ex-

citement, ferocious hreworms, slinky sliders,

and the perpetual “death star” all stand in the

way of success. Eoriunately, triads, heat seek-

ers, cannons, and Vl2s are at the player’s

disposal. Every bit of firepower will be needed

to survive. Employing 3-0 animated effects

and a cool soundtrack, Firefad Arcade serves

up a visual and audible treat. However, it will

test one's mettle—only serious trigger trip-

pers need apply. Inline Software, Macintosh

($49.95).

Joe & Mac Caveman Nhija\ Ah, to return

to our ancient past when an axe took care of

our enemies and a good knock on the noggin

got you a date. Ifyou’re pining for the prehis-

toric in the Fred and Barney vein, this capti-

vating game will have you beating your chest

and whooping with delight. In one- or two-

player mode, the object is to hul l axes, toma-

hawks, fireballs and stone wheels at your

enemies while picking up valuable nuggets

like fond and bonus points. If Joe or Mac
down the chili sauce or eat a hot pepper,

they’ll cook any barbarian in their path. Ene-

mies include pteranodons, electrified flying

|oc & Mac Caveman Ninja

fish, poisonous seed-spitting plants, and a

giant dinosaur or other ill-tempered meanie

which must be dealt with on each level to win

the fur-clad babes and move on. From the

“stone wheel” packaging to the comical, at-

tractive graphics and the upbeat jungle music,

this game is an entertaining delight sure to

liven things up in Bedrock or wherever men

still eat meat. New World Computing, IBM
($29.95).

MadDogMcCree. In the tradition ofcoin-

op games with laser guns and video villains,

American L,aser Games has released Mad Dog
McCree. Players take on the role of a no-name

stranger {a la Clint Eastwood’s vintage char-

acter) who comes in to rid a western town of

the tyranny of the title villain, McCree him-

self. To do .so, the game shuttles the player

through first-person gunfight after first-per-

son gunfight. The good news is that the

scenes are reasonably well-acted and have

enough randomness that one cannot merely

memorize every sequence and move quickly

through the game. Some of the stunts are as

good as those we’ve seen at Universal Studio’s

stunt show. The bad news is that it is a

relatively short game by computer game

standards (though perhaps not by multime-

dia standards) and the action may not be

paced fast enough for the most jaded twitch

and flex fans. On the IBM, it may well be the

action game “for the rest of us” since the

mouse makes a formidable pistol and the pace

seemed just challenging enough. Unfortu-

nately, the Genesis and 3D0 controllers

seem sluggish in comparison and reduced the

enjoyment of the overall experience. Ameri-

Macl Dog McCree

can Laser Games, IBM with CD-ROM,
SegaCDand3D0 ($59.95, $54.95, $59.95).

Metal & Lace. Anime fans, as predomi-

nantly male as action-oriented gamers,

should appreciate some of the beautiful

round-eyed females who are draped in seduc-

tive poses to provide the ambiance for this

game. The game itself, however, offers merely

some new spin on one of computer game-

dom’s oldest ideas: man-to-man or macliine-

to-machine combat a la Karateka, Street

Fighter, Bad Dudes, Budokan, Tongue of the

Fat MannwA a cast of thoirsands. The spin is

that there is something ofa role-playing wrap

around the arcade sequences (interaction in a

sleazy bar, complete with bimbos and a place

to pick up new weapons) and that the com-

batants arc not men. Indeed, these are female

’mechs (Robo-Babes in the game’s fiction)

out of anotlier Japanime tradition—the

robotic warrior sagas. Megatech, IBM
($49.95).

Rebel Assault: May the Force, and a CD-
ROM, be with the Star Wars fan this holiday

season. In this game of hot n’ heavy joystick

action, LucasArts uses actual music and dig-

itized footage from the Star Wars films and

3-D rendered graphics to put on one of the

Rebel Assault

hottest sight-sound shows to be seen from a

CD-ROM game. The player will don a Rebel

flight suit and blast his or her way through 15

different action-oriented sequences: navigat-

ing the hairy canyons of Beggar’s Canyon,

weaving through an asteroid field with TIE

fighters in pursuit, making a suicide attack on

a Star Destroyer, and blasting through rhe

Stormtrooper-infested hallways of a Rebel

base, among others. In rerms ofgame play, it

is very simplistic and is reminiscent of early

laser disk coin-op.s—but what a show! Lu-

casArts, IBM with CD-ROM ($69.95).

Shadowcastcr. As described in CG’W#1 1 1

,

Shadoivcasters 3-D “in-your-face” graphics

make this game a “must play” for every hack

and slasher. Player characters get to morph

into six different creatures (with differing at-

tacks and strengths) in order to fight some of

the most fascinating monsters ever to grace

Pd^c J,S Caini’iilcr Gainiiii; WorM
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In Pacific Strike, you cruise into all major battles of the Pacific theatre

~ Pearl Harbor, The Coral Sea, Midway, Guadalcanal, the Solomon

Islands, the Marianas, Leyte Gulf, Iwo Jima and Okinawa. Now you can

change the outcome of each battle and the entire war through your own
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the astounding realism of their fully instrumented cockpits. You'll do more than practice!

Hone your skills as you face relentless enemy pilots in Zeros, Kates. Vais. Bakas. Betties
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Prove those skills in a stunning variety of missions ~ grueling dogfights over the Pacific,
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computer screens. When the arc from Raven

Software (The Black Crypt) is combined with

the game engine from Id {Wolfenstein 3D,

Doom) and the soundtrack from Origin, the

result is extra special. In addition, gamers who
opt to purchase Logitech’s CyberMan (sec the

hardware section of this buying guide) will

have an extra-special sense of being tlterc

since the input device vibrates in the gamer’s

hand every time the enemies score a hit.

Origin Systems, Inc., IBM ($79.95).

Shaclowcaster

Specti'e Vli: Old timers might remember

the classic arcade games in the tradition of

Battle Tafikxxwd Asteroids. Now, these crude

wire-frames that evolved into the polished

prize of Spectre have undergone yet another

evolution. This wild, polygon-filled scroller

shoot-’em-Lip is just right for multi-player

good times on IBM and Macintosh networks,

as well as solitaire fun on a single computer.

In this .sequel product, new enemies such as

sheers and smart acid pools will trouble play-

ers, but improved weaponry such as spinners,

proximity mines and pulse bursts provide

sufficient antidotes. Network players will be

happy to heat that up to 8 players can be

accommodated in over a dozen enhanced

network scenarios. Best of all, there is even a

scenario editor called the VRchitect. Now
you can be the master of all you survey and

create levels ofaction that no computer could

ever dream up. Velocity Development, IBM
and Macintosh ($59.95).

Speed Racer in the Challenge ofRacer X\

Imagine 0///77/«with a plot. Speed Racer \isqs

the familiar characters of the popular ani-

mated series (a first experience with anime for

many gamers), voice clips, and some plot

devices from the television series to enhance

what would otherwise be just another driving

game. The mechanics have the feel of many

a coin-op racing game, but there are addi-

tional features to be added to Speed Racer’s

Mach 5 racer, and scenarios built into each

race, just like in the cartoon. For example,

gamers accelerating through the Valley of

Destruction have to find a particular oppo-

nent and push the bad guy’s car into a spin-

out. This action will cause a pineapple (with

typical hidden jewel) to fly out of the car so

that the police can arrest the international

jewel smuggler/ race driver. Those looking for

a simulation will be tremendously disap-

pointed. Those looking for a clever action

game with a lot of nostalgic twists simply

won’t be able to resist. Accolade, IBM
($59.95).

The Geekwad Games of the Galaxy. The
evil Cybergeek has imprisoned King Wacky
in a jar of jalapeno jelly, and only a geekwad

can save him. Fortunately, if you buy this

package, you are just the Geekwad Tsunami

is looking for. Talk to the space spoofs on the

Bridge to learn how to beat Cybergeek at five

arcade games and free your pickled ruler. Carl

Raygun introduces you to Becfender, where

flying cattle ofthe Bovine Liberation Organi-

zation (BLO) must be shot down in two-di-

mensional space. Isaac Claponclapov teaches

tactics for Grogger, a tricky dodge and hop

game set in a galactic carhop. A Yoda look-

alike offers a shareware-style shooting game

where flipping quarters at pesky solicitors

makes them go away. In another game. Earth

Speed Racer

Last!, intergalactic garbage such as cigarette

butts and nauseous effluent must be “bagged”

to score points. Finally, Captain Major Buzz

Armstrong with his six-pack support system

monitors Phlegmings, the best take-off in this

package. Tiny walking Phlegmings must be

whacked by your spaceman with a golf club

and a healthy swing, lest they gum up his

spacesLiit. Flicking Phlegmings can be phun,

bur overall Geekmid is a cute collection of

shareware-quality games for the unabashedly

imbecilic. Tsunami, IBM ($34.95).
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Xmas trees delivered anywhere . . . "Oops!"

Companions ofXantlr. As previewed in our

July i.ssue (C(jW# 108), this graphic adven-

ture breaks new ground for Legend Enter-

tainment. It is their first release using a

panscrless interface (there is a parser, but it is

nearly transparent) and it is a very funny

game, based on an interesting literary license.

When Piers Anthony wrote A Spell for Cha-

meleon, the first Xanth novel, he certainly

couldn’t have expected the number of forth-

coming titles it would generate. Even less

would he have expected that the competition

described in one of those Xanth novels would

appear as a separate computer game. Based on

the novel Detnons Don’t Dream, Companions

of Xanth offers some traditional adventure

game puzzles, but it also has some that cannot

be solved without the help of the said “com-

panions,” characters familiar from the Xanth

books themselves. Legend Entertainment,

IBM ($59.95).

Dracula Unleashed: When the Count says
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lie wants to neck, young damsels will end up

with more than a hickey. They will, in flict,

find the experience very draining. In the wake

of Bram Stoker’s Dracula, and in preparation

for Halloween, Viacom New Media (for-

merly ICOM Simulations) has released

Dracula Unleashed, the latest and greatest of

their CD-ROM titles. Based upon the game

engine employed in Sherlock Hohnes, Consult-

ing Detective, Dracula features im-

proved audio and video, and, for those with

appropriate graphic cards, a re’'vamp"cd

SVGA interface. The result of these improve-

ments can be readily seen and heard from the

moment the story begins to unfold. Video

clips exhibit remarkable clarity, smooth flow

and precise lip sync. Acting is professional

and, thankfully, believable, audio descrip-

tions spice up the atmosphere, and on-line

assistance provided by of Van Helsing him-

self (audio only) helps familiarize the player

with the gaming system and available op-

tions. Gamers with a taste for the macabre

will find their cravings nurtured and their

fears unleashed in this interactive horror

movie. Viacom New Media, IBM with CD-
ROM ($69.95).

Fables & Fiends: The Hand ofFate. In this

sequel to The LegendofKyrandia, the first title

in the Fables & Fiends •s.cncs., attention turns

Companions of Xanlh

to Zanthia, the femme fatale of Kyrandia and

most impulsive of the mystics. As prominent

figure in this story, Zanthia must save

Kyrandia from a strange curse placed upon

the land. It seems that Kyrandia is slowly

disappearing, one tree, rock, and blade of

grass at a time. In addition to a more involved

story and tougher puzzles than faced by Bran-

don in the original Kyrandia, romance

blooms forcing Zanthia to deal with the inept

affections of her suitor, Marko. One can ex-

pect this visit to Kyrandia to offer signifi-

cantly more challenge and play time than its

predecessor. As expected, gorgeous graphics,

atmospheric music and rib-tickling humor

abound, rcchnological improvements pro-

vide more accurate scaling and more realistic

lighting in this enchanting game experience

from one of the leading developers of ani-

mated adventures. Westwood Studios/Virgin

hiteractive Entertainment, IBM and IBM
with CD-ROM ($62.99).

Gabriel Knight: Sins of the Fathers-. This-

gaming exercise in terror is an adventure

game that builds on myth, symbolism and

superstition in order to ptill the gamer into a

dark and dramatic world. Gabriel Knight is a

writerwho investigates a series of bizarre mur-

ders (for the purpose of writing a novel) and

discovers that there is more to both the crime

and himself than he had previously consid-

ered. ’I'hc dark palette of the artwork is remi-

Draculn Unleashed

niscent of a graphic novel that couldn’t be

approved by the Comics Code and is out-

standing in setting the mood. The sound

effects and music add to the intensity of the

playing experience, and the conversations are

richer than we can ever remember having

experienced in one of Sierra’s graphic adven-

tures. Sierra On-Line, Inc, IBM ($69.95).

Goblins 3: Continuing with the outra-

geously charming wit and cartoonish ani-

mated antics that made the first two Goblins

titles so popular, Goblins 3 is destined to

amuse, entertain and puzzle all who step into

the crazy world concocted by the French

designers at Coktel. In this particular branch

of the Goblins story, the unlikely hero is

Blount, a journalist by trade and an atlven-

turer by heart. Having always wanted to visit

faraway lands, this headstrong writer and

hard-headed goblin sets out for Foliandre

Mountain in search ofthejewel of the World,

Fables & Fiends: The Hand of Fate

Gabriel Knight: Sins of the Father

a famous artifact thought to bestow special

pleasures to the individual who will take it to

his people. Watch Blount change from a

weakling to a rrtic hero as he shrinks, grows

to giant size, sprouts wings and transforms

into a werewolf. Bizarre fun guaranteed for

the ptizzle lover. Sierra On-Line, Inc./Coktel

Vision, IBM ($39.95).

Plumbers Don’t Wear Ties-. Billed as an

interactive romantic comedy and coming

from a new multimedia company named

United Fixtures, we thought that an interac-

tive .soap opera had finally hit the SVGA
screen. Instead, the minimally interactive

story is more like a radio jilay with digitized

pictures. To be sure, some of the digitized

pictures are ofrather prurient interest, but the

pacing of the digitized speech is amateurish

and the interaction is much too limited. One
has more of a feeling of playing a full-color

version of television’s National Driving Test

with the verb “Dating” stibstituted For “Driv-

ing,” rather than making a real difference in

the story. United Fixtures, IBM with CD-
ROM ($23.95).

Police Quest 4: Open Season

Police Qiiest 4: Open Seasoiv. Former L.A.

Folice Chief Daryl Gates played a leading role

in designing this latest offering in the Police

Qiiest senes. Beginning with the brutal mur-

der of one of L.A. ’s finest, the player dons the

badge of a detective on a bizarre murder case.

Life as an L.A.F.D. homicide detective is no

picnic: as if the bad guys weren’t tough

enough, the player must deal with the press,

and must follow strict police procedures at all

times. From the manual that reads like “the

book” that officers must go by when enforc-
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5UBBDUNDED BY HIITI-AIBCBAFT-

HUNTED BIT SUMS, EVEN MACB 2 ISN’T

FAST ENDUBB- IT’S A 5TDBY CAPTAIN

IIVE TO TEH- WOULD YOU?

A TRUE STORY

Kuwait, May 23, 1991. Captain

Dean “D-Dawg” Pennington dives

to take out an Iraqi 85mm gun

emplacement below. “Flares, break

left!” his wingman screams. He

wrenches the stick just as a SAM

^
explodes 10 feet behind his F-16.

Anti-aircraft batteries now open up

all around, engulfing him. Tdo low to

avoid the anti-aircraft, too slow to

evade another SAM, he’s faced with

a hopeless choice and less than a

quarter of a second to make it.

Lighting afterburners, he rockets to

safety before they can lock on again.

THE STANDARD BY
WHICH OTHER FIGHTERS

ARE JUDGED
Captain Pennington survived

on skill, nerve and the awesome

capabilities of the F-16 Fighting

Fblcon. Nothing, aside from a true

F-16, captures the “hair-on-fire” feel-

ing of flying America’s most deadly

fighter like Falcon'^' 3.0, Spectrum

HoloByte’s computer simulation.

A HIGHER LEVEL OF FLIGHT

Unlike some sims, which more

closely simulate the arcade expe-

rience than the flying one, Falcon

3.0 features a depth of play

'* _ that almost rivals real

With Falcon

S.O, up lo six

players can

gomanoa
mano. May Ike

life. Like real pilots, you’ll fly

with a wingman, allowing you

to engage in

aerial tactics

like bracket

maneuvers.

Instead of enemies who fly in

circles. Falcon 3.0 adversaries fly

according to true fighter doctrine

so they’re no pushovers. And
Kuwait looks like Kuwait since

real geographic theaters are

faithfully mapped.

NOT JUST A SIMULATION
OF A WARPLANE

A SIMULATION OF WAR
Falcon 3.0 lets you fight as part

of an entire campaign. The mis-

sions you fly play a crucial role in

your side’s success. But they’re not

hard-wired. Each result affects the

overall war effort—and determines

your next mission. -j Succeed

Visa/MasterCard orders call 24 hours a day, 7 days a week: (800) 695-GAME.
For technical questions call (510) 522-1164 (M-F: 9AM-5PM Pacific Time).



and go on to hit the enemy in his

own backyard. Fail and find the bad

guys breathing down your neck.

nSEElIlBES^El

|Mi®-29
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Electronic Battlefield Series simulations lirikup.

So you don'tjust choose your mission, you choose your

aircraft. Care toflyfor the other side, comrade?

THE ELECTRONIC
BATTLEFIELD SERIES:

THE ULTIMATE
CYBER-BATTLEFIELD

Choose from multiple aircraft,

multiple theaters, even which

side of the conflict to fight on.

Go head-to-head over a modem or

with up to six players over a net-

work. It's possible because each

Electronic Battlefield Series

title works with the others, from

MiG-29™ to the upcoming F/A-18

simulation. There's even a multi-

media guide to air-to-air combat

called Art of the Kill^ to help you

fly like an ace. It all starts with

Falcon 3.0.

The simulation for people who

want to fly the not-so-friendly

skies.

Spectrum HoloByte

t""
'^LCON.Tf)

E1.ECTBDNIC BAmEHEI.D 51BIES

The fight of your life.
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ing [he law, through mandaiory weapon

qualifications, to visiting actual police “hang

outs,” and dealing with the citizens and scum

of L.A., one finds a remarkable degree of

work-a-day police realism as a result ofGates’

contributions. Set in a new, eniianced game

engine with maiwelous digitiz-cd back-

grounds, this game may be more appealing

than True Crime television. Let’s just be care-

ful out there.... Sierra, IBM and IBM with

CD-ROM ($69.95 floppy; $79.95 CD-
ROM).

Qiiestfor Gloiy IV: Shadows of Darkness".

Fans ofLori and Corey Cole’s award-winning

Qiiestfor Gloiy szx\cs will be pleased to know

that Shadows ofDarkness, their fourth Quest

for Gloiy game, will soon be out on store

shelves. This latest title, an unusual combina-

tion ofthe animated adventure and role-play-

ing genres, takes gamers to a mythical

Transylvanian valley on a quest to rid the land

of evil and face the Dark One himself Prior

to that encounter, however, players will have

to survive a realm filled with the undead,

wraiths, vampires and grote.s'que monsters

Quest for Glory IV: Shadows of Darkness

(including a rabbit reminiscent of the furry

little beast from Monty Python and the Holy

Grail). In the role of either a fighter, magic

user or thief, the player must fight, conjure or

steal their way to success. Shadows ofDarkness

features an improved icon bar with more

available options, an upgraded arcade combat

system, and the ability to import one’s hero

from previous games or begin anew. Three

skill levels allow gamers to adjust play to their

liking in this adventure designed to provide a

unique blend of dark suspense and light hu-

mor. Audio and graphics are traditional Sierra

quality, employing a style that lends interest-

ing substance to this supernatural game

world. Qiiestfor Gloiy IV: Shadows ofDarkness

looks to be another award winner. Sierra,

IBM ($69.95).

Return to Zork: As previewed in CGW
#1 12, the familiar environs of the Great Un-

derground Empire have been transported to

a world of live-action video. I’he game sports

an innovative pop-up interface and some

Sam & Max Hit the Road

tough, but often illogical puzzles. The game

is divided into three different sections, but tlic

largest and most important one is the Great

Undergound Empire itself Players, as the

unnamed advcnturer(css), must discover the

reason behind the disappearance of the popu-

lace of West Shanbar. Both the floppy disk

version of the game and the CD version sport

marvelous images and special effects (particu-

larly when played with the Reel Magic board

from Sigma Design), but the CD really

shines with an excellent original score per-

formed by an actual, rather than synthesized,

orchestra. Activision, IBM, IBM with CD-
ROM ($79.95).

Sam & Max Hit the Road: LucasArts had

to change their philosophy about interfaces

in order to make this game work. Sam & Max
are two talking animal detectives in the weird

and wonderful world of comic artist Steve

Purcell. Purcell Is the artist that LucasArts

taps most often when they need some kind of

odd physical comedy, but his comic books are

also noted for a sardonic wit extraordinaire.

Since part of the fun of the comics is being

surprised by the witticism of Sam Max the

talking dog and rabbit, the designers opted

not to use pull-down menus of typed out

conversational gambits. Instead, players

choose the general attitude that Sam and Max
will show in a conversation and the wi.se

remarks tumble out fister than BBs from an

overturned carton. In addition to pre.seming

the largest characters placed on-screen in a

Luca.sArts graphic adventure, the game fea-

tures a pop-up interface so that the entire

screen is used for animation. In graphic ad-

venture tradition, Sam & Max are directed

Simon the Sorcerer

from location to location solving puzzles as

they go, but these are locations right out of

our childhood memories. Anyone who has

ever read the enticing billboards for tourist

traps will be able to identify with such exotic

attractions as the combination alligator iarm

and miniature golf course, or the world’s

largest ball of twine. To top oil the humor,

the game features some zany (optional) ar-

cade .sequences for the eye-hand adept. Lu-

casArts Entertainment, IBM ($59.95).

Simon the Sorcerer. Start with a spellbook

and a large cauldron filled with swamp water.

Mix in a dash of Altered Destiny, add a smid-

gen of Legend ofKyrandia. Then, blend in a

large portion of The Secret ofMonkey Island

topped oft with a hint of Waxworks :\ni\ mix

well. The result? Simon the Sorcerer, a wacky,

tongue in check quest about an adolescent

out to save a magical dimension from an evil

wizard. With humor most closely resembling

that of LucasArts’ Monkey Island, Simon the

5o;rmT features a rich world of tasty puzzles

Star Trek: lucigmcnl Rilo.s

designed to test the wits of the most astute

adventurer while keeping the humor level

turned up to maximum. Attractive graphics,

lifelike animation and a catchy soundtrack

draw the player into this tale of a boy and his

dog as they cross dimensions to meet beer-

swilling trolls, werefrogs, a company starved

swampling, and more. Playing Simon the Sor-

cerer is guaranteed to bring a touch of joy to

the holidays. Activision, IBM ($49.95).

Star Trek:Judgment Rites'. Once again it’s

time to boldly go where no one has gone

before. Interplay’s sequel to tlieir first Star

Trek adventure. Judgment Rites, is like its

predece.ssor, with eight episodes in the tradi-

tion of the classic television series. Each epi-

.sode consists of a specific mission requiring

the usual dose of puzzle-solving in order to

progress. Further, all eight episodes are pan

of one overarching plot which becomes in-

creasingly apparent as the playet reaches the

game’s conclusion. Space combat also plays

an important role in Judgment Rites, as it did

before. Fortunately, though, those “enter-

prising” folks at Interplay have increased
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The war against the Kilrathi rages on.

To SOME, IT MEANS DEATH, SLAVERY OR DISHONOR...

To OTHERS, it's THE CHANCE TO MAKE A QUICK BUCK.

• Make your own alliances and choose the life of a pirate, merchant or mercenary.

You accept your assignments from the Mission Computers, Mercenary's Guild,

Merchant's Guild or the nefarious fixers that inhabit every bar.

• Customize your ship according to your needs and budget—you can modify

weapons, armor and other systems. And you'll need them, because your enemies
want more than just a new kill stenciled on their prow—they want your cargo.too.

• Upgrade your ship, from your grandfather's old Tarsus scout to the sleek

, Centurion fighter or Orion gunship— combat plays a vital role no matter how
*

you decide to earn a living.

• Explore a complete universe with more than 50 bases and planets in almost 70
systems—agricultural planets, merchant colonies and mining bases.

ijfpi

P.O. BOX 161750 AUSTIN, TX

Privateer where deals are made with a handshake
AND broken by A VOLLEY FROM,A MESON CANNON.

Actual screens may vary

A Stand-Alone Game !

Available at o software retailer near you or call 1-800-245'4525 for MC/Visa/Discover orders.
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"Hil him again, Santa — he's still wigglin'!"

playability by allowing gamers to select a

combat difnculty level equal to their space

fighting prowess and interest: Federation Ca-

dec, Cadet Graduate, or Seasoned Veteran. In

addition to the elements that made Star Trek:

25th Anniversary entertaining, arc the in-

clusion of new, detailed artwork, fresh musi-

cal scores, more sound effects from the

original series and improved game interaction

through an enhanced icon interface. Those

who enjoyed their initial “trek” with Inter-

play will certainly find judgment Rites a. nos-

talgic and entertaining experience, especially

so with the digitized voices of the original cast

members—ICirk, Spock, Bones, Uhiira, Sulu,

Chekhov and Scotty. Romulan Warbirds,

Klingon Battle Cruisers and Elasi Pirates be-

ware! Interplay Productions, Inc., IBM

($59.95).

The Beverly Hillbillies-. “Come and listen

to my story ’bout a man named Jed, a poor

mountaineer barely kept his family fed. Atid

then one day he was shootin’ at some food...”

and Capstone stepped into licensing crude.

Spoils, that is. Properties, movie rights. Cap-

stone has added yet another license to their

stable with the computer rights to Twentieth

Century Fox’s The Beverly Hillbillies. In this

new action adventure based upon the movie

of the same name (featuring the whole Clam-

pett clan of Jed, Elly May, Jethro and

Granny), the player assumes the role of oP

Uncle Jed himself. From Bugtussle to Beverly

Hills, Jed must take his fiimily from scimmin’

oil in the nearby swamp to swimmin’ in the

cement pond, collecting a heapin’ helpin’ of

inventory items along the way. Incorporating

a very simplistic graphic interface, modest

VGA graphics, a tolerably passable audio

soundtrack and predominantly banal puzzles,

The Beverly Hillbilliesis dcfinitclya light duty

action/adventure romp. Though the neo-

phyte or occasional adventurer may find it his

jug of moonshine, serious adventurers should

look elsewhere for their requisite dose of

questing entertainment. Capstone, IBM
($34.95).

Electi-onic Readhig Land. The first in D.C.

True’s early learning products scries. TheJimi

Learning Experience, Electronic Reading Land

teaches children 3 to 7 years old how to read.

Hosted by Jimi, a fully animated learning

guide and partner, this edutainment program

incorporates digitized speech (over 500

words), animated graphics, music by Jimi

Hendricks and a host of activities designed to

make the process oflearning to read a fun and

exciting experience. Emphasis is placed upon

building phonic skills, nurturing reading in-

dependence, and developing letter sound cor-

respondence and phonemic awareness. While

not up to Sierra’s titles in graphic splendor.

Electronic Reading Land is still graphically

appealing, especially to its target audience.

Audio and visual feedback to the learner is

effective, emphasizing pronunciatioii and

spelling skills. An on-line Parents and Teach-

ers Guitle completes the package, providing

direction and assistance to those directing the

learning process. In all. Electronic Reading

Land\ooVs like a fun way to get early readers

hooked on phonics. D.C. True, Ltd., IBM
($49.95).

Electronic Reading Land

Fatty Bear Fun Pack. There is no better

mediator between an aspiring youngster and

a computer than Fatty Bear. This cherubic

teddy talks in a compelling cartoon whisper

that kids can’t help but listen to. In this

fatly Bear fun Pack

package, he’s playing games with the 3-8 year

old set and interacting in courteous, patient

and amusing ways at ail times. The games

include Reversi, Tangrams, Go Fish, Lines &
Boxes, and a Paint Set that will have your

child experimenting with colors for endless

hours. Fatty Bear has always delivered top

entertainment value for the dollar, and this

little game pack is no exception. Humongous
Entertainment, IBM, IL^M with CD-ROM,
Macintosh and 3DO ($44.95).

Kid Keys-. New from Davidson & Associ-

ates is Kid Keys, the “Magical Typing 'Futor”

that brings the keyboard to life. Unlike many

other typing tutorials. Kid Ke)'s was specifi-

cally designed with children in mind, em-

ploying large, easy to read type and stressing

accuracy over speed. Three dilferent activities

assist kids to progress from learning key posi-
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Most People

CanISeea
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to TrySomething

Besides SimCity;

Vlfe See 2000.

Coming this Christmas.
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Available for the IBM
.

.

^tiiiiiirt^^^^ T^hft jBpfllriil

Sources indicate that a rival syndicate has

developed a dangerous new computer program,

and our research boys want it. Your mission:

build Company Agents using cybernetic implants

and hi-tech weaponry. Utilizing action, strategy

or a etha mix of the

two, you can infiltrate

fifty remarkably de

tailed futuristic cities, each 'alive' in real-time

To confiscate a copy of Syndicate, visit

i^$j:;^'.ldca{^spltware retailer, or call toll free
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cions to typing smoothly and accuracely. Us-

ing high resolution VGA graphics, digitized

speech and sound effects, “Helping Hands”

to show exact finger placement, and enter-

taining animations, Kid Keys chil-

dren to learn a skill that will benefit them for

the rest of cheir lives. Davidson & Associates,

IBM ($49.95).

Lenny’s MusicToons-. Children young and

old alike will be making music and having a

blast with this new musical software package

from Paramount. Designed to inspire musi-

cal expression, Lenny’s MusicToons features

six musical playgrounds filled with animated

cartoon characters chat provide gaggles of

on-screen antics. All the action begins in

Lenny’s fun room where almost evciy item

provides some interactive entertainment.

Birds fly, fish swim, and Lenny eats sweets

while he watches PTV (Penguin TV). Defi-

nitely a “kideriffic” piece of software. Para-

mount Interactive, IBM with Windows and

CD-ROM and Macintosh with CD-ROM
($59.95).

Mathology. It’s 500 B.C. and the gods are

not smiling. The evil god Apathy and his

minions have led the world into the “Age of

Darkness.” Now, only a carefully chosen

champion can help Zeus thwart the plans of

Apathy by learning the “Numbers of Light”

and finding the “Gems ofWisdom” necessary

to bring this evil age to an end. The player as

“chosen one” must do his or her part to defeat

Apathy in this educational math-oriented ac-

tion-adventure sec in ancient Greece. Unfor-

tunately, after releasing a truly brilliant social

studies title in The Lost Tribe, Lawrence’s

A/rtf/Wogv leaves much to be desired. Though

the concept of honing math skills in this

action style gaming environment does have

merit, a clumsy interface and only mediocre

presentation make this title’s value question-

able. Though development of critical think-

ing and mathematical understanding are

stressed, they are so obscured by the trappings

that one questions the learning benefit to be

gained. As it stands, with other quality pro-

grams available to encourage youngsters in

developing cheir math skills, picldng up a

Mind Castle: The Spell of the Word Wizard

copy of Matholo^ just doesn’t add up.

Lawrence Productions, Inc., IBM ($49.95).

Mind Castle: The Spell ofthe Word Wiz-

ard. Lawrence Productions have found a

more amusing way to cake a vocabulary test

and, like a swarm of birds, kids will [gaggle]

[fly] [flock] to play it. When one scumbles

upon a demented wizard during the game’s

prologue, it is a quick matter to be turned into

a frog and sent on a two hour excursion into

proper vocabulary through the five levels of

play offered in this game. Each puzzle within

the castle takes a pre-set number of minutes

and deducts them from the two hour “clock,”

but since the game is not played in real time,

youngsters ages eight and up can always con-

sult a dicdonaiy or their parents for gram-

matical guidance. While the game is not

particularly ingenious in story or presenta-

tion, it is solid stuff that young wordmongers

may flock to. Lawrence Productions, IBM
and Macintosh ($59.95).

Peter Pan: A Story Painting Adventure.

Perhaps the most distinctive in the line of

EA*Kjds games, Peter Pan: A Story Painting

Adventured ticxo&s between a graphics adven-

ture and exploratory software. The cute little

paintbox at the bottom of the screen serves as

Peter Pan; A Story Painting Adventure

both an iconic command line interface and

help screen. As Peter progresses through the

world in a series of beautifully animated se-

quences, he occasionally runs into problems.

Children choose from the animated icons in

the paint box to solve puzzles and help Peter

out of his difficulties. Game play is simple,

the concept is well-executed, the graphics are

better drawn (by experienced Hungarian ani-

Mathology

mators) than many animated cartoons, and

the overall effect is a delight. Electronic Arts,

IBM, IBM with CD-ROM, Macintosh,

Macintosh with CD-ROM, 3DO ($49.95).

Putt-Putt Goes to the Moom With even

more delightful sounds and animation se-

quences than its successful predecessor, Piitt-

Putt Goes to the Moon is edutainment with an

accent on entertainment. It seems Putt-Putt

was visiting the fireworks factory when he

reenacted an old line from The Honeymooners

(“To the moon, Alice!”) because the wrong

lever is pulled at the wrong time. It’s the right

time for gamers, though, because this game

teaches cooperation (via a lively animated

lunar rover) and introduces a new crop of

animated supporting characters that will run

Putt-Putt Goes to the Moon

through the entire product line. Young chil-

dren will learn about the solar system and

improve their math skills while engrossed in

the graphic adventure aspects of this puzzle-

solving and exploration game. Humongous
Entertainment, IBM, IBM with CD-ROM,
Macintosh, 3DO ($54.95).

The New Kid on the Block. A collection of

interactive poems. The New Kid on the Block

brings poetry alive for children ages 6 to 12.

Clicking on the various words and phrases

results in on-screen antics that coincide with

the selected word. Clicking on “liver” causes

an on-screen youngster to turn a yucky pur-

ple. Clicking on the word “porcupine” causes

a group ofporcupines to “fling” their needles.

Seventeen poems by Jack Prelutsky are fea-

tured in this wacky and occasionally wicked

animated poetry book. Children can choose

to read the poems themselves or have them

read aloud. A “Let Me Play” mode allows kids

to explore language on a word-by-word basis.

Included poems are “My Dog, He is an Ugly

Dog” and “Forty Performing Bananas.”

Broderbund Software, Inc., IBM with Win-

dows and CD-ROM and Macintosh with

CD-ROM ($39.95).

The Selfish Giant. Following Shelley Du-

vall’s Its a Bird’s Life, Oscar Wilde’s The Self-

ish Gianttin'wzs as Sanctuary Woods’ second
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IT’S MINUS 25 DEGREES,

WINDS ARE HOWLING AT 45 IVIPH

AND THERE’S TWELVE FEET

OF SNOW ON THE GROUND.

FOOTDALL ANYONE?
That’s right. Football. Yeah, in this whole season with real yourteam, call the

weather. What are you a wimp? This NFL rosters and stats.

is how football was meant to be

played.

Front

Page

Sports:

Football

Pro is the

real thing. For the die-hard fan who

lives for Sunday afternoons and

can't stand the thought

of the off-season.

You're notjust coach for

a day. You run the

whole league for the

You’re in charge.

You’re the coach so

you control everything,

from designing your

own plays to signing

free agents and

making trades.

There’s even a college draft! Sub in

and out whenever you want. Design

uniform colors.

This is your chance to

prove you can coach

your way out of a

paper bag. So pick

k.

jj

plays, and watch your

players spin, flip, dive

and risk career-ending

injuries.

Front Page Sports: Football Pro.

So real, you’ll wish you were

wearing a helmet.

FOOTBALIPR
Available at retail for IBM/compatibles.

Or call 1-800-757-7707.

EDynsmix:
PART OF THE SIERRA FAMILY

Officially licensed product of the NFL Players Associalon TM OR ® ARE TRADEMARKS OF, OR LICENSED TO DYNAMIX, INC. © ® 1 993 DYNAMIX INC.
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cirle ill thcii- 1-talcs coilcccion ol interactive

sror)'books. (treated for children 3 years old

and up, The Selfish Giant combines the well-

known fairy talc with tiic hcncHts of multi-

media—colorful graphics, animation, story

narration. Fun songs and games. An interac-

tive coloring hook, a castle builder, and a fiice

creation activity supplement the story. Sanc-

tuary Woods, IBM with Windows and CD-
ROM and Macintosh with CD-ROM
(S39.93).

The TortoiseAnd The Hare: h'

s

an age-old

talc, but it’s as fresh as ever in the loving hands

of Broderhund’s Living Books group. Simon

the Crow tells Ae.sop’s tale of the value of

hard, steady work over procrastination and

hiirriedncss. 'I'he program has two modes:

one that reads the hook to the child, and one

that lets the child explore the tlo/ens ol ani-

mations sprinkletl around each page ol the

story. The animation and sound effects are

mai'vclous, and the young reader will find a

ton of giggles in all of the poini-and-click

silliness. Besides encouraging kids to read, the

hooks will help develop written word-to-spo-

ken word associations, as kids can click on

individual words in the story to hear them

read aloud. 1-or readers ages 3-8. Broderbund,

IBM and Mac with CD-ROM (S39.95).

bon. Ariorihroo wovks Ultl no ufms, slw (hrew tlio Ugly

te
DucUinfl oul.

m U !) M
The Ugly l^tickling

The Ugly Duckling. Mans Cihristian Andcr-

.son’s “’I'he Ugly Duckling’’ has been a child-

pleaser for many generations. Now, children

can enjoy Shannon Cilligan’s beautifully ani-

mated computer adaptation. Packaged with

a cute stufR'd duck. The Ugly Ducklingo^^cxs.

children hours of entertainment while help-

ing them develop their reading skills. In ad-

dition to over 500 animations and sounds,

three songs have been provided for sing-a-

long purposes. Prom the Ugly Duckling itself

to marching anrs ro flying books and slither-

ing sea monsters, The Ugly Oiichliiigh all it’s

“quacked ” up to be and a Hue first effort for

this young company. Morgan Interactive,

IBM with Windows and CD-ROM and

Macintosh with CD-ROM ($49.95).

Victor Vector & Yondo:
The Last Dinosaur Egg

Victor Vector & Yondo: The Last Dinosaur

Egg. The second installment in the Victor

Vector & Yondo scries of I-ventures, The Last

Dinosaur Eggconxsmxcs the interactive comic

book adventures of our hero Victor Vector

and his faithful pooch Yondo. As Reid agents

of The Museum of Pantastic Phenomena,

this digital duo is given the task of traveling

through time in search of ancient, eerie arti-

facts. The current a,ssignment: save the dino-

saurs from extinction by visiting the Triassic,

Jurassic and Cretaceous eras, and retrieving

the last dinosaur egg. There arc, however,

those who wish to stop the.se heros from

acheiving their goals. In addition to dealing

with enormous, deadly creatures of the past,

Victor fiC Yondo must also e,scape the clutches

of arch-rival RAM Axis. Will the villain pre-

vail? Will the last dinosaur egg be saved? Will

Victor meet the gorgeous Delta Mode, a

beautiful female time traveler? Tune in next

week. Sanctuary Woods, IBM with Windows

and CD-ROM and Macintosh with CD-
ROM (S39.95).

Victor Vector & Yondo: The Hyjynotic

Hai‘p\ The Hypnotic Harp is Sanctuary

Woods’ third I-venture in the Victor Vector&
Yondo and it offers yet more interactive

comic book action as Victor and Yondo heail

back to the exciting days of Nero’s Rome. Of

course, there won’t be time for fiddling on

this mission as our intrepid heros .seek to

recover Nero’s harp for ’Phe Museum of Pan-

The Tortoise And The Hare

tastic Phenomena. Complete with accurate

historical data on ancient Roman culture, The

Hypnotic Harp WiW have kids eight and older

cheering for the artful adventurers while they

confront deadly gladiators, evade savage li-

ons, and compete in a chariot race, all from

the .safety of their computer desk. Sanctuaiy

Woods, IBM with Windows and CD-ROM
and Macintosh with CD-ROM (S39.95).

Video _//??«.' This amazing, easy-to-use pro-

gram enables kids or grown-ups to make their

directorial debut with their own animated

mini-movies. Production proteges select

from more than 50 cuts in six categories of

music including rock, classical, rap, interna-

tional and others. T'hcn they can audition and

hire from more chan 40 wacky cartoon char-

Vicleo lam

acter.s—animals, frontier westerners, stone-

age rockers, ghouls, sea creatures, etc. Next,

grab one of the 27 Hanna-Barbera-stv'led

background scenes: tribal village, western

town, moonscape, underwater world,

haunted houses, and a selection ofwild phan-

tasmagoric .sets with undulating light shows.

With music, actors and scene selected, direc-

tors head into the studio to “film” action with

ca.sy control over movement, props and

“magic” special effects. A setting even directs

characters to move to the beat. After filming,

directors can save their work to play it back

lot friends and family. T’hc program includes

five sample videos to give kids an idea of what

they can create. Video Jam is an adorable,

entertaining creativity tool that kids 8 and up

should take to like little Fellinis. Teacher’s

Editions are also available. Electronic Arts,

IBM ($49.95).

Word Tales-. Milo, a child-friendly alien,

has landed with one goal in mind—teach

children ages 4 to 7 how to read. With a focus

on initial letter sounds and vocabulary build-

ing, Word Tales offers entertaining anima-

tions and music combined with interactive

fun and games to reinforce the learning proc-

ess. Simple enough lor children to use on

their own, Word Talcs is filled with fun and

surprises. 3'ime Warner Interactive Group,

IBM with Windows and CD-ROM and

Macintosh with CD-ROM ($59.99).
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Bloodnct: The I’rincc of Darkness is back

and, of course, he wants your blood. But he

wouldn’t mind sucking your data, coo. Two
literary genres, gothic vampire tales and cy-

berpunk, collide against the dark and surreal

backdrop of 2 1 st Century New York. Players

of’ this role-playing adventure will jack-in to

the cyberdeck of Ransom Stark, a down-and-

out freelance hack who becomes enmeshed in

a vampire-lord’s plot to control cyberspace

and the world. Cyberpunk role-players may
fry their wetware over the rich character gen-

eration .system (like Ultitnn IV, it uses the

answer to “ethical dilemmas” to determine a

player's character), exteiisive skill system, and

broad airay of future-tech coys (decks, mod-
dies, smart drugs, bio-wcapons). The graph-

ics, including the odd interpretation of

cyberspace, are wonderfully bizarre, and the

fiction has a very hard edge. Pop the noot-

ropics, cowboys, break out the dog-eared

Gibson & Sterling, and prepare yourselves for

what might be the best simidacion of our

Dark Future this side of Chiba City. Micro-

Prose, IBM (S69.95).

Bloodnet

CovunaudAflvcntures: Sttmhip:^\\\ there

still he heroes in the year 2127 Galactic

Standard Time? Will the galaxy be open for

exploration and exploitation? Or, will pirates

rule the spaceways? Conunnnd Adventures:

Starship has the answer to these nagging ques-

tions and more in a game specifically designed

for tiiose who prefer their CRPG dishes

served up cold (remember, in space no one

can hear you frec’/.e). The Galactic Wars are

now over, but much danger still awaits tho.se

hold enough to traverse the distant reaches of

space, Yet, all that’s required to seek one’s

fortune is a siurdy ship, a capable crew, and a

Command Advenlures: Starship

good blaster at one’s side. Featuring out-

standing CD quality audio (with up to eight

digital sound effects played simultaneously),

first rate graphics and animation, and a rich

blend of strategy, action and role-playing ele-

ments, Cointnatul Adventures: Starship offers

the role-player an atmospheric and engaging

experience. Real-time space and ground com-

bat, multi-layered parallax scrolling, random

universe generation, and a massive contin-

gent of configuration options will keep galac-

tic commanders busy for eons. Merit Soft-

ware, IBM (S69.95).

Dungeon Hack: '\'\\c. latest first person per-

spective CRPG from SSI is Dungeon Hack, a

h'orgotten Realms AD&D product using 2nd
F-dirion rules. Unlike most first person per-

spective dungeon romps. Dungeon Hnck\% of

the single character variety. Also unlike simi-

lar products, this game is highly custo-

mizable. A random dungeon generator

enables gamers to generate countless dun-

geon levels, and so while the goal is always the

same (finding and destroying the evil over-

lord), each game is unique. Gamers can spec-

ify the number of dungeon levels, the

difficulty setting, and the number of mon-
sters, traps, puzzles and other surprises. liach

dungeon also produces a seed number that

can be given to friends so that they can gen-

erate the same dungeon. Monster totals and

player skills tallied at the end of the game
allow for dungeon competitions among the

more competitive players. Featuring fully ani-

mated 256-color VGA graphics, auto-map-

ping with printable maps, and major sound

card support. Dungeon Hack is sure to spawn

a revived interest in dungeon hacking and

slashing. Dream Forge Intertainmcnt/SSI,

IBM (S59.95).

Dungeon Hack

Interplay lOth Anniversary Antholo^: In-

terplay celebrates Its “Tin Anniversart'” with

a silver di.se of 1 0 games—one from each year

of their publishing history. The disc has some

real cla.ssics, including two CGW Hall of

Fame games. The much-loved Wasteland

transports players to rhe post-holocaust de-

serts of the American Southwest. Hea\y fire-

power and judicious use of an excellent skill

system are the only hedge against becoming

vulture chow. The multiple solutions of puz-

zles and the detailed stor)' of Dragon Wars

earned it a special place in role-players’ hearts.

Also, Bard's Tale \A\\ provide enough hard-

core hack n’ slash and devious dungeon lay-

outs to keep the RPGer in the dark all winter

long. Among the other products are Star

Trek: 25th Anniversa)y, Lord of the Ri/igs,

Castles, Battle Chess, Mindshndoxu (an all-text
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It’s the story of a demented

rodent and a twisted feline,

Sid The Mouse and Al E.

Cat, who splat, crash and

blast their way through

over dO loony Rube

Goldberg-style puzzles and over 75

mind-bending Toons parts including

hairdryers, hat pins, and anvils.

Welcome to Sid and Al’s Incredible

Toons'" Following in the footsteps of

its award-winning predecessor.

The Incredible Machine'" Toons seems

harmless enough. Rut once the boulders

start rolling, anvils start

'falling, and dynamite starts

blasting, you know you’re in for

sXJ a sick ride.

r,

'

With four different

levels of difficulty, there’s

something for everyone:

Cake Walk. All Sraun/No Brain. Really

Really Hard. Or Loony Bin. There’s

even a Home Toons Mode

so you can make,

save and trade

your maniacal ^Qr.
^

cartoons with all

^ ‘

your deranged

friends. 2

And if Sid and Al start getting out-of-

control, just flush ‘em. Or, when the

situation calls for drastic

- K measures, nuke ‘em.

Sid & Al’s Incredible Toons.”

You couldn’t have more fun if

you dropped an anvil on your

own head.

EDy/nanni:x:
PART OF THE SIERRA FAMILY

Available at retail for IBM/compatibles. Or call 1-8'00-326-6654.
OR ® ARE TRADEMARKS OF. OR LICENSED TO DYNAMIX. INC. WINDOWS IS A TRADEMARK OF MICROSOFT CORPORATION. © 1993 Dynamix Inc.
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adventure), and Tass Times At Tone Town (a

very hip graphic adventure that received too

little attention in its day.) This is an excellent

value for those who want to fill their game

lihraiy with classic designs of days gone by.

Interplay, IBM with CD-ROM.
Novnul: Part of a wave of action/strat-

cgy/advencure games based on space trading,

Nonuu! places the gamer in the position of a

hand-picked Earth vSpecial Intelligence agent

who has been volunteered for a I’op Secret

Level One mission, h seems that Earth is at a

significant (.lisadvantage. Ever since making

contact with extra terrestrials, Earth has been

on a technological slide downward, being

unable to manuhicture starfaring spacecraft.

However, with the recent discovery and re-

pair ol a crashed alien vessel. Earth now has

the ability to latmch advanced intelligence

gathering missions. More than a role-playing

title alone, M/wWoll'ers up an additional mix

of action anti strategy elements iti the tradi-

tion of epic star exploration games ofthe past

(Stiiiflighi anti Star Control 2). Don your

helmet and strap in lor action. This mission

will not be an easy one. Gametek, Inc., IBM
(S39.99).

Ultima VIII: Pagan: It’s the land that’s

named “Pagan,” not what’s going to happen

to the Avatar. Or is it? In the latest game in

computerdom’s most epic series, Lord British

removes the Avatar from Britannia proper

and presents an entirely new series of chal-

lenges. 'fhe characters are larger, animation is

Ultima Vlll: Pagan

more fluid (using the most “cels” per move-

ment in the busine.s.s). The emphasis has

shifted from a party-oi-characters mentalit}'

to an individual-in-conflict mentality, and

the combat has more of an action feel than a

traditional CRPG atmosphere. Origin Sys-

tems, Inc., IBM ($79.95).

Warriors of IMgend: Pos.sessing the look

and feel of Virgin’s earlier releases Spirit of

E\xalihiir':w\i\ Conan 'The Cimmerian, Warri-

ors of Legend focuses less on the strategic

clement and more on role-playing. The same

episodic format is employed, offering seven

segments ol play as one’s band of four char-

acters (a warrior, thief, wizard, and archer)

sets out to battle the vile Black Circle and

their ultimate nemesis, the God of Snakes.

Those who enjoyed the previously men-

tioned titles should enjoy this light-diity

CRPG. Seasoned veterans should let this title

slither by. Virgin Interactive Entertainment,

IBM ($29.99).
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Warriors of Legend

The Shadow ofYserbius: This classy come-

on for the popular ImagiNation Nenvork

(INN) takes the fantasy role-playing games of

Yserbius and Twinion and drops them into

one box. As far as the genre goes, these games

offer standard fare, although the rate at which

players earn gold and experience points is

downright Carter-esque in its excesses. No
matter, the object of this game is to delve into

ten levels of the off-line game, and then use

the one month, free usage certificate to ex-

plore the on-line game. Players will then dis-

cover what real computer role-playing is all

about, as they team up with other members

from around the country in live, interactive

sessions. There’s nothing like slayin’ mon-

sters and grabbin’ gold with good friends.

Sierra, IBM ($59.95).

Caesars World OfBoxing. Imagine a game
with managerial strategy, customized boxing

characters, rotoscoped boxing action, and

video-taped film footage of ring girls between

rounds. If it sounds a lot like Data East’s

ABC’s Wide World ofSports Boxingwkh a few

more bells and whistles, that’s because it is

essentially the same design. Players get to

design their boxers, promote individual fights

through a full boxing careei', and learn how
CO handle the most devastating opponent ever

faced by a sports professional—the press.

Philips, CD-I ($49.98).

Electronic Sports Planner, College Football

Edition: I'his intriguing little piece of soft-

ware helps college football fans keep track of

their sport from week-to-week. It includes

four basic features: a game cracker that keeps

a running total for selecting winning teams; a

“StatsChecker” that presents a statistical da-

taba.se of the 1992 season; an office pool

simulator which makes customized charts

Conipiiler WorUI
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THE IMAGINATION NETWORK!
Chatting with your friends and staying up all night playing games

is fun. But have you ever done it on-line, and in real-time? Well, now

you can with ImagiNation available at your favorite software retailer.

Inside this box you will find your passport to all the adventure and

new friends that are waiting for you on-line.

All you need to get on-line is at least a 386 computer, VGA monitor,

2400 baud modem, and ImagiNation which is now available from your

software retailer. It already comes with a $20 usage credit that gives

you plenty of time to explore your new world for FREE.

Call 1-800-743-7721 for details on ImagiNation, or see one of the

retailers listed below and we'll see you on-line.

ImagiNation

ImagiNation Is Available At These Fine Stores.

Babbage'S Esew&jsonvww.s -‘-sle^nusjiairtKHie'

Incredible

Universe

Computer
City

TM indicates a trademark of The ImagiNation Network • Code Number 451 • ©1993 The ImagiNation Network All Rights Reserved



and weekly tallies and prints them out; plus a

schedule of the entire 1993 college football

season. Bright Ideas, IBM ($19.95).

Firestone Country Club - Links Chnmpion'

ship Course. Akron, Ohio, sight of the legen-

dary Rubber Bowl, is also the sight of a

premier stop on the PGA Tour—Firestone

Country Club’s South Course. This course,

the subject of the latest SVGA championship

course disk for the golfer, is presently

the home of the NEC World Scries of Golh

File brainchild of millionaire industrialist

Harvey Firestone, Firestone Country Club

has been carefully recreated for desktop golf-

ers, featuring the rich colors of October foli-

age and the challenge of one of the world’s

most demanding courses. However, make

sure you take a.sweater along. Oiiio’s chilly in

December! Firestone Countiy Club, the sixth

Super VGA championship course, requires

Links, Links 386 Pro or Microsoft Golf. Access

Software, Inc., IBM ($29.95).

Qinirtcr Pole. Tired of fighting the crowds

at the racetrack? Don’t like the fragrant

aroma wafting from the stables? Is betting at

the track just too much of a gamble? If so,

then Qjiarter Pole'xs possibly one’s best option

for becoming a hot bettor on the horses with

the least personal risk and discomfort in-

volved. Employing a first-person perspective

interface similar to that of adventure games,

rather than the usual menu screens. Quarter

Po/e brings a unique outlook to horse racing

not available in other offerings. One can visit

Big Al’s Tip Booth, the Auction Tent, the

Betting Window and the Grandstand. In an

effort to build their fortunes, up to 1 0 bettors

can get in on the action at one time. Play

crifectas, exactas and daily doubles without

risk. Players cun even own and manage a

stable if they desire to do so, buy and sell

horses, and enter them in the races. Quarter

yWi’ brings thoroughbred racing home for the

holidays. In fact, it’s open eveiy day of the

year, including Christmas. MicroLeague In-

teractive Sofnvare, IBM ($49.95).

"CHECK, MATE!"

Casino Gambler Kit. When it says Villa

Crespo on the label, there is usually a good

gambling game inside. This time, however,

there are five. This “kit” is a combination of

five of their Coffee Break Series gambling

games and include Dr. Wotig's Jacks+Video

Poker, Casino Craps, Duckiis Roulette, Dr.

Thorp's Mini'Blackjack and Ruckus Poker.

Each is a quick game requiring virtually no

documentation, yet most have a svirprising

amount ofdepth and gambling sav\y. For the

gambler this holiday, stay away from the

Christmas Club savings account—the Casino

Gambler Kit\s a safer bet. Villa Crespo, IBM
($49.95).

Detroit. The high concept of this game is

“Automotive Tycoon.” Gamers capitalize an

automobile company (in any part of the

world, not just Detroit) in 1908. From a

graphic overview screen that looks like a map
of the company’s factory complex and serves

as the main menu, gamers move the different

areas of their concern: the Administration

Building to hire/fire employees, negotiate

wages and make job assignments, as well as

Detroit

open new offices, build/expand facilities; the

Marketing Department to plan advertising

campaigns and media buys; the Laboratory to

design new technologies; and the Factory to

get workers moving on getting different mod-
els to market. Impressions, IBM ($59.95).

Fantasy Empires

Fantasy Empires-. Falling into the same

category of such titles as Populous II and

Civilization, SvSI’s Fantasy Empires tvAnspovis

the player into a world of mystical kingdoms

where one’s goal is to build an empire with

the help ofa computerized Dungeon Master.

Based upon the Dungeons Dragons game

world, Fantasy Empires employs a unique

digital mediator who guides the gamer

through all elements of play, making sure he

or she complies with all the official D&D
rules. Up to five “rulers” can play at one

time—human or computer controlled. Ex-

tensive character interaction employing ad-

vanced artificial intelligence provides for

challenging diplomatic encounters, while

commanding multiple troop types and inter-

acting with fantastic races is facilitated

60 Coiiiimter Gaining World



Morphing is the Shadowcaster's Strength... vr

And his Achilles' Heel.

The furious pace never falters in Sfwdowcnstcr, the unique smooth-scrolling, poini-of-

view aclion/adveniurc from ORIGIN. You'll (ly, swim and run ihrough indoor and outdoor

environments including dungeons, caverns, castles, mines, volcanoes and underwater
caves. And when being human is simply not good enough, incredible morphing tech-

nology transforms you into other worldly creatures before your eyes.

• Each of your six metaforms (feline, floating eye, gremlin, frogman, flame lizard and

terramental) unleashes new powers and reveals new weaknesses.

• SiraightfoiAvard play mechanics allow you to master the basics quickly and concentrate

on the combat and visual ptizzlcs that keep things moving at breakneck speed.

• Realistic realms feature the most outstanding 3-D art animations and texture maps
in any point-of-view game, while digitized sound effects and a dynamic sound track

surround you with the sensations of an intensely real world.

Designed by Raven'^ Software

Actual screens may vary

Look tor the Shmov/tBsier Clue Book: lllumlnotionsl

An Electronic Arts^ Company
P.O. BOX 161750 AUSTIN, TX 78716

’

• CCopyrigfil 1993 ORIGIN Systems, Ijic. SKodosVeosteV is a htidemarlt of'ORIGIN SyM^t. inc. Raven is a trodoirigfk of Raven Software. .

_

Origin and We freote worlds ore' registered Irodemorks of ORIGIN Systems; liic, Eiectro'nic AfJs iso registered liad^ork of Electronic Arts.

Available at a software retailer near you or tall 1-800-245*4525 for MC/Visa/Discover orders!

Circle Reader Service ^W6



through a uscr-fricndly interface. Real-time

combat, from an overhead perspective, effec-

tively draws the player into the action. Send-

ing heroes on special quests and building up

fortifications rounds our play. Digital sound

effects, atmospheric music, and attractive

256-color graphics complement this highly

playable package. Strategic Simulations, Inc.,

IBM ($59.95).

Logos Bible Crosswords-. One can test their

Bible knowledge against fun and challenging

puzzles by Terry Hall and Tyndale House

Publishers in Logos Bible Crosswords. Two
hundred crosswords can be solved on the
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Logos Bil)le Crosswords

screen or in the printed form. If you are

running Logos Bible Software (sold sepa-

rately), Logos Bible Crosswords cross reference

the puzzle clues to the appropriate verse in the

Bible. The puzzles can be gauged to one’s skill

level with difficulty settings, and single or

whole-word hints are but a click away. Puz-

zles may be saved in progress, colors may be

customized, and a special font, Scribbles, is

included in both TrueType and Adobe Type

Manager formats for that pencilcd-in look.

Logos Research Systems, IBM with Windows

($39.00).

Nanotank. In this bizarre Windoivs

game, the player controls a microscopic probe

as it traverses the treacherous innards of a

computer system in search of an evil virus,

'fhe 100 levels are set up like circuit boards

Nanotank

with an entry point and an exit. The Nano-

tank must cross the board while ensuring that

the tank is connected to a powered “trace.”

The pathway is littered with odd compo-

nents—switches, diodes, capacitors, relays,

Optocouplers, teleporters—and the player

must manipulate these components, occa-

sionally using solder to repair broken parts, to

make clear the pathway to victory. One
doesn't need an Electrical Engineering de-

gree, but that kind ol problem-.solving smarts

would sure help. Twin Dolphin Games, IBM
with Windows {%?)D.3‘9i.

Positronic Bridge. Even though it uses a

high resolution interface, Positrosiic Bridges

strength is not in its visual presentation. Its

strong suit is in its artificial intelligence and

ability to challenge gamers with playing skills

from novice to master, 'fhe program tunes

itself to the user’s skill level so that as the

player’s ability increases, so does that of the

game; it more or less learns as the player does.

Unlike many similar games, Positronic Bridge

does nor allow the computer to cheat— it

can’t look at the player’s cards to make its

decision. In addition, a copy of the best-sell-

ing booklet The Basics of Bridge by

Montgomery Coe is included. A practice

SimCity 2000

mode and built-in help keys allow the player

to polish their game. Two versions arc avail-

able: Version !, the basic version, and the

Competitor Version, which features several

bidding variables and additional .scoring sys-

tems. ReadySoft, Inc., IBM ($49.95 Version

1 , $99.95 Competitor Version).

SitnCity 2000: SimCity 2000 is an expo-

nentially improved version of one of the most

SLiccesstii! computer games ever, Players still

have the power to build a metropolis from the

ground up, but now gamers cannot make

decisions without considering the political

and economic implications. Rapid transit re-

quires more consideration of actual logistics

(placing transit stations at appropriate sites

and deciding when they are underground and

when they arc elevated). Bdiication (schools

and funding) plays a major role in the long-

term future of a city. Now, players can design

highways and freeways to alleviate the stress

of ordinary avenues. Players have a lot more

options for clean power plants, h'inally, cities

do not have to have that square gridiron look.

New ways of placing zones and the ability to

place roads at a diagonal mean that players

can even design historical urban areas like

Washington and Paris. Maxis Software,

Macintosh (IBM in ’94) ($69.95).

Positronic Bridge

Socrates Chess 3.0-. It one is looking for “the

worltl’s strongest PC chess jirogram” with

advanced artificial intelligence, search display

(showing the computer’s thought proce.ss on

each move), a user friendly design, common
function hot keys, and extensive handicap-

j)ing features, ioc/wto may provide the perfect

challenge. The culmination of over 15 years

of development, Socrates 3.0 (the latest ver-

sion of this chess program—version 2.0 was

employed as the engine for Kasparov's Gam-
bit) combines state-of-the-art artificial intel-

ligence with an ea.sy-to-use interface. While it

will not win any awards for its Spartan

graphic and audio design, Socrates is the only

chess program to achieve a plus score against

htiman Grand Masters in an established tour-

Tako A Break! Crosswords, Volumes I & II

nament. Excellence, however, doesn’t come

cheap. Players will need a 3B6 or 486 PC with

a 486/5()MHz CPU and 4MB RAM recom-

mended for tournament level play, not to

mention the cost of the [program itself. Ma-

chiavelli Designs, Inc., IBM ($149.95,

$129.95 limited time special introductory

price).
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Close encounters niply.
For the cold reaches of space, there’s an

awCul lot of chummy people liere.

That’s bectiuse Federation II isn’t one of

those shoot-lhe-ship computer games. This is

a universe full of people. Real people, online,

working with other real people in real lime:

busily building their fortunes, planets.. .nay,

empires. And tliey’d love to throw some work
your way so you can do the same.
Of course, there’s a lot of bargaining, buying

and bulling that goes into it. We’re social creatures,

after all.

But if you’re one of those special individuals

who understands that creating an empire is ever

so much more interesting than destroying aliens,

maybe you can thrive in our space.

There’s only one way to find out. Sign up
and meet us in Federation II — available

only on GEnie®

Sign up now:
1 . Set communication software for 8 1 N or 7 1

E

half duplex (local echo) at 300. 1200 or 2400
baud. 2. Dial toll free: 1-800-638-8369.

Immediately upon connection, enter HHH
3. At the U#=prompt.enter XTX99225 , NIGHTLY
then press RETURN 4 . Have a major credit

card ready. In the U.S., you may use your
checking account number. (There is a $2
monthly fee for all checking accounts.) For
more infonnation in the U.S. or Canada,
call 1-800-638-9636.

Circle Reader Service it73



"From the FHnIls of Montezu-uma . .

TakeA Break! Crossivords, Volumes I& ll.

Designed for use in a W'/?7c/o/<yenvironnicnc,

this exercise in alphabetic aerobics comes

courtesy of Dynamix. With over 750 puzzles

broken down into several sizes and complex-

ity levels, there is enough here to keep one

busy long enough to get their money’s worth

for this product. While an animated faery is

your host, the animations and voice features

also make their contributions to what is, es-

sentially, a newspaper substitute for most of

us (however, since these puzzles can be

printed out, one can still solve them in the

paper and pencil medium). The intuitive in-

terface comes in particularly handy when

playing against the clock for bonus points,

and the inclusion of an auto-check feature

and on-line hints will help serve the cross-

word-impaired among us. Dynamix, IBM
with Windoivs -And Macintosh ($49.95).

Unnatural Selection: The premise to this

game could be the plot to the inevitable Ju-

Unnalurni Seleclion

rassic Park 2. Genetic engineers have so per-

fected their art that they have unlocked the

secrets of life. Of course, absolute power cor-

rupts, and one of the engineers takes the

modern archetypal role of Evil Scientist

—

breaking away from the group and using the

technology to engineer behemoth rcptilc.s

—

and she’s got no amusement parks in her

business plan. To combat this rapidly breed-

ing menace, the player is called upon to fight

reptiles with reptiles. With a Fully stocked

Genetic Engineering laboratory, the player

must create his or her own reptile army by

breeding creatures for selected traits. Once
the perfect army has been assembled, the play

shifts to an island battlefield. ’I'he player loads

up transport helicopters with creatures and

supplies, and then drops the goods at strategic

locations on the island. Through careful

breeding and skillful use of behavior modify-

ing drugs, the player’s army may eventually

outbreed and outfight the enemy. Clayma-

tion clips of the reptiles in action adds a

unique dash ofgraphic pizzazz to this odd and

compelling title. Maxis, IBM ($49.95).

Carriers at War II: Covering fleet carrier

operations from 1936-1946, this sequel to

SSG’s popular re-release of Carriers at War
includes player-suggested feature enhance-

ments and additions, plus enhanced artificial

opponents using SSG’s WarRoom A1 system.

Scenarios include Plan Orange (the clash ex-

perts expected between the U.S. and Japan in

1936) which features plenty of battleships

and only a few carriers, several covering a

more active British fleet to oppose the Japa-

nese advance into Southeast Asia, plus others

covering those late war kamikaze battles, in-

cluding an apocalyptic battle during the Al-

lied invasion ofjapan in Operation Olympic.

SSG, IBM ($84.95).

Ed Grabowski’s The Blue & The Gray:

While not deliberately riding on the coattails

of the Ted Turner epic Gettysburg, Impres-

sions is surreptitiously here to feed the waxing

interest in the men and history of the Ameri-

can Civil War. Like the film Gettysburg, the

game The Blue & The Gray will not slake the

thirst of the true devotee of this era; it was

designed with an emphasis on pure entertain-

ment rather than historical accuracy. In ef-

fect, The Blue & The Gray is a clean, playable

game system which serves as an enjoyable,

low-complexity vtAvgame. There are actually

Carriers at War II

two games in the one package: a strategic

game featuring divisions maneuvering

through weekly turns, and a grand tactical

wargame played in real time with a miniatures

feel to it. Although the game was released

with an historical novel and video cassette, we
expect that only those who can overlook its

historical shortcomings will have the where-

withal to discover that an enjoyable game lies

within the box. Impressions, Amiga and IBM
($69.95).

The Blue & The Gray

Getiysburg: In a well-timed but largely co-

incidental release with the epic film of the

same name, this Windows wargame has got

plenty of options and light-weight gaming

charm. Ecaturing brigade level units and time

increments that can cither be ticked off

manually or let run at various speeds, there

are plenty of gauges to monitor for each unit

(morale, fatigue, ammo, etc.), but command-

ers have little to woriy about besides issuing

general orders. Artillery units are almost a

sub-game unto themselves (fortunately there

aren’t too many to keep track of) as one sets

their direction, firing trajectory and ammu-
nition type. Easily learned and quick playing.
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Beyond fantasy. Beyond le^nds.
If you’ve been looking for the mother of all

fantasy role-playing games, we know where
you can find it.

Online, in GemStone IIP''*.

This is no kill-the-dragon-thank-you-vei'y-

much computer game. And it goes far beyond
any of the other so-called legends in the online

arena.

Here in GemStone III, you’re joining real

people, in real time for your online quests.

Some of the best role players and game masters

in the country — all meeting together in a

vast and constantly evolving world, rich

with fascinating characters and
demanding adventures. It’s a place you
can play forever.

GemStone III makes every other fantasy

game history. And your friends are

already here. So sign onto GEnie'^ today,

and welcome home to GemStone III.

GemSlonc III is a iraclcniark ol'Simiilroiiics Cor|5.

Shadow World is a rcgisicrccl irudciiiark of Iron Crown I£n!or]5riscs

OEnic is a registered trademark of General Elcciric Company,

Oplioiml graphic rront-end program available for IBM PC only.

Sig/i up now:
I . Set communication software for 8 1 N or 7 1

E

half duplex (lociil echo) at 300. 1200 or 2400
baud. . Dial toil free: 1-800-638-8369.

Immediately upon connection, enter HHH
. At tlie prompt, enterXTX99224, FANTASY

then press RETURN 4 . Have a major credit

card ready. In the U.S., you may use your
checking account number. (There is a .S2 month-
ly fee for all checking accounts.) For more
infonnation in the U.S. or Canada,
call 1-800-638-9636.

GemStone Iir'":

Shadow World®
on

GEnie*
multi-player games

^bimuTRonicb
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Gettysburg

Gettysburg is a quaint wargaming diversion

for the Windows wargamer. Swftc, IBM for

Windows ($49.95).

Harpoon II: With a war room look to the

graphics and a great gaming tradition to build

upon, this long-awaited sequel to what many

consider to be the quintessential wargame is

packed with years of player suggestions and

technological improvements over its illustri-

ous predecessor. Features include SVGA hi-

res graphics, military vector-style maps of the

entire world (modeled down to two meters

per screen), a complete weather model, and

global naval conflicts in 15 scenarios. The

database has been enlarged and graphically

enhanced, and there is a logistics model that

even includes aerial refueling. Aimed toward

higher-end machines (at least a 386/33, but a

486 with SMB of RAM is encouraged), the

interface has been redesigned to the point

where the design team says “It’s not Harpoon

for Windotvs. It’s Windows for Harpoon."

Three-Sixty Pacific, IBM with Windows

(S69.95).

Romance Of The Three Kingdoms III:

Combining elements of strategy gaming,

role-playing and wargaming, Koei’s historical

series of games {Nobunagn's Ambition, Ro-

manceoftbe Three Kuigdoms-Awd Bandit Kings

of Ancient Chinch have been a welcome

change of pace for gamers ever since they

reached U.S. shores. Like its predecessors,

RTK3 requires gamers: to make economic

and diplomatic decisions in order to build up

Harpoon II

the provinces under player control; to make

management decisions regarding the training

of troops and assignment of personnel; and

ro use terrain to their advantage in the tactical

battle sequences. Unlike its predecessors,

RTK3\vas gotten away from the clunky key-

pad interface that drove many gamers cra/.y

with redundant input. Now, a smooth

mouse-driven interface keeps the game mov-

ing, and eye-pleasing VGA graphics bring it

up to date. Koei Corporation, IBM ($59.95).

Third Reich PC: Where, oh where has

Avalon Hill been? While the story behind the

production of an IBM version of their popu-

lar Third Reich boardgame is a long one,

suffice it to say that the old Amiga version

code was completely scrapped and a new

team has put together a wholly new product

for the PC. While not based on the recently

released advanced version of the boardgame.

Third Reich PC sxhX rocks with all of the bells

and whistles of this classic WWII European

Theater strategic-level wargame. Units are

fleets, air forces, corps and armies that ma-

neuver around the hex grid map through

quarterly turns. Economics are emphasized as

Third Reich PC

nations must commit their resources in bat-

tles of maneuver and attrition along the

game’s three “fronts.” Though the game has

been delayed while the artificial opponent is

being perfected, Avalon Hill hopes to make

their splashy return to computer gaming by

this Christmas with a spruced up, hot-rodded

system that should quiet the skeptics. The

Avalon Hill Game Company, IBM ($59.95).

Victory at Sea: A collaborative effort put

out by the dean of board wargaming, re-

nowned writer James F. Dunnigan, and

Three-Sixty Pacific, this epic depicts the vast

struggle between the Japanese and the Allies

in the Pacific Theater of WWII. The detail

leaves no island bypassed. Played in real time,

players have the ability to telescope the action

(and time scale) up from the highest levels of

command, down to an operational perspec-

tive. Taking into account huge databases of

information compiled by Dunnigan, leadcr-

Viclory at Sea

ship, politics and logistics are emphasized

with only a minimal amount of complexity,

The action is punctuated with video clips ol

the fighting and the sounds of war. A full

100,000 word “book” of hypertext is avail-

able to players who want ro acce.ss the histoiy

and make rheii- play a truly holistic experi-

ence. The “monster” computer wargame ol

this holiday season, Victoiy at Sea'MiWyW make

a big splash. Three-,Sixty Pacific, IBM and

Macintosh ($69.95).

Walls ofRome: If you haven’t taken a look

a Mindcrafr’s games because they’re set

in a fanta.sy world, or because you heard .some

bad things about their speed and Al, it may

be time to reconsider the system. The Siege

engine has been significantly improved and

brought into a historical setting, Romans,

Greeks, Parthians, Celts, Gauls—cho.se your

command and then choose to attack or de-

fend dozens of historically accurate and beau-

tifully rendered cities of the ancient world.

New game features include campaign games

in addition to individual battles, incrca.sed

engineering options (undermining, siege

towers, battering rams), and a more extensive

game editor/scenario builder. 'Fhc command

interface has been reworked, and the game

seems to run faster. It also appears as though

the AI has become more savvy, attacking

many different points and adjusting ro the

dynamic of the battlefield more quickly. A
great concept may finally be maturing into a

good game. Mindcrafe, IBM ($59.95).

Walls of Rome
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We don’t know from friendly skies.

You’ve beat all the flight sims? A furball

doesn’t raise a sweat anymore? Ten minutes
of WWI combat isn't even challenging?

Hmm...
Maybe you are ready for Air Wamor''.
Tliat is. if you think you can liandle the

most realistic combat flying there is. Because
Air Warrior does more than correctly model 28
different WWII aircraft, complete with spins,

stalls and buffeting.

It puts you up against other human beings.

Online, in real time, for as long as you care

to play.

That's why Air Warrior attracts the aces.

So if you’re just looking to do a friendly loop-

the-loop, look elsewhere. If you’re interested in

a career, sign on to Air Wairior— only on GEnie^'l

Sign up now:
1 . Set communication software I'or 8 1 N or 7 1

E

iialf duplex (local echo) at 300. 1 200 or 2400
baud. 2 . Dial toll free: 1-800-638-8369.

Immediately upon connection, enter HHH
3. At Uie U#^prompt,enterXTX99223,AIRCRAFT
then press RETURN 4. Have a major credit

card ready. In the U.S., you may use your
checking account number. (There is a $2
monllily fee for all checking accounts.) For
more infonnation in the U.S. or Canada,
call 1-800-638-9636.
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Aces Over Europe: The anxiously awaited

follow-up to Damon Slye’s Aces Of The Pn-

e/^ewill soon be buzzing the towers of local

software peddlers. Though the interface and

campaign game features are virtually identical

to previous Dynamix sims (why fix what ain’t

broken?!), this is a major revision of the

AOTP engine. The most notable improve-

ments are a “Tall Resolution” mode (a

320x200 pixel view that gives gamers a larger

window on the world) and gradient shading

(allowing planes to have realistic paint jobs

and fuselage detail). New missions will have

gamers setting their bomb sites on bridges,

railways, V-1 rocket launchers and radar sites,

and a huge arsenal ofnew planes will have the

player fighting or flying: P-51s, -47s, -38s,

Spitfires, Mosquitoes, Mel09s...and the list

goes on. While we haven’t played with the

final, optimized code, it seems that the frame

rate will be comparable to Aces ofthe Pacific

with the “1947" upgrade. Dynamix, IBM,

($69.95).

Aces Over Europe

Art Of The Kill: While not a game, this

book with companion videotape is a crash

course in flight combat tactics that may well

improve the armchair iet-jock’s game play-

ing. The 165-page soft-cover book is written

by Pete Bonanni, an instructor pilot with the

National Guard and recognized personality

among serious sim fans. The well illustrated

guide covers basic flight maneuvers and has a

set of tests to drill the reader on lesson com-

prehension. The videotape mixes air combat

instruction and actual air combat footage,

and will make swell viewing when the family

is gathered for the holidays. vSpectrum

HoloByte, VCR ($39.95).

BackroacI Racers Power Modeler

Backrond Racers Power Modeler. Combin-
ing a Rcvell model with a CD-ROM, this

unique package delivers instructional demos

with a racing simulation. Regardless of model

included, the program offers a choice of“buy-

ing” and racing one offour muscle cars on the

lot: ’71 Hemi Barracuda, ’70 Boss Mustang,

’67 Chevelle or ’67 Malibu SS Pro. After

checking out the cars, modelers enter the

garage to learn facts and figures on the vehi-

cle, watch an animated, exploded view of the

model’s assembly, see complete assembly dia-

grams, and watch video modeling tips for

painting, gluing and finishing. After making

a purchase, an annoying salesman shows the

competitive racers on a poster in his trailer.

Another poster, this one active, offers access

to four racing scenarios with tliree difficulty

levels. The blocky, polygon-filled graphics

and crude sceneiy yield a disappointing driv-

ing experience. But inexperienced “drivers”

will be challenged to make it through the

backroads to the track on time without get-

ting any tickets. Since winning a race yields

performance upgrades, the game may have

decent replay value. If Backroad Racers, which

seems geared for boys aged 8-16, isn’t quite

your speed, there are two other packages in

the Power Modeler series: European Racers,

which is now available, and High Tech Air-

craft, scheduled for future release. Revell-

Monogram, Inc., IBM CD-ROM ($69.95).

Coaster

Coaster. Roller coasters have been around

since the early 1900s (earlier ifyou consider

La Marcus Thompson’s Switchback Railway,

an early coaster predece.ssor). Loops were later

added to increase the thrill ofthe ride, though

in one case, poor loop design resulted in the

death ofallpassengcns—their necks were bro-

ken, the result of excessive strain. Still, roller

coasters became .so popular that some 1500

were in use in the U.S. during the Roaring

’20s. Today only about 230 coasters dot the

countryside in small and large amusement

parks. Whether or not one has a coaster

nearby, gamers can experience the “thrill” of

the ride and of coaster design with Disney’s

Coaster, a roller coaster simulation. Though
several pre-madc coaster designs are included,

the purpose of Coaster is to let the player

design his or her own ride, from the ground

up, and then test it out. Built-in critics will

evaluate one’s design as the player views their

dream ride from a front row seat. Disney

Software, IBM ($24.95).

hidyCar Racing. From the pic crew that

brought Indy 500: The Simulation to the fin-

ish line comes a racing simulation that will

redefine state-of-the-art racing sims. From

the more detailed physics underlying every

aspect of the model, through instant replays
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Axis the Gamecheater gives you a few new tricks in your favorite games—
special powers, enhanced weapons, and extra lives. So now you can get on

with the adventure, past that nasty spiked pit, without burning your last life in

a bad Super Dave imitation. Or you can loose your vengeance with that out-

law turbo laser cannon you've always wanted. With Axis the Gamecheater,

you get the little boost you need to keep the game fun! Superpowers are yours

on demand— with just the press of a key!

Axis the Gamecheater provides custom cheats for dozens of the most popular

games, on PCs or Macs, and we're adding new games all the time. Ask for it at

your favorite software source!

For more information, call I—

y

800-926-9677 I iTlW
or 901-682-9676, Fax: 901-682-9691
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IndyCar Racing

thin take advantage of extra RAM, to the

overall look of the texture-mapped cars, Incly-

Qir Racing o^^Qxs high pcrlormance gaming

that qualifies for the pole position in eveiy

area. This is a simulation where the difficulty

levels let rookies get around tracks like

Laguna Seca with ease, but has expert levels

where it is challenging enough to simply try

to get around a high speed oval, for more

details, sec the sneak preview in the August

issue (CGV\^#109). Papyrus Publishing, Inc.,

1BM(S7T99).

Microsojt Flight Simulator 5: With the

blue skies over Redmond, WA never looking

better, the release of Alicrosofi Flight Siniiila-

/07'5will certainly result in many upgrades to

this long-standing and best-selling sim. Pro-

viding digital pilots with a long list of new

I'catures to enhance their Rights of fancy.

Flight Simulator 5 offers a new latitude and

longitude system to help users locate destina-

tions and current location: a “Land Me” fea-

ture that enables inexperienced pilots to

complete their flights without landing nose-

first: and more realistic .sound effects and

scener)’ (which expands in detail as ap-

proached by the aircraft). In addition, the

weather system has been replaced with a more

user-friendly and controllable version. Basi-

cally, the whole package has been spruced up

to provide a more realistic and attractive

flight environment. Photo-realistic instru-

ment panels (digitized from actual aircraft)

and realistic time-of-day effects have been

added, as well. From flying high in a Cessna

Microsoft Flight Simulator 5

Skylane to a Lcarjct and a sailplane. Flight

Simulator 5 offers something for most air-

borne gamers. Microsoft Corporation, IBM
($64.95).

San Francisco: Flight Simulator 5 Scenery

Upgrade. With the recent release of Mi-

crosoft’s Flight Simulator v.5.0, could a Mal-

lard scener)' disk not be far behind? San Jose

to Marin County, Napa to the Golden Gate,

FlightSimidatorpWots, CAW see it all in amazing

detail. Mallard used satellite photographs as

the foundation for their realistic ray-traced

landscapes, and then created enhanced poly-

gon images for low-level laitdmarks. It’s so

realistic that Bay Area residents will not only

recognize the big buildings downtown, but

highwa)'S, neighborhoods and districts as

well. Stay tuned for Washington D.C., Las

Vegas, L.A. and San Diego in the months to

come. Mallard, IBM ($49.95).

Supor-VCA Harrier

Super-VGA Harrier: ’I'he game play and

interface are essentially the same as described

in the review of A V8B Harrierin CGWH 1 06,

but the graphics have been enhanced tremen-

dously. Computer pilots still fly carrier-based

missions off the deck of the Tarawa, still

prosecute intercept missions with less than

optimal A1M-9M Sidewinders, and attempt

to control 70% of the island pictured in the

TAWADS map window. However, the ac-

tion seems both faster and smoother than the

earlier incarnation. Also, those who have not

yet upgraded to VESA compatible SVGA can

still play the simulation in regular VGA
mode. Domark, IBM ($59.99).

Strike Commander— Tactical Operations:

No one is exempt from the certainties of

life—Death and faxes—not even mercenary

F-16 pilots in the 21st century. While Strike

Commander yAwyevs hope to keep Death on

hold as long as possible, taxes may be more

difficult to evade than a hard missile lock. In

the first add-on to the Strike Commander

universe, the Turkish government decides

that it needs to broaden its revenue base and

San Francisco: Flight Simulator 5

Scenery Upgrade

increase taxes on mercenary activities. In or-

der to pay the taxes or move their base else-

where, players must come up with a wad of

cash—fast. This means tougher, more lucra-

tive missions against B-lB Bombers, F-4

Phantoms and F-1 17 Stealth Fighters in such

locales as Hawaii, S. Africa, Syria, Siberia,

Nicaragua and Ireland. New features include

General MIDI support, improved digitized

sound effects, rudder pedal support, and a

“realistic” option for those who enjoy a more

challenging flight model. Origin Systems,

IBM ($29^95).

Valkyrie. Ahhh, we love the smell of burn-

ing silicon in the morning! From the moment
the speaker thumps with tlie dull roar of

chopper blades and raises to a crescendo pla)'-

ing Wagner’s Die Valkyrie, this helicopter

fight/flight sim is there for a rollicking ride.

While the graphics are not up to the standards

of Maximum Overkillhy any stretch of the

imagination, the solid, polygon-filled objects

are quite functional as one quickly grasps the

flight mechanics and bounces through the ten

mi.ssions included. A diversion with a raucous

arcade feel, the Valkyrie helicopter flight

simulator has multiple difficulty settings,

multiple camera views, replays, and features

a full screen display for ail the action. Those

not adept with a mouse can use a joystick.

Gamctek, Macintosh ($49.99).

Valkyrie
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"Do you smell something burning?"

3DO Multiplayer: No infomercial is re-

quired CO make gamers aware of die 3DO
mulciplaycr. The newest 32-bit game ma-

chine allows gamers to; play games with dig-

itized video or fast polygon handling, listen

CO audio CDs while watching an intriguing

kaleidoscopic light show (courtesty of the

built-in firmware); view and manipulate pho-

tographs stored on Kodak Phoco-CD discs;

and watch film and animation stored on CDs
(compressed using SuperMac’s Cinepak

standard). At press time, the actual number

of available cities for the system were limited

CO Crash ’n Bum (Crystal Dynamic’s racing

game with fast scrolling, but no physical

model chat comes bundled with the multi-

player), Shelley Duvall’s It’s A Bird’s Life

(Sanctuary Woods’ children’s title). MadDog
McCree (American Laser Games’ digitized

shooting gallery presented in interactive film

format), Putt PuttJoins The Parade {Hwmon-

gous Entertainment’s graphic adventure for

children), and Putt Putt’s Fun Pack (the Hu-

mongoLis answer to Microsoft’s Entertnmment

Pak for the younger sec, featuring six classic

games). Fortunately, many more arc cur-

3DO Multiplayer

rently under development. Panasonic

($699.95).

486 Potuer Kit: Fired of moving ever so

s-l-o-w-l-y? Unable to play the newest games?

Can’t afford a new 486 computer? Well, there

are alternatives. One is a 486 Upgrade Kit

from Buffalo which offers an affordable up-

grade from most 286 and 386 computers to

486 Power Kit

near 486 performance. The kit is comprised

of a Texas Instruments 486DLC CPU, spe-

cial cache activating software, and a chip

puller. Slow 286 and 386 computers will

benefit the most by this 15-20 minute do-it-

yourself upgrade; 386/33 and 40MHz sys-

tems will show only moderate improvement.

The 486DCL has no math coprocessor, but

can make use of one if added. It does include

a IK internal cache, though, which helps

improve performance. If dollars are tight, but

a boost is necessary to play the latest games,

some “Buffalo chips’’ may be just the thing to

ease that strain. Buffalo Products, Inc. IBM
($199.00 -$469.00).

Amiga CD32: Mentioned in our last issue’s

READ.ME column. Commodore’s Amiga

CD32 should be available in limited distribu-

tion in time for the holidays. Those who pick

up this CD-ROM gaming console will find

the initial selection of games a touch limited.

As is the case with most new systems, many
of the initial releases will be computer game
conversions; titles that take full advantage of

the machine’s new capabilities will be slow in

coming. At press time, the actual titles to ship

with CD32 had not yet been determined, so

it is difficult to say what to expect at present.

At its low entry price, however, it will only

take a few really exceptional titles to make the

purchase of this console a worthwhile one, It

certainly has great potential, but Commo-
dore has to overcome its reputation for poor

marketing before the skeptics are silenced.

Commodore Business Machines, Inc.

($399.95).

AVerKey Multimedia: Although is seems

this product is geared toward helping busi-

ness people project computer screen presen-

tations through large screen or projector

televisions (the thick manual explaining how
to use Windows, clicking and dragging ob-

jects, etc. is a dead giveaway), we could not

help but notice its more “practical” gaming

applications. The/IVe?'^g' basically translates

video signals for 640x480 re.solution VGA
monitors into standard NTSC or PAL video

signals for TV. What this means is that one

can drag their computer into the family room
and plug it into the TV set for all to share. A
9-volt DC power adapter plugs into the wall,

and signals can be sent out through either an

S-VHS plug, a standard stereo cable, or back

out to other computer monitors for multi-

screen hook ups. This package includes a

flicker filter and software control TSR pro-

gram. Digital Media Labs, IBM ($349.00).

FlightStick Pro

FligbtStick Pro: For those who swear by

their CH Flighstick (or who can’t afford a

ThrustMaste>), it’s time to consider an up-

grade. This version features three fire buttons

and a “coolie” hat four-way viewing switch

and, although the configuration is not user

programmable, it can be used out of the box
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CO support X-Wing, F-15 Strike Eagle III,

Strike Commander, Privateer, Falcon

3.02lMiG 29, Microsoft Flight Sim 4.0 and

Tornado. CH Products, IBM with joystick

port ($99.95).

CyberMan

Creative OniniCD Upgrade Kit: From

those creative minds at Creative Labs comes

another multimedia hardware combo offer-

ing a double-speed, multi-session photo CD
compatible CD-ROM drive manufactured

by Matsushita, a proprietary interface card, all

necessary cables, and several programs in-

cluding Aldus PhotoStyler SE Photo-CD ac-

cess and imaging software. The speedy CD
has a 64KB RAM buffer, a 300KB/sec trans-

fer rate and 320ms access time, is CD-ROM
XA ready, allows for up to four single- or

double-speed CD drives to be daisy-chained

together, has a front-loading automatic tray

(caddyless) and is a snap to install. Those who
already have a 386SX or better system with a

sound card can add CD-ROM capability at a

good price vvith this low-cost, MPC Level 2

compliant bundle. The only shortcoming is

the lack of any CD games in the package.

Creative Labs, lnc„ IBM ($399.95).

Creative Sound Blaster 16 MultiCD &
SCSI-2: Two additional sound cards have

been added to Creative’s stable of thorough-

breds. The Sound Blaster 16 MultiCD pro-

vides a greater degree of compatibilit}'’ with a

broader range ofCD-ROM drives, including

both single- and double-speed units. Sup-

ported are drives by Creative/Panasonic, the

SonyCDU3 1 A, and the Mitsumi FXOOl and

I.U005. rhe Sound Blaster 16 SCSI-2 is

designed for those using SCSI-1 and 2 data-

intensive devices. It features an Adaptec con-

troller chip and Adaptec’s EZ-SCSI software.

Data throughput is claimed at four times the

competition. Both boards offer the same high

quality sound support as previous Creative

16-bit cards, will accept the Wave Blastcr

daughter card (offering General MIDI com-

patibility wave table synthesis), and come in

versions with and without the Advanced Sig-

nal Processingchip. Creative Labs, Inc., IBM
(S249.95 MultiCD, $279.95 SCSI-2,

$50.00 additional with ASP).

CyherMan: Not to be confused with the

similarly named arch-enemies of Dr. Who,
CyherMan is Logitech’s newest “rodenrial”

peripheral. More than a simple mouse or

joystick, CyherMan is a 3D controller offering

tactile feedback and pitch (forward and back-

ward rocking), yaw (side-to-side motion on

the same plane), and roll (sidc-to-sidc move-

ment around an axis) support. When devel-

opers take full advantage of the support

available with this controller, one will be able

to perform more complex actions such as

leaning foiward and back or looking left and

right. Though CyherMati \\'\\\ operate under

Windowsws a normal 3-button mouse, its real

design is for three-dimensional gaming (use

as a mouse under Windows may provide less

than satisfitetor)' results). CyherMan will be

bundled with several fast-action interactive

games. It is, however, backward compatible

with existing entertainment products. Lo-

gitech, Inc., IBM ($129.00).

Reel Magic

Fan Card I and II: Although we get fan

cards in the mail every day here at CGW,
seldom do we get ones that plug into a PC
slot. I'his computer card contains either one

or two small ians to keep the air circulating

arountl the boards and microchips. Now,

more than the power supply can be kept cool

by the computer’s fan, and the Fan Cards run

quietly, too. T. S. Micro Tech, IBM ($23.95

single-fan card, $44.95 dual-fan card).

Gasne Blaster 'YYiis product is another con-

verter that allows VGA signals to be pas.sed to

a 'FV set. The Game Blaster, however, makes

no pretense about business uses, but goes

right for the gamer’s heart (and wallet). Al-

though it docs not allow tor the simultaneous

showing of signals on both a monitor and TV
set, the Game Blaster\r,\s two distinct advan-

tages; it is considerably cheaper, and it comes

with an assortment of game software de-

signed for fiimily room entertainment. ’I'he

package includes Broderbund’s Prince ofPer-

sia, Velocity’s Spectre Challenger ;sx\>\ jetfighter

II. Any computer gamer’s elf might do well

this year to look at this product and bring PC
entertainment out of the closet and into a

larger arena. Advanced Digital Systems, IBM
($169.00).

Reel Magic: \ ired of low quality multime-

dia video? The solution might he the Reel

Magic board—an MPEG full motion

video board with 16-bit sound card. The

board is capable of delivering full-screen, 30

frame per second, high-quality video from a

single speed CD-ROM drive. The board u.s'es

its own MPEG decompression chip to crunch

video data without drawing CPU processing

power. I'hc result is very impressive. Several

company’s have comitted to supporting the

board, and there will be a few titles ready for

Christmas, among them Activision’s Return

to Zork and Interplay’s Lord ofthe Rings CD-
ROM. Sigma Designs, IBM ($449).

HELLOIMUSICI: This multimedia pack-

age from Yamaha is for those who would like

to enjoy the rich, realistic timbres of sampled

instrument sounds with their software, bui

who may not have the extra slots or the

technical finesse to configure one of the new

wavctable cards. The actual FIELLOIMUSIC
package is really the CBX-T3 tone generator

module bundled with music software from

Passport: Tnrho Tra.x, a sequencing program;

MIDI Player, and Qtiicktiaies. I'lic CBX-T3
is a 16 bit wavetable sound module that is

HELLOIMUSICI

compatible with general MIDI level 1, and

with the flick ofa switch, the Roland MT-32

(in a limited capacity). Fhe CBX-T3 also

provides 192 different instrument sounds, 10

drum kits and digital reverb (through a pro-

prietary digital signal processor).

We found that it took an MPU-40 1 MIDI

card to make the CBX-T3 module “talk to’’

games that support general midi. Unfortu-

nately, DOS games won’t work with the

CBX'T3 when it’s connected to the serial

port, because the driver is available only when

running Windows.

Although a veiy good product,

HELLO'.MUSIClis yet to be supported in its

native mode by computer games. Yamaha.

IBM, MAC, MIDI ($449.00).
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" The humor and originality of Zork

are alwoys present. . . its images ore the most spectacular

in the history of video games" .

joNiammc

"The interface may be revolutionary [and] allows a richness

that has been absent heretofore in graphic adventures."

Mm 1. Whn, WMPUJmmiM WIO

An epic aclventure...undergrouncl.
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Available for IBM and Compatibles. Enhanced version for CD-ROM also available.

To order: See your local retailer or call l•800•477•3650
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CD-Blaster: One can stuff thousands of

little goodies into a stocking with this single

CD-ROM. It features over 1000 sound ef-

fects, 300 MIDI music clips, 1 00 video screen

savers, 200 photos, 400 talking icons, 100

cursors, and a mixture of digitized voices and

impressions from Homer Simpson (“DO!”)

to Bill Clinton (“OHI”). Those who have as

much fun playing with multimedia tidbits as

with games .should find CD-Blaster a wealth

of fun resource material. Aristo-Soft, Inc.,

IBM with Windows {%'i^35).

Tma*—

n

1 . , ,_'V

Sj JJ-
i’^'l TQ I

J.;-

Jl

l£]j

CD-Blaster

Computer Gaming World: Real computer

gainers want real reviews, in-depth strategy,

and an inside track on the computer game

industry. For more than 12 years, Computer

Gaming World been doing just that. In

fact, we are continually trying to pack even

more information, perspective and graphics

into each new issue. So, with a modest dose

of humility, we suggest that a one year sub-

scription (12 issues for $28.00) might be just

the right stocking stuffer to keep computer

gamers feeling like it’s the holiday season, all

year long. Computer Gaming World ($28.00

domestic, $78.00 foreign air mail).

Compute's Adventure Game Player’s

Handbook: Opening lines like, “Hold onto

your joysticks folks...,” are not the best of

beginnings for a resource focusing on adven-

ture games. Arcade games, yes. But adven-

ture, no. Nonetheless, Compute’s latest

offering, by Raymond Lueders, is a thorough

guide to 37 popular adventure games. Look-

ing through the list ofincluded titles, one gets

the idea that a concerted effort was made to

include solutions to the most current and

worthy quests, though there are a number of

older titles represented (this book was two

years in the making, thus accounting for some

of the more weathered walk-throughs). Assis-

tance is provided for Indiana Jones and the

Fate ofAtlantis, The Legend ofKyrandia, The

Lost Files ofSherlock Holmes, Qtiestfor Glory

III, The 7th Cwetfand 32 other games. Handy
maps, object location lists and representative

screen shots serve to enhance the value ofeach

solution. Plus, a brief scenario accompanies

every game. Though we don’t consider it “the

ultimate guide to adventure games” as

claimed on the cover, it is still a handy re-

source to have on hand for those cold, wintry

nights spent in the dungeons. Compute
Books ($21.95).

The Disney Collection Screen Saver: Hi ho,

hi ho, it’s after work we go... Welcome to

this, the latest in the Afer Dark series of

screen savers. Here, Mickey is cast in the role

of the Sorcerer’s Apprentice, Goofy (dis)or-

ganizes one’s Windows display, and a whole

gamut of Disney escapades ensue. There are

even official .sounds and voices to give chat

full Disney dimension to the animated com-

puter graphics. Berkeley Systems, IBM with

Windoius Macintosh ($49.95).

Doodle-7natioti:T\\\s Windoius divQtsion is

for the “power doodlers” in the audience.

Doodle-mation allows the user to select from

a variety of shapes and animate them with

special effects. The animated scenes can be

edited frame-by-frame with a VCR-type con-

troller, and music can be added. Favorite

screens can be captured for use as Windoivs

wallpaper, and favorite patterns can be turned

into screen savers. Screen Magic, IBM with

Windows ($29.95).

Easy Boot: Games are notorious for requir-

ing “special” boot configurations. Booting

one’s system in a variety of different configu-

rations is often the rule more than it is the

exception. Many gamers have found an easy

solution to this configuration dilemma

through the use of batch files or a utility

program such as Easy Boot, a multi-configu-

ration editor and selector. Through a menu-

driven interface. Easy allows the user to

sec up and switch easily between 1 5 different

The Disney Collection Screen Saver

configurations. Though not necessarily the

fastest way to reboot one’s system under a

different configuration (there are some speed-

ier utilities), Easy Bootxs definitely the easiest

to use. CLEAR Software, Inc., IBM
($49.95).

Lights Out Sports Fans Major League Base-

ball Screen Saver: Licensed from Major

League Baseball, this amusing Windows

screen saver focuses on the team logos from

throughout the league. These logos play in

simulated “games” of baseball, have home
run contests, hold spring training, and per-

form other feats of baseball skill. Quadrangle

Software Corporation, IBM with Windows

($55.00).

Mega Rock Rap 'n Roll: For those in need

of a beat, one’s computer keyboard can be

used to assemble several different, original

music tracks in a variety ofdifferent “studios”

(pop rock, rock you, boom boom bap, etc.).

A colorful collection of controls allow for

varying instrumentation, solos, and several

other jive, rap and reggae tricks. A “hip help
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Find a well
a spell

A
mistake
#*%!!

Make a
Goto

s
IMONIHE

(JDRCEREK
Wherever you go, expect the unexpected.

Because Simon is no ordinary sorcerer.

He’s an adolescent with an attitude, who

accidentally stumbles upon a magical

dimension on

the very verge

of collapse.

As fate would have it, only

Simon can save it from a tyranny of

evil. Armed with a sharp wit and a

tongue to match, our reluctant

hero sets

forth

Simon The Sorcerer is available for

IBM and compatible computers.

on his quest. In a wacked-out world filled with

beer-swilling trolls, a schizophrenic two-headed

clerk, swamplings, werefrogs and more, he

.'must acquire the knowledge of a sorcerer

and defeat the evil

' wizard Sordid.

Discover a

wondrously animated world. Unravel

Ahe mysteries of a puzzling plot. And

beware that your biggest mistake

d be

missing all

the fun of

Simon The Sorcerer!

NIFOCOnX
An Activision’" Company

Circle Reader Service #38

To order: sec your local retailer or

call 1-800-477-3650



man,” provides the on-line help lor the less

musically inclined. Paramount Interactive,

IBM with CD-ROM and Macintosh with

CD-ROM (S79.95).

MovieSelect: Fired of scanning endless

shelves, wading through countless videos,

searching for just the right Hick to take home
for the evening? II so, try viewing Paramount

I nteraccive’s MovieSelect, “The Intelligent

Guide To Over 44,000 Videos.” This guide

is designed to assist one in quickly, easily and

intelligently choosing videos prior to arrival

MovieSelect

at the video store. The four main programs,

MovieSelect Recommends, Find It!, Holly-

wood Guide and Previews, allow one to sift

through its massive database (VideoLog Se-

lect, favored choice of video industry profes-

sionals) from an interliice one would expect

of Hollywood—hi-res, 256-color glitter and

gold. MovieSelect Recommends provides a

list ol recommended videos based on user

preferences; Find It! lets one search the video

database by title, actor or director; Holly-

wood Guide provides direct access to infor-

mation on movies, actors and directors; and

Previews allows the user to view any of the 12

incltided QuickTime digital previews. Movi-

eSelect ^Kov'xdcs quick search times and help-

ful assistance lor the film fan, Paramount

Interactive, IBM with CD-ROM and Macin-

tosh with CD-ROM ($59.95).

QiiestBiisters: The Book of Clues: After a

long stint publishing the six-volume Qjicstfor

Screenies

elites series through Origin Systems, Shay

Addams has struck out on his own with

QiiestBusters: The Book of Clues. The major

change benveen this and the earlier Qjiestfor

Clues offerings is the lack ofcoded key words.

Included previously as an added measure

against “spoiling” one’s gaming pleasure by

inadvertently seeing the solution to one puz-

zle while looking for that of another, most

gamers disliked the necessity of having to

decipher these words in order to solve the

puzzle addressed. The clue books actually

became a puzzle in themselves. Thankfully,

this coding is now just a faint memory. A new

design in the layout of each walkthrough,

highlighted and self-contained clue seg-

ments, serves to direct the reader’s attention

to the correct part of the walkthrough, pre-

venting them from seeing the answers to puz-

zles encountered in other parts of the game.

The Book of Clues features solutions to 35

adventures, most of current vintage, includ-

ing Alone in the Dark, Betrayal at Krondor,

Dnrkside ofKeen, Freddy Pharkas, Realms of

Arkania, and Ringworld. Maps are included

for those games requiring them. Adventurers

will find a stocking full of help with this

resource. Clue Book Express ($1 8.95).

Screenies: Individuals! That’s what we

Americans are! Though we tend to express

our individuality in odd outlets. Silly license

plates, bumper stickers, tee-shirts, buttons,

fancy hedge-trimming—it’s all a part of the

American way. Now you can assert your

uniqueness and jazz up your computing en-

vironment with Screenies. Screenies tiri: illus-

trated computer frames that attach to your

monitor with Velcro strips. The available de-

signs include Etch-a-Sketch, Howlin’ Wolf,

Drive-In Movie, Retro TV, Cat Box, and the

office favorite, Ren and Scimpy. There are

dozens ofother designs as well, including two

for the practical-minded: a dry erase border

and a corkboard. They’re a great gift idea for

the stumped shopper. Screenies, 13”, 14",

and 15" monitors ($11.95).

Soloist: When used in conjunction with a

Sound Blaster card, a microphone, and any

musical instrument that one can play, Soloist

is an interactive lessons instructor and ana-

lyzer. It awards points for speed and accuracy

as the user plays (or even sings) on key to

match the notes on screen. It is even possible

to use Soloistto help tune instruments. Since

no MIDI interface is required, it works with

virtually any instrument, and transposition is

done automatically. A nice product, but for

some of us, it would take a miracle lo learn to

play music better. Ibis Software, IBM
($59.95).

Uninstaller: Okay, you’ve finished playing

"Balls ofFirefor Windows"zn(l now you want

to remove it from your system. Easy, right?

Not necessarily. Cleaning up after messy

Windows iiistallations can be a troublesome

and tiresome experience. Fortunately, Micro-

Help has come to the rescue with Uninstaller,

a handy housekeeping utilityfor the Windows

user. Put simply. Uninstaller removes an ap-

plication, all its files and all references to it,

including WIN.INI, SYSTEM.INI, and ap-

WinSleuth Cold Plus

plication specific INI files. Uninstaller will

even remove applications across a network

server and all workstations on the network.

I'hough it’s not 100 percent foolproof, it’s

certainly a handy tool for the DOS-dummies

among us. MicroHelp, Inc. IBM with W/;t-

($79.00).

WinSleuth Gold Plus: Windows Rimers en-

tering the multimedia generation are likely to

encounter installation and configuration

woes in making the transition to sound and

CD-ROM capability. A handy tool to ease

that move is WinSleuth Gold Plus, a utility

that enables one to troubleshoot hardware

and software running under Windows. Hav-

ing trouble with DMAs and IRQs? Tr)'ing to

fine tune system performance? WinSleuthwnW

help get Windows squeaky clean. Dariana

Software, IBM with ($189.00 SRP,

$99.95 introductory special through Januarj'

1, 1994). cGw
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“I found this game exhil-

arating. Many a night the

adrenaline was pumping

and palms were

sweating.”

- FredJ Philipp

QjiestBnsters

_ “The skillful

synthesis of full

motion video digi-

tized speech, CD audio

quality soundtrack,

and a pleasing vari-

ety ofgame play

make INCA one of

the finest mul-

timedia games

yet published.”

- Stephen Poole

CD-ROM Today

“a cinematic tour-de-force.

.

-VideoGnmes & Computer Entertainment

IIHCA
Multimedia CD
Part of the Sierra® Family

See your local retailer or call:

(800) 757-7707

indicates trademark of or license to Sierra On-Line, Inc.

Circle Reader Service #39



Holiday Buying Guide Index

3DI Productions, Inc.

600 15ch St.

Manhattan Beach, CA 90266

(800) 545-7677

Access Software

4910^651 Amelia Earhart Dr.

Salt LalceCity, UT84116
(800) 793-0073

Accolade

5300 Stevens Creek Blvd.

San Jose, CA 95 1 29

(800) 245-7744

Activision

1 1440 San Vicente Blvd.

Los Angeles, CA 90049

(800) 477-3650

Advanced Digital Systems

20204 State Rd.

Cerritos, CA 90701

(800) 888-5244

American Laser Games
4801 Lincoln Rd. NE
Albuquerque, NM 87109

(800) 863-4263

Aristo-Soft, Inc.

7041 Koll Center Parkway

Pleasanton, CA 94566

(800) 338-2629

Avalon Hill

4517 Hartford Rd.

Baltimore, MD 21214

(800) 999-3222

Berkeley Systems

2095 Rose St.

Berkeley, CA 94709

(510) 540-5535

Bright Ideas

P.O. Box 22356
Denver, CO 80222-0356

(415) 332-7223

Brodcrbund Software, Inc.

500 Redwood Blvd.

Novato, CA 94948-6 1 2

1

(800) 521-6263

Buffalo Products, Inc.

2805 19th St. SE
Salem, OR 97302

(800) 345-2356

Capstone

Airport Corporate Center

7200 Corporate Center Dr., Suite 500

Miami, FL 33126

(800) 468-7226

CH Products

970 Park Center Dr.

Vista, CA 92083

(619) 598-2518

Clear Software

385 Elliot St.

Newton, MA 02164

(800) 338-1759

Clue Book Express

P.O. Box 85143

Tucson, AZ 85754

Commodore Business Machines

1200 Wilson Dr.

West Chester, PA 19380
(215)431-9100

COMPUTE Publications

324 West Wendover Ave., Suite 200
Greensboro, NC 27408

(919) 275-9809

Creative Labs, Inc.

1901 McCarthy Blvd.

Milpitas, CA 95035

(800) 998-5227

Dariana Software

5241 Lincoln Ave., B5
Cypress, CA 90630

(800) 892-9950

Davidson & Associates

19840 Pioneer Ave.

Torrance, CA 90503

(310) 793-0600

D.C.True, Ltd.

1840 Oak Ave.

Evanston, IL 60201-3686

(708) 866-1864

Digital Media Labs

47913 Fremont Blvd.

Fremont, CA 94538

(510) 438-9088

Domark Software, Inc.

1900 South Norfolk St., Suite 202

San Mateo, CA 94403

(415) 513-8929

Electronic Arts

1450 Fashion Island Blvd.

San Mateo, CA 94404

(415) 571-7171

GameTec
2999 NE 191st St., Suite 800

North Miami Beach, FL 33180

(305) 935-3995

Humongous Entertainment

P.O. Box 180

131 10 NE 177th Place

Woodinville, WA 98072

(206) 485-1212

Ibis Software

140 Second St., Suite 603

San Francisco, CA 94105

(415) 546-1917

Id Software, Inc.

(800) 434-2637

Impressions Software, Inc.

222 Third St., Suite 0234
Cambridge, MA 02142

(617) 225-0848

Inline Software, Inc.

308 Main St.

Lakeville, CT 06039-1204

(203) 435-4995

Interplay Productions, Inc.

17922 Fitch Ave.

Irvine, CA 92714

(714) 553-6678

KOEI Corporation

1350 Bayshore Hwy., Suite 540

Burlingame, CA 94010

(415) 348-0200

Lawrence Productions, Inc.

1800 South 35th St,

Galesburg, MI 49053
(612) 665-7075

Legend Entertainment Company
14200 Park Meadow Dr.

Chantilly, VA 22021

(800) 658-8891

Logitech, Inc.

6505 Kaiser Dr.

Fremont, CA 94555

(800) 732-2928

Logos Research Systems, Inc.

21 17 200th Ave. West
Oak Harbor, WA 98277-4049

(800) 87 LOGOS

LucasArts Entertainment Company
P.O. Box 10307

San Rafael, CA 94912

(800) STAR WARS

Machiavelli Designs, Inc.

2550 Ninth St., Suite 204
Berkeley, CA 94710
(800) 955-4634

Mallard Software, Inc.

3207 Justin Rd.

Flower Mound, 'FX 75028

(214) 539-2575

Maxis Software

2 Theatre Square, Suite 230
Orinda, CA 94563-3346

(800) 33-MAXIS

Media Vision, Inc.

3185 Laurelview Cir.

Fremont, CA 94538

(800) 845-5870
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Terror has been unleashed!

And now. . .the nolence tliat plagues a distant

research colony threatens die planet Earth.

As British military agent Blake Slone you're i

thrust into deadly combat against the raalevo- A
lence of a mad scientist and the insidious m
mutant army under his command. Dr. m
Goldstern, driven by his insanity and bent KI
on the annihilation of mankind, won't m

'

rest until he rules the known universe. - lA / x0
The forces of heroic good and villain- ' i :

ous evil collide in this life-or-death /’

struggle to control Earth’s future.

Sign up to fight as Agent Blake
, r'

Stone. The fate of humanity is in
,

’

r' 'SOl Hi
your hands! iH/ ' iAHS^all

amended for Vounger Viewers
JC Depictions of Vioience.

3jy“l^,ic; intense

effects

For the cost of shipping and,^
|

i
;

I
handling, only S5.00. you'll

receive Episode One, The Star k\ '

Institute. Or download Episode One *
|

and pay no shipping and handling.

Call die Software Creations BBS and ’

check out the FREE Apogee file section.

The BBS phone lines are:

(508) 36SU359: 2400 BAUD ^
(508) 368-7Q36^9600U4rtK"'

"

(508) 368-4137: 14.4-16:8K

Episodes two through six are sold separately and can

CREATED BY

3-D texti^ mapping vir
reality in 256 colors

\

on Dozens of vicious
P^ents In combat

?s to]l-fr/e num!)er,shtmth'crbove.

PUBUSHED BY

JAM PRODUCTIONS

Blake Stone: Allens ofGold requires an IBM or 100% compoflblo computer wBh 6401f VGA graphics cord, and a hmd disk driv^
Extended memory (XMS), expanded rhemwy (EMS), Joystick, mouse, AdLib, Sound Blaster or compatible cards are optional.

Trademarks belong to their respective owners.

Circle Reader Service it41 '""--'k....
' A001CQW



Holiday Buying Guide Index continued

Mcgatecli

P.O.Box 11333
Torrance. CAyO'jlO
(800) 258-MRGA

Psygnosis, Ltd.

675 Massachusetts Ave.

Cambridge, MA 02139

(617) 497-7794

’['he Software Toolworks
60 l.cveroni Ct.

Novato, CA 94949
(415) 883-3000

Merit Software

13707 Gamma Rd.

Dallas, TX 75244

(800) 238-4277

Quadrangle Software Corporation

305 E. Eisenhower Parkway, Suite 208
Ann Arbor, MI 48108

(313) 769-1675

Three-Sixty Pacific, Inc.

2105 S. Bascom Ave., Suite 165

Campbell, CA 95008
(409)776-2187

MicroHcln, Inc.

4359 Shallowford Industrial Pkwy
Rcadysoft, Inc. Time Warner Interactive Group
30 Wertheim Ct., Suite 2 2210 Olive Ave.

Marietta. CA 30066 Richmond Hill, Ontario, L4B 1B9 Burbank, CA 91506

(800) 922-3383 Canada (818) 955-9999

MicroLeaguc Interactive Software

(416) 731-4175

T.S. MicroTcch

University Oflice Plaza, Suite 201 Realism Entertainment 20818 Higgins Ct.

Bellevue Building 6N522 Pine Street Torrance, CA 90501

262 Chapman Road Bensenville, IL 60106-1209 (800) 959-9419

Newark, DE 19702 (708) 595-7487

(800) 334-6572 Tsunami Media, Inc.

Revell-Monogram, Inc. P.O. Box 790
MicroProse Software Inc. 860 1 Waukegan Rd. Coarscgold, CA 93614
180 l.akefront Dr. Morton Grove, IL 60053 (209) 683-9283

Hunt Valley, MD 21030-2245 (708) 966-3500

(800) 879-PLAY Twin Doipltin Games, Inc.

Sanctuary Woods Multimedia Corp. 220 Twin Dolphin Dr., Suite B

Microsoft Corporation 1875 South Grant St. Redwood Shores, CA 94065

One Microsoft Way San Mateo, CA 94402 (415) 6.37-9300

Redmond. WA 98052-6399 (415) 578-6340

(206) 882-8080 United Pixtures

Screenies 1323 East Broadway, Suite 301

Mindcraft Software 18971 Sonoma Hwy. Glendale, CA 91205

2291 W. 205th St., Suite 201 Sonoma, CA 95476 (818) 502-0211

Torrance, CA 90501-1451 (707) 939-6060

(310) 320-5214 Viacom New Media
ScreenMaeic 648 S. Wheeling Rd.

iMorgan Interactive, Inc. 820 Florida St. Wheeling, IL 60090

41 Sutter St., Box 1 158 San Francisco, CA 94110 (708) 520-4440

San Francisco, CA 94104 (415) 648-8056

(415) 693-9596 Velocity Development
Sierra On-Line, Inc. Four Embarcadero, Suite 3100

New World Computing
20301 Ventura Blvd., Suite 200

P.O. Box 485 San Francisco, CA 94111

Coarscgold, CA 93614 (415) 776-8000

Woodland Hills, CA 91364 (800) 757-7707

(818)999-0606 Villa Crespo

Sigma Designs P.O. Box 1818

Origin Systems Inc. 47900 Bayside Parkway 1 725 McGovern Sc.

P.O. Box 161750 Fremont, CA 94538 Highland Park, IL 60035

Austin, IW 78716 (800) 845-8086 (800) 521-3963

(800) 245-4525

Spectrum HoloByte Virgin lnccr.active Entertainment

Panasonic 2490 Mariner Square Loop 18061 Fitch Ave.

One Panasonic Way Alameda, CA 94501 Irvine, CA 92714

Secaucus, NJ 07094 (800) 695-GAME (800) VRG-IN07
(201) .348-9090

Strategic Simulations, Inc. Walt Disney Computer Software,

Papyrus Publishing 675 Almanor Ave., Suite 201 500 South Buena Vista Sc.

35 Medford Street Sunn)'vaie, CA 94086-2901 Burbank, CA91521-6385
Somerville, MA 02143 (800) 245-4525 (818) 973-4015

(617) 868-5440

Strategic Studies Group, Inc. Westwood Studios

Paramount Interactive 8348 Monticello Dr. 3540 West Sahara Ave., #323

700 Hanson Way Pensacola, FL 32514 Lis Vegas, NV 89102

Palo Alto, CA 94304 (904) 469-8880 (800) 874-4607

(415) 81.3-8055

SWFTE International, Ltd. Yamaha Corporation of America

Philips Interactive Media ofAmerica P.O. Box 219 P.O. Box 6600

11111 Santa Monica Blvd. Rockland, DE 19732 Buena Park, CA 90622-6600

Los Angeles, CA 90025 (302) 234-1750 (714) 522-9011

(800) 845-7301
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In Search Of...

The
Ultimate
Game
Machine

CGW Explores The Mysteries

Of Hardware And Compares
Two “GameFrames”

In/ Paul C. ScJnii/teuia

Today’s hotccst games require more tlian just our own wetwarc

CO solve their mysteries; they also teed voraciously on hard-

ware, hungiy for MIPS, megabytes and megahertz. With the

technological ante being raised every time wc take a breath, it’s hard

to determine how much ofa machine we need to handle the process-

ing tasks of today as well as tomorrow. Reading CCIP' regularly will

provide you with much needed guideposts, and currently, all fingers

point to a 486-66 Mldz .system as the basic platform of choice. Add
to that as large a hard drive as possible, a sound card, VI.-Bus video,

a large, crisp monitor, and a CD-ROM drive, and you have assembled

a serious PC game machine.

Beyond the basics, what arc the differences between systems? How
do they perform on rlie field of battle? That, good readers, is my task

for this tlay. Sitting on my old oak desk are two of the hottest 486

systems you can purchase: a Gateway 4DX2-66V and a Falcon Mach
5. I’ve worked with both, and they arc both excellent, quality com-
puters, light-years beyond the old 8088s of only a few years back.

But how they perform head-to-head is a question that I have yet to

answer, and as I write the,sc words (on my trusty no-name 486-3.5), I

have no conception as to which machine will be the champion of

champions. We will journey down that road together, and as I load

each system with the most voracious, power-hungn' game software

available, I’ll ask more out of these two computers than NASA asked

out of its mission control computers when we put a man on the moon.

I ime to dim the lights, warm up their heavy-duty power supplies,

plug in my flighcsricks, and let the games begin.

In one corner, weighing in at 52,995, is the Gateway 4DX2-66V.
Included is a 486-66MHz procc.ssor, 16MR of RAM, one 3.25"

floppy drive, and a Sony 1 5()KB/,second CD-ROM drive with an

integrated CD tray. The motherboard features a VL-Bus which hosts

an ATI Ultra XLR graphics accelerator with 1 MB of onboard mem-
ory. It ships with Gateway’s 1

5", non-interlaced, Crystalscan moni-

tor, and a local-bus IDF interface (for controlling the hard drive). The
hard drive is a 424MB Western Digital drive with built-in 128K

cache buffer. [At press time, we were informed that this system noiv

includes a douhle-spced CD-ROM drive —Ed.j

In the other corner, weighing in at 52,817 is the Falcon Mach 5. It

is a 486-66iVlHz computer, sporting 4MB of onboard RAM with a

5.25" and 3.5" floppy drive and “drawcr-sn'le” 150KB/second CD-
ROM drive, ’fhe motherboard also features a VL-Bus, which supports

a Genoa 8500VL graphics accelerator ( 1 MB of memor)') as well as a

VL-Bus floppy, serial and parallel controller card. I tested the system

with the optional MAG 1
5" non-interlaced monitor, d'he hard drive

is 212MB. Also included with the Falcon Mach 5 is a CH Gamecard

ill and Flightstick Pro, and a Sound Blaster Version 2.0 with addi-

tional RCA out-jacks, and a pair of self-powered speakers.

That’s the tale of the tape, but what docs it all really mean? First,

let’s look at the processor. The processor, or Central Processing Unit

(CPU) is the heart and .soul of the computer, the neural center of all

your computci'’s activity. A 486-66MHz processor is the best and

brightest of the 486DX line ofCPUs from Intel, supporting over 1.2

million transistors in a single chip and able to process well over 40

million instructions per second. A 486 CPU, whatever the speed, is a

32-bit chip, meaning that it can handle its information in chunks of

32 bits of binary data. I'he 486 also features another integrated chip,

a floating-point processor, which handles all of the complicated math

tasks of the computer. 486SX chips arc essentially 486DXs, except

that the integrated floating point processor has been disabled. You
may also sec 486 computers advertised as SLC chips. This is a term

used to indicate non-Intel 486 clones, the most popular of which is

the Cyrix 486SLC. 'fhe SLC is essentially a clone of the 486SX, but

engineered for a lower power drain and designed for the limited power

environment of laptop computers.

Both of the computers facing c.ach other in this feature are DX2
chips, which are Intel’s “speed doubler’’ chips. Essentially, they are

486-33MH/. chips which have had their internal clockspeed doubled

Falcon Mach 5

CONnCURATION: 48fj-C)6MHz, 4MB RAM, 250MB Hard Drive, Mitsumi CD-
ROM drive, 3.5" & 5.25“ floppy drive.s, Genoa 8500VL graphics accelerator with

1 MB VRAM, 1
4“ Super VGA monitor, mouse, keyboard, DOS 6.0, CH Flightstick

Pro, CH Gamer.ard III, Sound Blaster Version 2.0, powererl speakers.

COST: $2,499

OPTIONAL ACCESSORIES TESTED: MAC 1 5" non-interlaced monitor ($31 7 )

MANUFACTURER: Falcon Norlhwest

263 S. Bayshore Drive

Coos Bay, OR 97420
(800) 258-6778



ro 66MHz. “MHz” is a term which refers to millions of cycles per

second and is used to rate a CPU’s internal crystal clock, whicli keeps

the chip in sync and running smoothly. While somewhat of an

abstract term, a processor with a higher MHz rating will be a faster

processor.

Probably the next most important featutc of these two systems is

the VL-Bus. A bus is a data-channel which allows the CPU to

communicate with the rest oi the computer’s components. For years,

the dominant bus has been the ISA (Industry Standard Architecture)

bus, a slow, l6-bit bus which generally runs at 8 MHz. This is fine

for such things as modems, but is a major bottleneck for video and

hard drives. A local bus breaks this limitation by providing a direct

path from the CPU to certain components ofa system, such as a video

controller. While local buses have been around since the “dawn” of

computers, desktop local buses have only really surfaced in the last

few years. The problem was that, up until very recently, there was no

set standard, so a local bus video card that would work on one system

wouldn’t be guaranteed to work on another. The VL-Bus is changing

that by providing an industry standard bus configuration. The bus is

named for the VESA (Video F'lecrronics Standards Association)

developed constraints and restrictions, which limits the bus speed to

around 40 MHz, with no more than three VL-Bus components on a

system. VL-Bus components can also perform a feat known as “bus

mastering,” in which they actually take ptcccdcnce over the CPU for

a time to perform a given function. In the near future, the PCI Bus,

developed as a result of a push from Intel, might give the VI.-Bus a

run for its money, bur for now, the VL-Bus is the safe, high-perform-

ance road to take.

Another important concern for game players is the monitor itself.

Large is definitely better, and a 1
5” monitor feels fiir superior to a 13"

or 14" model. A non-interlaced model is the way to go, since it means

that the electron beam which creates the display redraws the entire

screen each pass (as opposed to an cvery-other approach on interlaced

monitors), which eases flicker and eyestrain, and greatly improves the

image’s clarity.

Gateway 4DX2-66V

CONFIGUKATION: 4B6-66MHz, 1 6MB BAM, 424MB Hard Drive, Sony CD-ROM
drive, 3.5" flojjpy drive, ATI Ultra XLR VL-Bus video accelerator with I MB VRAM,
1 5" Crystalscan monilor, mouse, keylioard, DOS 6.0, Windows 3,

1 ,
choice of appli-

cation software.

COST; $2,995

MANUFACTURRR: Gateway 2000

610 Gateway Drive

P.O. Box 2000
North Sioux City, SD 57049

(000) B46-2000

Now that we have defined our terms and know the stats of each

system, it is time to put them to the test. First, we’ll look at some

“dry” numbers that indicate benchmark performances in areas impor-

tant to game players. The first test is hard drive performance, which

will indicate the rare at which a drive can read and send data to the

CPU (the data-throughput), the amount of time it takes a hard drive

to find and access a particular piece of data (the average seek-time ),

and an overall performance rating.

Road Work (Data Throughput)

Hard Drive Performance
(with Smartdrive disk caching)

Transfer
Rate

Seek
Time

Performance
Index

Falcon Mach 5 3,466 KB/sec 13.8 ms 24.6

Gateway 4DX2-66V 2,838 KB/sec 11.7 ms 21.6

486 33 MHz "generic" clone 1,215 KB/sec 16.9 ms 10.5

386 40 MHz "generic” clone 1,082 KB/sec 12.8 ms 10.7

“Ancient” IBM/XT 85 KB/sec 79.0 ms 1.2

In these tests, the Falcon’s victory in the data-throughput test is a

result of the VL-Bus disk controller, which allows large amounts of

data to move very, very quickly from the disk to the CPU and

memory. The Gateway’s edge on seek time is due to the hard drive’s

integrated 128K cache buffer.

Conditioning (Basic Performance)

The next test indicates basic levels of computer pcrlormance using

an IBM/AT with a 6MHz 80287 math coprocessor as a benchmark

system. In this test, the video test indicates not the frame rate of the

video, but rather the raw speed in which information can be trans-

ferred from the CPU to the graphic card’s video memory. ’I'he CPU
and FPU tests indicate how fast the imaginary IBM/AT would have

to operate to equal the performance of the tested .systems.

System Performance

CPU
Speed

CPU Test FPU Test DOS Text
Speed

Falcon Mach 5 66.7 MHz 222.9 MHz 544.8 MHz 13,284 chrs/ms

Gateway
4DX2-66V

66.9 MHz 223.4 MHz 546.7 MHz 7,801 chrs/ms

486 33 MHz
"generic" clone

33.4 MHz 111.5 MHz 272.4 MHz 3,130 chrs/ms

386 40 MHz
“generic” clone

40.2 MHz 59.6 MHz no FPU 2,386 chrs/ms

Benchmark software; Landmark Version 2

At the most basic levels, the Falcon and Gateway arc dead even until

we come to the video data performance. The Falcon motherboard’s

VL-Bus and the Genoa card are able to transfer raw data at nearly

twice the speed of the Gateway.

This discrepancy brings us to out next test, which indicates how
quicldy the systems can display three-dimensional polygon informa-

tion in real-time animation. While the data transfer test is more

abstract, this Superscape (a well-known virtual reality development

company) test more accurately represents the tasks the computers will

be asked to perform in the heat of intensive gameplay.

Superscape Three Dimensional Frame Rate Test
(times given are in seconds)

Falcon Mach 5 with Genoa accelerator 41.6

Gateway 4DX2-66V with ATI accelerator 45.4

486 33 MHz “generic" clone with Diamond Stealth accelerator 15.3

386 40 MHz "generic" clone without accelerator 13.3



While the Falcon system could transfer video data much faster than

the Gateway, the ATI card in the Gateway was more adept at

processing the information into an actual image we can see. Both

perform light-years beyond the “king of the heap” video accelerator

ol only 1 8 months ago, and phenomenally better than a non-acceler-

ated video display system.

The Thrillah With Vanilla (Main Event)

While these tests clearly show the two systems to peiform well

beyond standard 486 systems, we haven't seen how their stamina

holds up to the excruciating demands ofgame software. For this bout,

the systems met head-to-head at center ring with identical, optimized

config.sys and autoexec.bat files which maximize the amount of free

conventional memory, and are “vanilla” systems, meaning that noth-

ing is loaded except the drivers necessary to access such things as the

CD-ROM drives and sound cards.

1 should note that the Gateway docs not include a sound card

(though it does have a Sony CD-ROM controller card which provides

CD-ROM sound). I installed a Sound Blaster Pro in the Gateway,

and used the same set ofstudio monitors (not those includcti with the

Falcon, which are a little low on bass-response for my tastes) for both

systems. I used the same CFI Flightstick Pro on each system, but on

the Falcon, I plugged the joystick into the dedicated controller card,

while on the Gateway, 1 used the port on the Sound Blaster card (the

Gateway does not include a game port). I'hose disclaimers aside, I set

out several hours and installed Strike Commnmlc>\ Links386

Pro and 7th Guest on both systems to see how they would play.

Round 1 {X-Win^

First, I dimmed the lights and brought up X-Wing, and performed

my test of entering the first training mission, accelerating to full

power, heading through the first four gates, then performing a double

roll before entering the fifth gate. This test not only required CTU
intensive polygon calculations, but also required hard disk access to

move from the training room to the first mission. The Gateway

performed the flight in 22 seconds while the Falcon came in close at

23 seconds.

Round 2 {Strike Commander)

Next, 1 dropped my blaster helmet and slid into my khakis and

loaded up Strike Commander. I set up a dogfighting training mission

with five ace bogies (MiG-2 Is) coming at me at 15,000 feet. 1 timed

not only the time to load the mission (from the armament screen) but

also the time it took to accelerate to 500 knots and then execute two

and a half snap rolls. The Falcon performed the run in 35 seconds

while the Gateway took 40 seconds. I should note that Strike Com-
mander 'vi probably the most hardware-intensive game yet released,

and loading the mission took the brunt of the time. Both systems

performed the snap rolls so quickly that 1 had to shake back a bloody

nose and a potential “red-out.”

Round 3 {Links 386 Pro)

Sloughing my khakis for some plaid polyester pants, 1 headed for

Links 386 Pro and the second hole at the Belfry, in North Warwick-

shire, England. On both systems, I set all levels ofrealism to maximum
(overkill, really, since who needs to see every needle on a pine tree 300

yards away?), and simply recorded the time it took to render the

second hole’s panoramic scenery (I chose the second hole instead of

the first since Links386Pro loads trees and other objects into memor)'

the first time it renders a course, so the first hole is always a slow draw).

The Gateway stole the show, rendering the scene in 5 .seconds, while

it felt like the Falcon struggled a bit as it took 1 1 seconds to draw the

scene. Since I.inks 386 Pro is one of the handful of programs that

actually make use of more than 4MB RAA4, and since the Gateway

system sports a whopjfing 16MB, the performance difference can

easily be attributed to this extra RAM. I should mention that to run

Linkson the Gateway, 1 first had to run ATI’s VESA-mode emulator

program from the DOS prompt.

Round 4 ( The 7th Guest)

Finally, I showered and neatly folded my warwick-plaids and lit up

a nice calabash pipe, took a mellow puff, and picked up a sweet,

though hauntingly disturbing Victorian porcelain doll. I loaded up

7th Guest. In the Statif mansion, 1 simply recorded the time it took

to ascend the eerie blue marble stairway up to the second floor. The

Falcon won out at 14 seconds while the Gateway nosed in second at

1 6 seconds for the long climb. While the Gateway’s extra RAM allows

it to crunch the video numbers more quickly, 7th GuestxQ3.As its video

directly offthe CD-ROM, and it seems that the Falcon’s CD was able

to deliver the data faster. Of all the games I installed, I only had

problems with the 7th Guest on the Falcon, which required some

tweaking and reinstallation even with the Genoa fix provided by

Trilobyte.

Split Decision

As you can see, performance wise, both machines Fared nearly

equally in the field of play. As for my suhjective impressions, both

were dream-machines, full of enough power for every game I threw

their way. The quality of the video was an absolute toss-up, both

producing rich, gorgeous displays, and with the Sound Blaster in-

stalled in the Gateway, both sounded as good as 1 had hoped.

Can I pick a winner? Well, it depends on what you really want to

do with your steroid-fueled game computer. If you want a computer

to double as a nine-to-five system, and you run a lot of Windows
applications, 1 would have to recommend the Gateway. The Add

graphics card is set up to run Windows better than the Genoa card

installed in the Falcon, Windows is included, and the mouse is

genuine Microsoft.

On the other hand, if you want to go all-out for games, the Falcon

is the best bet for your money. You get a better monitor (the MAG
monitors, both 15" and 17", are PC Magazine Editor’s Choice

winners), and a bundled joystick, high-speed game card, speakers and

sound card. Though, 1 will say, the Focus keyboard included with the

Falcon feels cheap compared to the “liquid-touch” of the Gateway

keyboard.

If you arc looking purely at the dollar signs, the Mach 5 and the

4DX2-66V finish in a dead heat, value-wise. While the Mach 5 is

$178 lower in price and includes over $200 worth of gaming acces-

sories, the 4DX2-66V offers 1 2 additional MB of RAM, a hard disk

almost twice the size, Windows software, and a choice of one “real

world” application program.

The bottom line, though, is that both of these systems are the best

of the best, and I’d bet that whichever you purchased, you’d be ver}’’

satisfied with the ability to fly immelmans around nearly evety other

computer on the planet. Though “ties are like kissing your sister,” we
hope this comparison at least gave you a better understanding of the

factors involved in a gaming hardware purchase and made you

better-armed for the hardware wars, cbw



BEST Stocking Up On Holidav Joy UJith Our

Holicloy Shoreiuare Picks

by Chuck Miller

A
s wc enter the Holiday season I

thought I’d offer my own abbreviated

Buying Guide of excellent shareware

titles to scuff in your favorite person’s stock-

ing. Because of space constraints, I have lim-

ited the focus to three of the shareware

industry’s highest caliber publishers: Apogee

Software, Epic MegaGames and Software

Creations, Ail of the following titles are

highly recommended, and most are more

reasonable than retail for any Scrooges in the

crowd.

Reaching the Apogee

A steady stream of entertaining and play-

able games have flowed from the prolific

shareware fountain known as Apogee Soft-

ware. Their only significant failing has been

the continued use of EGA images in a VGA
world. Thankfully, this has changed with the

release of four new games: Halloivcen Many,

Duke Nukew 2, Blake Stone 3D and Raptor:

Call of the Shadows, the latter two being the

most significant of these new offerings. While

1 intended to cover both Blake Stone 3D xxM

Raptor, I was unable to coax my beta Blake

Stone to run (it arrived the day this column

was due). So, I will limit my coverage to that

of Raptor.

RajMor

Simply put, is Apogee’s most profes-

sional and competent release since their pub-

lishing of Id’s Wolfenstein 3D. A top-down

perspective, vertical scrolling shooter, Raptor

offers a look familiar to players of^Ymo/wand

Sidewinder, sporting smooth animation and

high quality VGA graphics. One begins each

mission from the Hanger Deck where, before

departing for battle, pilots register in the

Locker Room {entering their name and se-

lecting from one of several portraits) and

equip their fighters from the Supply Room.

When ready to depart, the player begins mis-

sion one (two additional missions arc avail-

able upon registration). Each mission consists

of nine or ten levels of wave after wave of

attacking ships with a final “boss” ship at the

end of each level.

In addition to the exceptional 256-color

VGA graphics, a substantia! audio sound-

track is provided, as arc the requisite digitized

sound effects. Major sound boards are sup-

ported, including support for General Midi.

Those wishing to enlist with Raptor, as well

as check out other new titles from Apogee

should contact Apogee Software, P.O. Box

476389, Garland TX 75047 or call (800)

GAME123 (MasterCard, VISA and Discover

accepted). Raptor h $34.95 plus $5.00 ship-

ping and handling and is due for release in

early December. Action aficionados will find

it a holiday treasure.

Such Wonderful
Software Creations

My favorite of three new titles from Soft-

ware Creations is Hexxagoti, and its registered

sister Hexxagon 11, developed by Argo Games.

Similar to Thromulus :\\\<\ Spot, Hex-xagon is a

turn-based, animated strategy game of con-

quest. Pitting two players against each other

(human vs. human or human vs. computer),

Hexxagon requires that you obtain and con-

trol more hexes on the playing field than your

opponent in order to win. Each player begins

with three hexes and seeks to acquire more by

moving or jumping to adjoining vacant

hexes, or by landing next to an opponent’s

hex(es) and consuming their picce(s), replac-

ing it or them with their own (cell mutation,

of sorts). This process continues until all

Hexxagon

hexes are occupied, with the winner holding

the most territory. While play is simple,

Hexxagon is an extremely addictive game,

more so than many similar titles.

This shareware gem features 256-color

VGA graphics, Sound Blaster sound effects,

multiple difficulty settings, and an easy-to-

use interface, A built-in board editor allows

the player to construct his or her own board

designs, with the ability to save five fiworite

conllgurations. Hexxagon is one of the best

stocking sniffers around for both the strategy

gamer and for those who normally don’t play

strategy titles. It is available for $20, plus $2

shipping and handling. Upon receipt of pay-

ment, Hexxagon //will be mailed to all regis-

tered owners. I highly recommend it.

Squarez Deluxe

Scjiiarez Deluxe, the second game from Soft-

ware Creations, is another strategy title. The

goal of this strategy puzzler, which has a

Tetris-Wke feel, is to race against the clock or

stay ahead of your opponent in the process of

building “squarez” (square blocks of tiles, as

the name implies). What makes this puzzle

game interesting, though, is the variety of

pieces used. Sporadically, hazardous chemi-

cals, missiles, bombs, spikes, and ocher bizarre

items appear in one’s pieces, making place-

ment a critical matter. Forming a square con-

taining one of the special pieces activates it.

Speed also plays a factor, rewarding faster

players with more points. Three levels ofplay

help spice up the action: Basic mode for

traditional puzzle gamers. Normal mode of-

fering a balance of special tiles, and Extreme

mode niled with bizarre tiles and surprises.

Support is provided for one or two players.

In addition, Squarez Deluxe requires VGA
graphics and 640K RAM, and features Ad

Pti^e S6 Compttier Ccuning World



CHIPS
&BITS
PO Box 234

Rochester VT 05767

Call 800-599-4263

Int'l 802-767-3033

Fax 802-767-3382

S-10006

Visa & MC Accepted. Checks Held 4

Weeks. Money Orders Treated as Cash.

Most Items Shipped Same Day. Shipping

Times not guaranteed. Check compatibil-

ity before you buy. Defectives replaced with

the same product. ALL SALES FINAL

Shipping to US,PR,AK,HI,APO, & FPO $3

per order. Air Mail to Canada $5 per order.

2 Business Day Air $5 per order; PR,Hi $1

2

1st item + $2 ea add'l; AK $19 1st item +

$2 ea add'l

Europe. S.AmericaAir Mail $19 1st item +

$6 each add'l. Asia, Australia, Africa Air

Mail $25 1st item + $6 each add'l.

Handling $2 per shipment

‘IRON HELIX CD’

You are out gunned

and on the run from

a deadly defender

robot with only your

wits to prevent in-

tergalactlc war.

Your mission: de-

stroy the doomsday

weapon on board a

derelict spaceship.

Iron Helix combines

fluid nonstop action

with stunning photo

realistic 3-D graph-

ics and a dynamite

soundtrack. S60

‘MECHWARRIOR
2’ Climb into one of

16 Battle Mechs

and prepare to set

your imagination

on fire. You're

strapped into a

100-ton machine

that can annihilate

a squadron of

F-tSs in a heart-

beat. And you're

about to battle your

way across the

planetary terrain.

From ice to desert

to urban land. S42

'DAYOFTHETEN-
TACLE' Dr. Fred’s

mutated puqjle ten-

tacle is out to take

over the world.

Travel through time

with three outra-

geous characters.

CO ROM version

has full digitized

speech. Features

the voice of Richard

Sanders who
played Les

Nesman on WKRP.
Floppy Disk S39

CD-ROM S45

'SSN-21 SEA
WOLF' is the se-

quel to the smash

hit 668 Attack Sub.

A crisis has

erupted and light-

ing between the US
and Russian's navy

has occurred. As

the commander of

the SSN-21. you

are ordered into

battle to destroy

the fleet. Features

over one hundred

16-blt digital true

stereo effects. S52

IBM HARDWARE IBM HARDWARE IBM SIMULATION IBM SIMULATION IBM SIMULATION

Acoustic Research P22 S79 Thrustmastr Game Card S27 Eye of the Storm Fit SimS29 Knights of the Sky 829 Sky Chase S9 12 Roads to Getlsyburg $48

Acoustic Research P42S159 Thrustmastr Rudder CS $99 F117A Stealth Fighter $42 Life and Death $19 Speed Racer 836 7th Guest S54

Acoustic Rsearch P570S319 Thrustmaster WCS II S94 FI 5 Strike Eagle 1 $7 Life and Death 2 $24 Strike Commander $46 7lh Guest 2:11lh Hour $65

Acoustic Rsearch P622S239 Video Blaster S349 FI 5 Strike Eagle 2 $15 Lighlspeed S9 Strike Com Speech Pak $18 A Christmas Carol $18

AdLib Sound Card S34 Virtual Pilot S69 FI 5 Strike Eagle 2 Seen SI 7 Mantis Exp Speech Pak 819 Stunt Driver $15 Adult Reference $24

Adlib Gold Sound Card S99 Voice Blaster S64 FI 5 3 Aces Pak $49 Mantis Experimental Ftr 828 Stunt Island $36 Adv of Brad Stallion $39

Adlib Programmer’s Man S6 F15 Strike Eagle III S41 Maximum OverKill $43 Sub War 2025 $42 Adv of Willie Beamish $39

Adv Gravis Ultrasound SI 29 FI 9 Stealth Fighter $12 Max Overkill Mission 1 $28 Syndicate $33 Aegis: (juaroian oi i-ieeiSib4

Champ Joystick SI 9
l»MblMULAIIUN F40 Pursuit Simulator $31 Max Overkill Mission 2 $28 Tank $16 Aesop Multimedia Fable $30

Flight Stick Joystick S36 Falcon 3.0 $48 Max Pac $19 Task Force Admiral PackS52 Airworks Music Library 534

Flight Stick Pro Joystick S57 AT P Flight Simulator $19 Falcon 3 Seen 1 $24 Mechwarrior2 $42 Team Yankee S19 Alone in the Dark 848

Game Card 3 Automatic S39 A.T.A.C $30 Falcon 3 Seen 2 Mig 29 $33 MegaForiress $12 Team Yankee 2 $24 American Vista $52

Lablec 105 Powr SpeakrS21 AID Avenger 1993 346 Falcon AT $16 Megatortress Mission 1 $26 Test Drive 2 $30 Americans in Space $41

Maxx Cobra Flightstick S54 A320 Airbus $44 Fire & Forget 2 $30 Mogalortress Mission 2 $26 Test Drive 2: Collection $19 Anabel Dream Anc EgypS52

Maxx Control Yoke S54 AH-64 Helicopter 846 Fleet Defender $48 Megafortress Mega Pak $38 Test Drive 2:Euro Chal S6 Atlas Pack $71

Maxx Rudder Pedals FLTS39 Aces Over Europe $41 Flight Planner $24 Miami Enforcer $39 Test Drive 2:Muscle Car $12 Atlas of U.S. Presidents $26

Media Concept S59 Aces Europe Mission 1 $27 Flight Simulator 4.0 $42 Microsoft Flight Sim 5.0 $49 Test Drive 2:Supercars $12 B17 w/ Silent Service 2 $42

PC Symphony S37 Aces Europe Mission 2 $27 Flight of the Intruder $15 Mig 29 Fulcrum $32 Test Drive 3 829 Backroad Racers 343

Pilot Control Stand S20 Aces of the Pacific $42 Fly the Grand Canyon $39 New Facilities Locator $12 Test Drive 3:Road & CarS12 Batlle Chess $46

Pro Audio Spectrum 163149 Aces Pacific Mission 1 S27 Grand Canyon Scenery $16 Orbits $37 Thunderhawk $9 Blue Force; Next of Kin $44

Pro Audio Spectrm PlusS129 Aces of the Deep S42 Grandest Fleet $36 Pacific Strike $52 Tie Fighter $48 Bodywork: Adv Anatomy $52

Rudder Pedals Driving S39 Air Duel $34 Great Naval Battles $44 Power Boat Simulator $39 Top Gun Danger Zone $20 Britannica Family ChoiceS64

Sony SRS7 Speakers $9 Air Warrior SVGA $35 GNB America in Atlantic $21 PowerHils: BattleTech $32 Tornado $48 Busty Babes $32

Sony SRS9 Speakers $16 Aircraft Scenery Design $35 GNB Super Ships of All $19 Power Politics WIN $19 Tracon 2 $29 Buzz Aldrin Race Space $59

Sound Blaster 16 ASP S219 AirportPaciiities Dir $12 GNB Scenario Builder $28 Privateer $52 Tracon2WIN $34 California Travel $9

Sound Blaster Deluxe $89 Allied Forces $9 Gunship $12 Rapeon $29 Tracon WIN $28 Campaign $35

SBIaster Discovery 16 S469 Armour Geddon $32 Gunship 2000 $37 Reach lor the Skies $31 Ultrabots Sanction EarthS36 Castles 2 $50

SSIasler Discovery 8 $399 Armoured Fist $52 Gunship 2000 Seen DiskS24 Red Baron VGA $36 Voice Commandr F117AS18 Chessmaster 3000 $46

SBIaster Edtainmen1 168519 Assignment Miami $26 Harrier Assault $32 Red Baron Mission Disk.324 Voice Command F15SE3S18 Conan $21

SBIaster Edutainment 8S448 Attack Pack $42 Harrier Assault SVGA $48 Red Storm Rising ODCPS12 Western Europe Disk $9 Conquests Robin Hood $42

SBIaster Power SpeakerS24 B17 Flying Fortress $24 Hawaiian Odyssey $16 Sailing Instrctr Pack 8239 Wing Commander S19 Conspiracy $45

Sound Blaster Pro DIx $124 Battle Command $6 Heatwave $6 Sailing Simulators $42 WC Secret Miss 1 & 2 $20 Crossword Cracker $50

Snd Blaster Voice EditorS54 Birds of Prey $32 Heroes of the 357th $15 Sailing Sim 3 East CoastS32 Wing Commander DIx $48 Curse of Enchanlia $26

Sound Galaxy BX2 $65 Blue Max Aces Great WarS6 HoverForce $31 Sailing Sim 3 W Coast S32 Wing Commander 2 $48 Cyber Space $38

Sound Galaxy NX2 $79 Car and Driver $26 Hyperspeed $12 Scenery Collection Set AS19 W C 2 Operation 1 or 2 $22 Day of the Tentacle $45

Sound Galaxy NXPRO 3119 Cardinal of the Kremlin 36 Indy Car Racing $48 Scenery Collection Set BS34 W C 2 Speech Mod $13 Deep Throat $42

Snd Galaxy NXPRO 165169 Coaster $32 Instrument Pilot Seen E $59 Scenery Colltn CaliforniaS19 Wing Commander Acad $34 Desert Storm $32

Snd Galaxy MullimediaS399 Conqueror Multi Tank $6 Instrument Pilot Seen W$49 Seen Colltn Great Britain$19 Wollpack $15 Discoverios ol the DeepiS37

Snd Galaxy 16 MMediaS499 Crash Course $9 Japan Scenery Disk $19 Scenery Enhance EditorS2l World Circuit $32 Don Quixote $24

Sound Machine $94 Cyber Race $42 Jet Fighter 2.0 $39 Sea Wolf $52 World Circut Champ Ed $45 Dracula $48

Sound Star Sound Enh $9 Das Boot Submarine $9 Jet Fighter 2.0 Miss DiskSIO Seal Team $42 X-Wing $38 Dracula Unleashed $51

Thrustmaster Driving CSS99 Delta V $48 Jump Jet $39 Secret Weapn Luftwaffe $34 X-Wing Mission Disk 1 $20 Dragon's Lair $36

Thrustmaster FCS Pro $99 Design Your Own RR $19 Jump Jet Aces Pack $50 Shuttle $26 X-Wing Mission Disk 2 $20 Dune $54

Thrustmaster Flight CS $59 Elite Plus $19 Killing Cloud $6 Silent Service 2 $19 Yeager's Air Combat $21 EcoQuest $42



Lib/Sounct Blaster compatibility. Twenty

bucks plus $2 shipping and handling delivers

the regi.stered version featuring many game

enhancements.

Gamers with greater action in mind should

check out Raid (Argo Games), an ar-

cade shoot ’em up where you must defend

your lonely desert bunker from wave after

wave of planes, helicopters, scuds and para-

chutists. Let just three ’chutists land and the

game’s history. Successfully defending your

bunker earns rewards in the form of cute

intermission performances—pizza delivery

was my flworite—and the chance to see your

name immortalized in digital light on the

High Score page.

Each level is comprised ofa certain number

oftransport planes flying overhead, dropping

parachutists on their way across the screen.

Shooting a plane before it begins unloading

’chutists is the best route, as a screen full of

falling troopers arc harder to handle. How-
ever, as a plane explodes, it often drops wreck-

age on paratroopers who have landed. Let one

bomb or mi,ssilc slip by, though, and it’s

good-bye bunker!

Night Raid features 256-color VGA graph-

ics, multi-channel sound effects (for Sound

Blaster and Disney Sound Source), over 20

minutes of music (Ad Lib/Sound Blaster) and

an easy to use interface. Though simple,

Night Raid is a blast to play!

Night Raid

A 286 or better PC is required, though a

.386 is strongly recommended. Registration is

a mere $15, plus $2 shipping and handling

(while the shareware version includes only

three levels, the registered version adds an

extra 11 levels). Tho.sewishing to order either

Hexxagon, Squarez Deluxewndlor Night Raid

should send a check or money order (in U.S.

dollars) to: Software Creations, 26 Harris

Street, Clinton MA01510 (MA residents add

5% sales tax) . Please specify disk size. To place

an order with VISA or MasterCard, call (508)

368-8654.

Games of Epic Proportions

Two titles from EpicMegaGames that soon

may be swooping your way are Solar Winds

and Zone 66. The first. Solar Winds, offers

players the opportunity to explore the vast-

ness ofspace in the tradition Starflight-Sind

Star Control. As Jake Stone, a galactic bounty

hunter, the player is charged with completing

numerous missions which force him to

choose between stellar government and rebel

forces. Though much of the game involves

delivering goods in exchange for desirable

(and necessary) items, and in Fighting off

hostile attackers, one must, in the end, take a

stand on one side ofthe conflict. Staying alive

long enough to reach the game’s conclusion

will be no easy feat. Careful management of

resources and regular game saves are necessary

to avoid becoming a crispy cinder in space.

A “camper’s stew” concoction of gaming

elements, Solar includes fast-paced ar-

cade action, strategic planning and role-play-

ing elements all stirred together to make this

sci-Fi title a tasty and filling dish. While em-

phasis does seem heavier in the action (ship-

to-ship combat) and strategy (resource

management) elements, there are still suffi-

cient role-playing components to widen the

appeal of the game beyond that of strategists

and wargamers alone.

In all, Solar Winds\s an exceptional product

and worth the $30 registration fee (plus $4

S&H). For that price you’ll receive both epi-

sodes of Solar Winds (The Escape and Uni-

verse—oidy Episode 1 is shareware); a hint

booklet, a disk ofbonus games; and a shortcut

patch that gives you extra energy and missiles.

A 286 or better, VGA graphics and 512K
RAM are required.

Zone 66, a high-tech 32-bit arcide game for

386 and faster MS-DOS compatibles, allows

the player to be a pilot in a war-torn future

where survival requires defending the home-

land from hostile enemies. In this action title,

one must fly a fighter jet through a huge 360-

degree scrolling playfield viewed from a top-

down perspective. The goal: inflict massive

damage on enemy bunkers, artillery and indus-

tri;il sites, effectively stopping them in their

tracks before there’s no one left to defend.

Featuring a unique introduction, excellent

VGA graphics, and a high quality, upbeat

audio soundtrack. Zone 66 offers joystick

jockeys a healthy dose of entertainment for

their money. However, occ;isional thumb

twitchers may find the action a bit much to

bear, as this title is quite intense. Zone 6^6also

requires some extra configuring to get it up

and running, because it employs an ultra-fast

mode that takes full advantage of386 or faster

systems and, as such, will not work ifyou have

any memory managers or TSRs loaded.

The shareware version of Zone includes

the first of four missions, all of which are

available once registered. These include; For-

eign Shores, Ice Wind, Desert Heat and War
Planes. Registration is $30, plus $4 shipping

and handling. An add-on module of four

additional missions is also available for $25

or, ifone prefers, all eight missions can be had

for $45, plus the $4 S&H fee. A 386 or better

system, 2MB RAM and VGA graphics arc

required. Though the keyboard is supported,

a joystick is highly recommended.

Zone 66

Those desiring to experience one or both of

these worthy titles should contact; Epic

MegaGames, 10406 Holbrook Drive, Poto-

mac MD 20854 or call (800) 972-7434 to

place an order, or (310) 983-9771 for general

information. VISA and MasterCard are ac-

cepted (MD residents add 5% sales tax).

Weil, this concludes our look at shareware

titles for the Holidays. Until next time, great

gaming and best wishes for a bics.sed Holiday

season!

Send Us Your Best

If you have authored a shareware ot public

domain game for MS-DOS compatible,

Macintosh or Amiga computers and would

like to have it considered for review in this

column, please send two complete copies on

3.5” disks with documentation and a cover

letter to:

Best of the Rest

Computer Gaming World
130 Chaparral Court, Suite 260
Anaheim Hills, CA 92808. cgw
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•POLICE QUEST 4: OPEN SEASON’ You're a detective

for LAPO. A tough job under any condition, but especialiy

now that you must solve a string of random murders. Fea-

tures digitized background and video captured actors. S42

•QUEST FOR GLORY 4' Your challenge is to rid the land of

evil by destroying the Dark One himself. When you explore

the realm of the undead to find him, wraiths, vampires, and

monsters are lurking waiting for your next mistake, S42

ERIC THE
UNREADY’ is on a

madcap quest

through this hilari-

ous fantasy world

packed with drag-

ons, unicorns and

the dreaded Attack

Turtles. Cut

through a swath of

destruction as you

unravel the secret

of Queen Morgana.

Features Hi-Res

SVGA graphics.

3.5” S21

CD ROM S36

•GATEWAY 2:

HOMEWORLD’
More deep space

adventure, more
alien encounters,

more exotic new
worlds & special ef-

fects in the continu-

ing saga. Battle a

fantastic cult of ter-

rorists & cross the

event horizon of a

black hole to dis-

cover mankind’s

last hope for sur-

vival -the Heechee

Homeworld. S34

'COMPANIONS
OF XANTH'
Explore Piers

Anthony's magical

world of mystic

wonders and

become a player in

a game where the

stakes are the

existence of magic

itself. Interact with

Elves, Ogres. De-

mons, Centaurs, a

serpentine Naga
princess, and

the deadly Gap
Dragon. S36

IBM CD ROM

Eclasy S32

El Grito Del Jaguar WIN $46

Eric The Unready $36

European Racers $44

Eye of the Beholder 3 $43

F15 2W/B17 $44

Family Doctor $51

Fantasy Empires $36

Fascination WIN $39

Fatly Bear’s Funpack 334

Fatty Bear World Game 344

Fatly Bears B-Day Surpr$38

Gobliiins $30

Gobliiins 2 $30

Gofer’s Winkel Advet $29

Great Cities World Vol 1 $52

Great Cities World Vol 2 $52

Great Naval Battles $55

Gunship 2000 W Seen $44

Guy Spy $29

Guy Spy Terror Deep $36

Hell Cab 365

Hi-Tech Aircraft $43

Impressionist Sources $49

Inca $42

Indy Jones Fate Allantis $52

Interactive Slorylime VI $30

Inioractive Storytime V2S30
Interactive Storytime V3 $30

Iron Helix $60

Jack and the Beanstalk $34

Japanese Alive $118

Jersey Devil $34

Jones In The Fast Lane $42

Jungle Book WIN $24

Jutland $52

King’s Quest 5 WIN $42

King’s Quest 6 $48

King’s Ransom $38

Koshan Conspiracy $48

Labyrinth $39

Lands o( Lore $35

Laura Bow 2 $42

Learn to Speak Spanish $64

IBM CD ROM

Legend of Kyrandia $49

Library Art; RenaissanceSGO

Loom $39

Lord of the Rings $38

Lost in Time 342

Lovely Ladies $39

MadOogMcree $32

Mammals $92

Man Enough $48

Mantis Exprimntal FightrS45

Mario Teaches Typing $48

Microcosm $49

Mosaic Magic $34

Multimedia: Vivaldi WIN $34

My Private Collection $39

Myst $64

Omar Sharif on Bridge $46

Oshkosk ’92 $39

PC Pix $39

Phantasmagoria $59

Pilgrim Quest $64

Presidents: Start GeorgeS94

Pull Putt Goes to Moon $44

Pull Putt Joins Parade $48

PutI Putt's Funpack $34

Rebel Assual! $44

Return of the Phantom $42

Rodney’s Funscreen $46

Ruturn To Zork $48

Scrabble Deluxe $30

Secret Monkey Island $39

Shadow of the Comet $48

Shelly Duvall’s Bird Kite $42

Sherlock Holmes 1 $44

Sherlock Holmes 2 $44

Sherlock Holmes 3 $51

Shuttle $24

Sim Ant $48

Sim City $48

Sim Earth $48

Slater & Charlie $42

Software Toolworks Ref $79

Space Quest 4 S39

Spellcasting Bundle $32

IBM CD ROM

Spirit of Excalibur $32

Star Trek 25 AnniversaryS46

Stellar 7 $42

Street Atlas USA ;$108

Stronghold 836

Sweet & Low: Amer FolkS32

Talking Classic Tales $60

Talking Jungle Safari $60

Team Yankee 2 $29

U.S. Atlas 3 Multimedia $52

U.S. Atlas with Automap $64

U.S. President $32

USA Wars: Civil War $32

Ultima Underworld 1 &2$52
Under a Killing Moon $48

Velveteen Rabbit ChiidrnS58

Video Cube $45

Vital Sign: Good Health $61

Where World CSDDIx $59

W.Commander/ Ultima 6 $57

W.C. / Underworld $59

Winning Elections $83

Wolf Pack $39

World Allas $58

World Vista $52

World of Keen $42

Wrath of the Demon $29

IBM ADVENTURE

007 Jame Bond Slllh Alf 812

Adv of Willie Beamish $24

All Dogs go to Heaven $17

Alone in the Dark

Alone in the Dark 2

Altered Destiny

Amazon

An American Tail

B.A.T.

Batman Returns

Beverly Hillbillies

Bloodnet

Bloodstone

IBM ADVENTURE

Bloodstone Char Edit $16

Blue Force: Next of Kin $42

Castle Wolfenstein $32

Codename Iceman $1

5

Colonel’s Bequest $15

Conquests Robin Hood $36

Conquests of Camelot $15

Conspiracy Deadick File 834

Covert Action $9

Crime Does Not Pay $12

Cruise lor a Corpse $19

D Generation $28

Dark Hail $9

Dark Heart ot Uukrul $34

David Wolf Secret Agent $15

Day ol the Tentacle $34

DcjaVu1&2WIN $28

Discoveries of the Deep $37

Don’t Go Alone S6

Dragon Knight 3 $49

Dragon’s Sphere $42

Dreamweb $36

Duck Tales $15

Earth Invasion WIN $26

Earthrise $9

East vs West Berlin 1948 S9

Elf $24

Epic $32

Eric the Unready $21

Flashback $29

Floor 13 $15

Fool's Errand 312

Freddy Pharkas $42

Free DC $6

Future Wars 89

Gabriel Knight $42

Galleons of Glory $19

Gama Force $6

Gateway $13

Gateway 2:Homewor[d $34

Gateway Collect 1 & 2 $32

Godfather $29

GrailQuest $12

HUMANS $26

IBM ADVENTURE

Hare Raising Havoc $12

Heart ol China VGA $19

Heaven and Earth $32

Heimdall $17

Hired Guns $32

Homey D. Clown $27

Hook $32

Hound of Shadow SI 4

Inca $29

Inca 2 $42

Indy Jones Fate Atlantis 836

Innocent Until Caught $38

Inspector Gadget $34

Isle of the Dead $38

Jack the Ripper 839

Jagged Alliance $48

KGB $17

King's Quest 5 VGA $36

King’s Quest 6 VGA $42

King's Ransom $38

Krislal S9

Kronolog : Nazi Paradox$42

L.A. Law $9

Laffer Utilities WIN 824

Lane Mastadon S6

Laura Bow 2 $36

Leather Goddesses $12

Leather Goddesses 2 $42

Legend ol Kyrandia $32

Legend ot Kyrandia 2 $35

Leisure Suit Larry 1 VGAS12
Leisure Suit Larry 5 VGAS19
Leisure Suit Larry 6 $42

Loom $19

Lords of the Rising Sun $34

Lost File Sherlock HolmeS26

Lost in Time $36

Magic Pockets $18

Manhole $25

Manhunter New York $28

Manhunter SanFranciscoSiS

Maniac Mansion $18

Martian Memorandum $19

Merchant Prince $39

IBM ADVENTURE

Metal Mutant $32

Mixed Up Faery Tale $29

Mixed-Up Mother GooseS29

Nebulas $27

Out of this World $36

Pepper’s Adventure Time$29

Plan 9 from Outer SpaceS31

Police Quest 1 VGA $24

Police Quest 2 $15

Police Quest 3 VGA $29

Police Quest 4 $42

Prince of Pereia $25

Prince of Persia 2 $44

Return of the Phantom $39

Return to Zork $46

Rex Nebular $36

Rex Nebular Master EditS52

Rillwar Legacy $37

Riftwar Legacy CE $16

Ringworld $35

Rise ol the Dragon $34

Robocop 3 $32

SDI $7

Sam & Max Hit the RoadS38

Screen Antics WIN $19

Search for the King $24

Secret Monkey Island $23

Secret Monkey Island 2 $38

Secret ol 7th Labyrinth $42

Shadow Caster $52

ShadowgateWlN $34

Space Quest 1 $16

Space Quest 4 $36

Space Quest 5 $34

Spellcasting 101 $19

Spellcasling 201 $36

Spellcasting 301 $34

Star Trek 25th Annivrsry $36

Star TrekrJudgment Rite $38

Starship $38

Stellar 7 $21

Surl Ninjas $37

Teen Mutant Ninja Turtle $25

Terminator 2029 $37

DECC6W2

$35

$36

$29
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Peripheral Survey

Basham is co-aurhor of |alcon 3.0: The Com-
plete Handbook and Dynamix Great Warplanes:

The Ultimate Strategy Guide.

Would-be pilots no longer have to

join the military and dedicate

years of their lives to training to

know the thrill of strapping into a cockpit,

planting their feer on rudder pedals, grabbing

a flight stick, and kicking in the afterburners.

Just as PC-based flight simulations have

made great strides in bringing realistic com-

bat situations to the armchair fighter jock,

hardware has also kept up the pace so that a

large enough payload of external controllers

has been developed to make the flight sim

experience a more visceral one.

One company in particular has made flight

sim hardware Job #1. Thrustmaster, Inc.

began with a goal: to bring realistic-looking,

fully functional throttle control devices to PC
flight simulators. From modest beginnings,

the Thrustmaster product line has ballooned

to include multiple variants of the original

throttle control, multiple lines of joysticks,

rudder pedals, higii-end game cards, and even

a lull cockpit model!

The Throttle Jockey’s Dream

The first of the Thrustmaster line, the

Weapons Control System (WCS), is loosely

modeled after an F-15 throttle and is based

on the Hands On Throttle And Stick ox HO-
I'AS concept. HOTAS designs attempt to

place every function a pilot could possibly

need during combat on the throttle and stick.

In this way, he never has to remove his hands

from the aircraft’s controls in order to operate

radar, weapons, or other critical items. Prior

to 'Phrustmaster products, flight sim users

were woefully disadvantaged in this respect

and forced to use the keyboard for most

fimetions.

Molded to fit the user’s left hand, the WCS
has six buttons and a three-position rocker

switch mounted on the grip. Three buttons

are mounted on the front of the grip and are

operated by the user’s ring, middle and index

fingers. The remaining three switches and the

rocker switch arc mounted on the side of the

grip and are operated by the user’s thumb.

The WCS has gone through several design

modifications, and is now available in three

variants: the WCS Mk 1, the UPROM up-

grade for the WCS Mk 1, and the WCS Mk
11 ,

The WCS Mk I

The WCS Mk 1 is the original throttle

design concept. Using a PROM (program-

mable ROM) chip, users plug their keyboard

into the unit, then plug the unit into the

keyboard connector of their PC. Based on

values stored in the internal PROM, each

button is assigned a particular key. Pressing

the button sends the assigned keystroke to

"Chief lest pilot" Buzz I loffni.in enjoys respite

between sorties in Thruslmaster's cockpit with

fiberglass F-U) fuselage.

your PC, just as though you typed it at the

keyboard. For example, if the letter “t” was

assigned to Button 1, pressing Burton 1

would generate a “t” on the computer screen,

just as though the user typed it at the key-

board. Since the keyboard plugs into the

WCS, it is still totally functional as well.

During a game, users may mix keystrokes and

WCS button presses freely, so the WCS does

not have to be unplugged from the PC when

the user wants to do other tasks, such as word

processing. The PROM inside the WCS
comes factory programmed with preset bur-

ton assignments for most PC flight simula-

tors. The user configures the WCS for the

desired prograni by setting a bank of DIP
.switches found along the front of the unit.

Although made of plastic, the WCS is

amazingly stout. During many hours of in-

tense air battles, I often slammed the throttle

to either the fore or alt stop extremely hard.

Despite abuse at my hand, my original WCS
Mk 1 has survived nearly two years of flight

simulating without a single crack.

The Mk I has many advantages. By storing

multiple configurations in the PROM, the

Mk I can be used with multiple flight simu-

lators. Also, by using user-replaceable

PROMs, replacement chips containing con-

figui'ations for new [products can be pur-

chased so the Mk 1 docs not become obsolete.

Its largest advantage is the application of HO-
TAS to flight simulators. Anyone who has

ever tired of finger g)'mnasrics across the key-

board while flying Falcon 3.0 will greatly

appreciate the many buttons and switches

which can now bo within easy reach.

The WCS Mk I does have a few drawbacks,

however. First, because game publishers do

nor adhere to a standard keyboard layout, the

PROM will eventually become outdated and

Coin/iiiier Camiiifi Worltl
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•STAR TREK 25m
ANNIVERSARY
CD’ Piloting the

Enterprise is a thrill

itself but now hear

the actual voices of

the original crew

plus test your inter-

galactic problem

solving in eight

separate space

and ground mis-

sions. Features

the music and

sound effects from

the TV show and

VGA graphics- S46

‘STRIP POKER
PRO' combines the

strategic play ac-

tion of 5 card Poker

with some very dif-

ferent table stakes.

3 lovely opponents

who are willing and

able to bet it all for

the chance to "beat

the pants off of

you." Play against

3 opponents simul-

taneously. Fea-

tures SVGA graph-

ics and optional

data disks. 533

•PRINCE OF
PERSIA 2’ The
evil magician is

back, this time he

assumes your

identity, steals your

beloved princess,

and casts you out

as a beggar. You

must battle through

15 treacherous lev-

els encountering

serpents, spikes,

spells, skeletons,

and swordsmen.

Then things might

get murky. S44

'LOST ADMIRAL’
is a turn based

production naval

strategy game.
Features 9 sce-

narios. a random

map scenario, 15

campaign games,

flagships with spe-

cial abilities, very

strong artificial em-

pire, in depth offic-

ers ranking system,

accumulates your

career history as

you play and a 2

playeroption. $19

•HAND OF FATE' is

the second title in

the Fables and

Rends series. Fol-

low an offbeat

young mystic,

Zanthia, who must

voyage to the cen-

ter of the world to

undo a hideous

curse. Contains

houi^ of fun for ail

Legend ofKryandia

fans. Features un-

forgettable char-

acters and awe-

some graphics.S34

IBM ADVENTURE IBM EDUCATIONAL IBM ADULT IBM ROLE PLAYING H IBM ROLE PLAYING

Term 2029 Oper Scour SI 9

Term 2029 Rampage S38

The Dark Half DEMO S6

The Dig $45

The Prophecy S29

Time Quest S12

Trolls S7

Under a Killing Moon S43

Uninvited S6

Uninvited V/IN S34

Universe 1-3 Each S34

Walker S32

War in Middle Earth SI 2

Warriors of Legend S19

Weird Dreams S12

Where Amer Past CSD S37

Where in Europe CSD S29

Where Space CSD DIx S44

Whore in Time CSD S32

Where in USA CSD DIx S45

Where in USA is CSD S29

Where in World CSD S32

Where World CSD DIx S52

Wonderland SI 6

Yserbius S24

Zak McKracken S18

IBM EDUCATIONAL

Ace Detective S30

Ace Explorer:SequencngS36

Ace Inquirer S40

Ace Reporter S36

Ace Reporter Deluxe S48

Auto Map S39

AutoWorks S49

Boom Box S19

Castle ot Dr Brain EGA S25

Castle of Dr Brain VGA S29

Cleo is a Dragon S30

Clockworks S19

Comic Book Maker S32

Cuckoo Zoo S32

Dyno-Quest S36

Eagle Eye Mysteries S32

Easy Street S36

EcoQuest 2 $34

EcoQuest VGA $32

Evelyn Wood Dyn Read $24

Fatty Bear B-Day Surpr S32

Fay's Word Rally S32

Incredible Machine VGAS29
Island 0( Dr. Brain VGA S29

Kidworks S30

Kidwriter Gold S32

Mario Teaches Typing S26

Marvin the Moose Vol 1 $30

Marvin the Moose Vol 2 $30

Mavis Teaches Typing $29

Mavis Teach Typing W1NS34
Milliken Storyteller Vol 1 S30

Milliken Storyteller Vol 2 S30

Mozart's Music Machine S18

Munchers Bundle $29

Orbit; Voy Solar System $39

Peter Pan Painting Adv $34

Phonics Plus $25

Picture Perfect $32

Play Room $35

PowerHits: Kids $9

Print Shop Deluxe $49

Print Shop Bus. Graph S29

Putt Putt Goes to Moon S42

Putt Putt Joins Parade S32

Putt Putts Fun Pak S22

Quarky Ouaysoo's Sci $29

Read "n Roll $36

Read "n Roll Data Disk $t2

Reads Rhyme $31

Reader Rabbit 1 $37

Reader Rabbit 2 $37

Reader Rabbit Read Let $37

Robot Writer Plus $30

Rock A Doodle $9

Rodney's Funscreen 332

Scooter’s Magic Castle S32

Sec Island Dr. Quandry $38

Slater 8 Charlie Go CmpS30 PC-PixCD 339 Conan S16

Snapdragon 329 Penthouse Jigsaw XXX 312 Corporation 314

Snoopy's Fun Pack $12 Planet of Lust 312 Curse of Azure Bonds 315

Snoopy’s Fun Pack $9 Sex Olympics $12 Curse Azure Bonds CE 316

SpeedreaderWIN $30 Sex Vixens from Space $12 Cyber Empire 316

Speedreader WIN DD A $12 Strip Poker 3 $31 Cyber Space 339

SpeedreaderWIN DD B $12 Strip Poker 3 DD 1 $19 Cybercon 3 329

Speedreader WIN DD C 312 Strip Poker 3 DD 1 $19 Cybergenic Ranger 39

Spell it Plus 331 Strip Poker 3 DD 1 $19 Dark Heart of Uukrul CE.316

Spell-a-Saurus 327 Strip Poker 3 DD 1 $19 Dark Queen of Krynn 332

Spelling 331 Strip Poker 3 DD 1 $19 Dark Queen Krynn CE 316

Spelling Wiz 322 Strip Poker 3 DD 1 $19 Dark Sun 352

Sticky Bear Spellgaber 332 Strip Poker Professions 1 533 Dark Sun Grey Isle Exp 334

Stickybear Opposites $23 Strip Poker Pro DD 1 $16 Darklancis $37

Stickybear Parts SpeechS32 Strip Poker Pro DD 2 $16 Darklands $39

Stickybear Reading $24 Strip Poker Pro DD 3 516 Darklands Master Editin $51

Stickybear Read Comp $30 Strip Poker Pro DD 4 $16 Daughter of Serpents $19

Stickybear Read Tutor $31 Strip Poker Pro DD 5 $16 Death Knights of Krynn 321

Stickybear Shapes $29 Strip Poker Pro DD 6 $16 Death Knights Krynn CES16
Stickybear Spellgrabber 332 Dragon Strike 312

Stickybear Spelling TutorS32

Story Skelcher S42
1 IBM ROLE PLAYING 1

Dragon Wars

Dragon Wars Char Edit

319

316

Super Munchers $29 Dragons of Flame 39

Super Solver:MidniteRes$30 2400 AD $9 Dungeon Master 331

Super Solver Spellbound$31 Arborea Jour Inner SanclS34 Dungeon Master 2 S36

Super Spellicopter $21 Arena $48 Dusk of the Gods S24

Treasure Mountain $39 Bard’s Tale 1 Char Edit $16 Elvira Mistress Dark 322

TroeHouse $39 Bard’s Tale 2 319 Elvira 2 Jaws Cerberus 319

Under Sea Adventure 339 Sard’s Tale 2 Char Edit 316 Eternam 319

Bard's Tale 3 332 Eye of the Beholder 1 316

1 IBM ADULT
Bard’s Tale 3 Char Edit 316 Eye of the Beholder CE 316

1 Bard’s Tale Construcliori327 Eye of the Beholder 2 319

Black Crypt 332 Eye of Beholder 2 CE 316

Adult Reference CD 324 Bloodwych $15 Eye of the Beholder 3 321

Adve of Brad Stallion CDS39 Buck Rogers CountdownS12 Fire King 324

Busty Babes CD $32 Captain Blood 39 Flames of Freedom 312

Centerfold Squares $21 Celtic Legends 332 Fountain of Dreams CE 316

Deep Throat CD 342 Challenge of 5 Realms 344 Four Crystals of TrazereS19

Ecstacy CD 332 Challenge 5 Realms CE 316 Gateway Savage FmlierS32

Femme Fatale 326 Champions 337 Gods 326

Fmme Fatale DD 1-3 EaS18 Champions of Krynn 319 Gryphon Masters HavlarS38

Jigsaw Pinups 319 Champions Krynn CE 316 Hard Nova Char Edit 316

Lovely Ladies CD 339 Cobra Mission 342 Immortal 317

My Private Colection CDS39 Companion of Xanth $36 Joan of Arc 312

Cirrlf^ Rr-arlpr ’\pr\/irp il4ft

Keys to Marimon 312

Knights of Legend CE $16

Lands of Lore 836

Lands Lore Char Edit $16

Legacy of Necromancer $17

Legacy: Realm OfTerror$38

Legend 331

Legend of Valor 339

Legends of Drakka $38

Lord of the Rings VI 332

Lord of the Rings V1 CE$16
Lord of the Rings V2 337

Lord of the Rings V2 CES16
Loremaster 329

Lost Tribe 329

Lure of the Temptress 337

Magic Candle 1 $19

Magic Candle 2 312

Magic Candle 2 CE 316

Magic Candle 3 319

Martian Dreams 337

Martian Dream CE 316

Matrix Cubed 39

MegaTravellenZhodani 36

MegaTraveller Char EditS16

MegaTraveller2 312

MegaTraveller 2 CE 316

MegaTraveller 3 339

Metal and Lace 349

Midwinter 39

Might S Magic 3 $24

Might S Magic 3 CE $16

Might S Magic 4 536

Might S Magic 4 CE $16

Might S Magic 5 541

Might S Magic 5 CE $16

Mines of Titan 39

Obitus 326

Paladin:ScrollsTalmouthS16

Pirates 36

Pirates Gold 342

Planet's Edge 334

Planet's Edge Char Ed 315

Pool of Radiance Si 5

DEC CGW 3



the user will be forced to purchase an upgrade

chip. Also, because the WCS sends keystrokes

to the computer, it is possible to overflow the

keyboard buffer on some slower computers.

For example, on a 386DX-20 running Fnlcon

3-0, pushing the throttle forward causes a

series of“=” to be sent to the PC, and pulling

the throttle back causes a string of to be

sent. At reasonable detail levels, the program

does not poll the keyboard buffer often

enough for such a slow machine to process all

the data, resulting in delays between throttle

movements and corresponding throttle

changes in the program. Sometimes on

slower machines, quickly slamming the

throttle will cause the keyboard buffer to

overflow and lose the operative characters

completely. When this happens, the thtortlc

lever may be pulled fully back, but the throt-

tle indicator in the program will still show

1 00%. This is usually referred to by sim pilots

as “being out of sync.”

This problem is most evident on slower

machines when the simulation in question

uses a pair of keys to increase and decrease

throttles, such as Fnlcon 3.0, on slower ma-

chines. Programs such as Red Baron that use

the 1 through 9 keys to step through throttle

stages do not have this ptoblem since each

position of the throttle lever maps to one of

these keys.A slight movement ofthe lever will

resend the key for that particular position and

immediately re-synchronize the WCS with

the program. Synchronization problems dis-

appear on faster machines, On the testbed

486DX-50, real-time based programs have

more opportunities to poll the keyboard buff-

er, preventing overflows and character losses.

In several months of testing on the 486DX-

50, the WCS Mk I suffered no synchroniza-

tion problems with programs such as Strike

Commander and Fnlcon 3. 0.

Finally, I found one other, albeit small,

complaint with the WCS. I’m rather tali with

long arms and fingers, and found the actual

stem upon which the WCS handle is

mounted to be a little short. This in no way

affects the operation of the device, however.

The WCS Mk 1 retails for around $80.

The UPROM Upgrade

The next incarnation of the WCS is the

UPROM (User Programmable Read-Only

Memory) upgrade for the Mk 1. Despite the

best efforts of Thrustmaster to assign the

most effective functions to the WCS buttons,

it is impossible to please everyone. Addition-

ally, users grew tired of buying new PROM
chips as new products hit the shelves. So, the

Thrustmaster Skunk Works designed an up-

grade to the Mk 1 making it fully user pro-

grammable.

The UPROM is a replacement chip for the

standard PROM in the Mk I. Using the

accompanying software, the user can now

program each button on the WCS without

removing the chip, unplugging the WCS, or

using any other specialized equipment. The
user .specifies the keys they want assigned to

the buttons and the chip is programmed

through the keyboard interface without any

special actions by the user. The upgrade also

comes with astand-alone Terminate and Stay

Resident {TSK) program that can be used to

intercept keystrokes and remap them to u.scr

specified keystrokes. For example, using the

TSR, users could redefine the entire key-

board, causing the spacebar to generate a “g”

and a “g” to generate a backspace.

The WCS Mk II weopons control system

is user configurable.

For example. Button 1 could be pro-

grammed as the letter “t”. The user could

then define up to five keyboard remaps using

the TSR. In the first remap, the “t” could be

remapped to “n”, and in the second to a “p”.

The user then downloads the configuration

to the WCS (which takes a few second.s),

loads the extremcly-smail TSR, then executes

the program. If the user presses Button 1, a

“r” will be sent to the computer. Then, by

using user-defined hot keys, the user can ac-

tivate any of the TSR remaps. If the user then

presses Button 1 , the WCS will still generate

a “t”, but the TSR will intercept the “t” and

translate it to an “n”, then pass the “n” on to

ihe computer. In this way, the UPROM up-

grade can be used to assign up to six values

for each WCS button within a single flight

simulator. I tested the UPROM and its re-

mapping TSR on Falcon 3.0, Red Baron, Aces

ofthe Pacific, and several other games under

a very complex system configuration using

SMARTDRV and many different memory
managers without experiencing any conflicts.

The good news is that the UPROM is

extremely simple to install. Usingonly a Phil-

lip,s-hcad screwdriver to open the case and a

small flathead screwdriver to remove the old

chip, I installed the UPROM in less than 10

minutes.

The bad news is that the UPROM has two

di.sadvantages. First, only a single keystroke

can be assigned to a single button at any one

time. The ability to program multiple key-

stroke macros to a single button would’ve

been nice, but according to Buzz Hoffman at

Thrustmaster, the UPROM chip simply

doesn’t have the capacity to .support this. As

an option, the remap TSR allows keystroke

alternation. You can remap the “t” to be a “p”

the first time it’s pressed, but a “b” the second

time. Repeated pressing of the WCS burton

would send “pbpbpbpbpb” to the computer.

Second, the UPROM is a volatile memory
chip. This means every time the computer is

powered down, the custom configuration is

lost. So, the gamer must download the WCS
anew each time the PC is powered on or

whencvcrswitching to a different game. Con-

sidering the flexibility gained by using the

UPROM at such a low price, most users will

find this slight inconvenience perfectly ac-

ceptable.

1'he UPROM retails for $35.

The WCS Mk II

The latest addition to the WCS family is

the WCS Mk II. Although it looks similar on

the outside to its predecessor, the Mk II has

substantial improvements. First, it uses non-

volatile memory and, hence, retains its pro-

gramming even after the computer is turned

olf. Second, it supports an advanced pro-

gramming mode that allows the user much
more flexibility than the earlier models.

Third, it provides additional features which

allow programming the joystick buttons.

d'hc user now plugs both the joystick and

the keyboard into the Mk II, then plugs the

Mk II into the computer’s keyboard and

joystick ports. Since the Mk II now intercepts

both keyboard and joystick lines, it can repro-

gram cither. The Mk II also has a row of five

LF.Ds along the top edge which toggle as

various buttons arc pushed. Ever wonder

when flying in padlock view if the airbrake is

on? Assigning the airbrake control to Button

6 will cause LED 3 to toggle on every time

Button 6 is pressed. If LED 3 is on, so is the

airbrake and it doeesn’t require a change in

views to confirm it.

Using the advanced programming mode,

multiple keystroke macros can be assigned to

each burton. For example, the user can pro-

gram Button 4 to send “x n” which, in Falcon

3.0, would radar lock a target and automat-

ically interrogate its IFF signal. Also, each
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'DARK SUN: THE
SHATTERED
LANDS’ The Dark

Sun world of Athas

is arid and bleak, a

wasteland, ruled by

thousand year

kings. Your party

begins as slaves In

Ihecity of Draj, des-

tined to die as gladi-

ators. You must

find a way to es-

cape into the hos-

tile wildness and

create a powerful

rebellion. S52

•INNOCENT' It

was a normal day

for Jack T. Ladd,

professional thief

until the Interstellar

Revenue Service

caught him. Jack

owes several life-

times worth of

taxes and must pay

it within 28 days.

Join him on his

journey of wheeling

and dealings and

help Jack strike a

blow for tax

delinquents . S38

'RED CRYSTAL’
Seek out the

seven secrets of

life. Can you forge

through the evil

that lurks in the

depths of the eerie

dungeons, the omi-

nous castle towers

and the savage

countryside? Play

alone or modem it.

Features over 50

levels, breath-

taking graphics

and an auto map-

ping feature. S38

•WORLDS AT
WAR' is a game of

planetary oon-

quest. A space na-

val warfare based

on the Solomon
Campaign of 1942-

43 naval combat

on a galactic scalel

Play lor hours like

a chess game or for

a weekend with a

lull campaign Fea-

tures a 72 page

manual on "How
to Attaok Neutral

Planets" SI 9

DUSK OF THE
GODS' Become
an Einherjor, one of

Odin's champions,

& travel throughout

the lands of Norse

Mythology. Battling

hostile creatures

will be one of many

challenges you

must face on your

journey. Alter

events so the gods

may defeat the

minions of Loke at

the Battle of

Ragnorak. S24

1
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Pool Radiance Char Edi S16 Ultima 7 Black Gate S46 Crazy Cars $25 Never Ending Story 2 $9 688 Attack Sub $10 Jetfighter 2.0 316

Pools of Darkness S38 Ultima 7 Char Edit S16 Creepers 829 Never Mind 39 A-Train $16 King’s Quest 1-6 Each 310
Protostar S39 Ultima 7 Forge of Virtue $18 ognapped $12 Night Breed 326 Advent Willie Beamish $10 Knights of Legend 310

Quest for Glory 3 S38 Ultima 7.5 Serpent Isle S46 Double Dragon 2 $15 Ninja Gaiden 2 $12 Altered Destiny $10 Laura Bow 2 310

Quest for Glory 4 S42 Ultima 7.5 Char Edit $16 Double Dragon 3 $6 Ninja Rabbits S9 Bard's Tale 1-3 Each $10 Leisure Suit Lary 1-5 EaSIO
Questron 2 S12 Ullma 7,5 Pt 2Slvr SeedS20 Dr Doom's Revenge 39 Nova 9 $21 Bargon Attack 310 Lemmings 821

Ragnarok S34 Ultima Underworld $19 Drag L Esc Singe's Cast334 Obliterator $6 Blue Force: Next of Kin 310 Loom 310

Realms of Arkania $37 Ultima Underworld CE $15 Dragon's Lair $22 Oil's Well $12 Buck Rogers CountdownSIO Lord of the Ringa VI $10

Realms Arkania Char EdSI 6 iUltima Underworld 2 $46 Dragon's Lair 2 $34 Pac Man $9 Castle of Dr Brain $10 Lord of the Rings V2 $6

Red Crystal S38 1Uncharted Waters $42 Dragon's Lair 3 334 Paper Boy 2 $27 Champions of Krynn 810 Lost File Sherlock HolmeSIO

Rings of Medusa S19 1Unlimited Adventures $33 Dragons Breath $27 Pick’n Pile $6 Civilization 316 Lost in LA $10
Rome: Pathway Power S29 Veil of Darkness 337 E- Motion S6 Pit Fighter $22 Codename Iceman 310 LucasArts Adventure $16

Savage Empire S34 Vengeance of Excalibur $12 Eagle's Rider $29 Power Drome 89 Colonel's Bequest 810 LucasArts Air Combat $16

Savage Empire Char EdSI 6 War of the Lance 39 Eight Ball Deluxe $38 Prehistorik $29 Conquests Robin Hood 810 Magic Candle 2 or 3 $10
Sea Rogue S29 Waxworks $19 Finale S3 Punisher $9 Conquests of Camelot 810 Manhunler N.Y. or S.F. 810

Secret Silver Blades S15 WizardyTrilogy{1-3) $32 Fire & Forget $19 Robocop $28 Curse of Azure Bonds 810 Maniac Mansion 310

Sentinel Worlds 1 S9 Wizardry (1-3) Char EditSie Flintstones $9 Rollerbabes $25 Dark Queen of Krynn 810 Martian Dreams 813

Sentinel Worlds 1 CE S16 Wizardry 4 $19 Freakin Funk Fuzzbalis $19 Rotox $12 Darklands $14 Matrix Cubed $10

Shadow Sorcerer $9 Wizardry 4 Char Edit $16 Galactic Conqueror $31 S.C. Out $29 Darkspyrc $10 Might & Magic t $10

Shadows of Mordor $19 Wizardry 5 $26 Galactic Empire $27 SimpiThe Arcade Game $31 Death Knights of Krynn $10 Might & Magic 2 $12

Sleeping Gods Lie $19 Wizardry 5 Char Edit $16 Gauntlet 2 S9 Sliders $27 Dragons of Flame 88 Might S Magic 3-5 Each $16

Sorcerian $15 Wizardry 6 $34 Gobllllns 3 $24 Space Ace $32 Dungeon Master $10 Patriot $16

Space 1889 $12 Wizardry 6 Char Edit 316 Gobliiins VGA 824 Space Ace 2 $34 DynaGreat War Planes $16 Pepper's Adventure Time $8
Space 1889 Char Edit $16 Wizardry 7 Crusaders 842 Gold of the Aztecs $12 Stellar 7 $21 EcoOuesi $10 Planet's Edge 816

Spacewrecked S19 Wizadry7CharEdit $16 Gremlins 2 $6 Street Ball $12 Elvira Mistress Dark $10 Police Quest 1-3 Each $10
SpellJammnPir Rim SpcS16 Guy Spy $24 Street Fighter 2 $39 Elvira 2 Jaws Cerberus $10 Pool of Radiance 310
SpellcraftiAspect Valor $38

IDRI ADOAne Guy Spy Terror Deep $36 Street Fighting Man $3 Eye of the Beholder $10 Pools of Darkness $12
Star Saga 2 $19 IBM AKOAUt Harmony $5 Super Space Invaders $25 Eye of the Beholder 2 $12 Populous 1 & 2 $16
Star Trek:Next GenrationS46 Highway Patrol 2 $27 Swamp Gas WIN $38 Eye of the Beholder 3 $10 Power Monger Strategy 316
Stonekeep $52 Airborne Ranger $9 Home Alone $27 Take-A-Broak Crossword$24 Fascination $10 Powermonger 310
Stronghold $39 Aliens Ale My BabysilterS19 Incredible Machine 2 $30 Take-A-Break Pinball $29 Fred Pharkas Fron PharmSS Protostar $8

Summoning $1 6 Amazing Spiderman $9 Incredible Toons $25 Take-A-Break Pool $29 Gateway Savage Frntier$10 Quest For Clues 2-4 Ea 821
Tales Magic $16 Arachnaphobia 312 Indy Jones Act Game $17 Taking of Beverly Hills $9 Global Conquest Strat $21 Quest For Clues 5 or 6 316
Terran Envoy $9 Armor Alley $15 Infestation $19 Teenage MNT Man Miss $31 Gobliiins $10 Quest lor Glory 3 or 4 310
Treasure Savage FmtierS12 Artura S4 Innocent $38 Teenage MNT AdventureS32 Gold Rush $10 Quest (or Glory $19
Treas Sav Frontier CE $15 Back to the Future 2 819 Jetsons $9 Teenage MNT Arcade $24 Gunship 2000 $16 Railroad Tycoon 310
Tunnels & Trolls CE $16 Back to the Future 3 $12 Laffer Utilities $21 Tengen’s Arcade Hits $12 Harpoon $16 Railroad Tycoon Off GdeSIO
Twilight 2000 VGA $24 Bar Games $9 Larry's Casino $9 Terminalor $34 Heart of China 510 Realms of Arkania $14

Ultima 4 Quest of AvatarS35 B.Simpson House WeirdS31 Laura Bow Parlor Games $9 Terrorpods $24 Hero’s Quest 810 Rgx Nebular $14

Ultima 5 Char Edit $16 Battle Storm $32 Loopz $24 The Light Corridor $29 Hilisfar S8 Rise of the Dragon $10
Ultima 5 Warrior Destiny S35 Bill & Ted's Excellent AdvSI 9 Microsoft Arcade WIN $29 The Tinies $29 Immortal $10 Savage Empire $10

Ultima 5 Char Editor $16 Blockout $28 Monty Python $15 Thexder 2:Fire Hawk $15 Indi Jones Fate Atlantis $10 Search for the King $10

Ultima 6 False Prophet $19 Cogito Windows 338 Ms PacMan $6 Tristan Pinball 319 Indy Jones Grix Adv $10 Secret Monkey Island $10

Ultima 6 Char Edit $16 Cool Croc Twins $24 Mystical $27 Vaxine $12 Island Of Dr Brain $10 Secret Monkey Island 2 $10



WCS bucton can be dePiiied based on the

position of the rocker switch. If the rocker is

lip. Button 1 could be assigned “t 6”, but if

the rocker is in the middle, it could be “u”,

and if the rocker is down, it could be “a b c”.

’file Mk II also allows complete program-

ming of the joystick buttons. If one is using,

for example, the 'fhrustmaster PCS (dis-

ciusscd later) for a joystick, the Mk II allows

the gamer to program all lour buttons aiul

each of the four positions on the coolie hat

switch. With a little creativity, a WCS Mk II

configuration can be created that allows com-

plete radar, weapons, and view control in

Falcon 3.0, without the user ever having to

remove their hands from the stick or throttle.

Now that’s HOTAS!

The Mk II also ships with a version of the

keyboard remap TSR mentioned above, al-

lowing the user even more programming

Hexibility! The WCS Mk 11 retails for $149.

WCS Summarj’^

fhe WCS is an indispensable utility for

ilight simulator flms, especially modern jet

combat players. Although the original Mk I

does have a few rough edges, it is still a better

alternative than using the keyboard alone

and, once the UPROM upgrade is installed,

is extremely flexible and beneficial. The Mk
11, though, is the king ol the line. Although

more expensive, it provides programming ca-

pabilities which arc limited only by the user’s

imagination.

The PCS: Moving Into A New
Market

When Thrusimaster’s resident F-16 pilot.

Buzz Moffman, suggested they build a joys-

tick based on the standard B-8 grip used in

most aircraft in the 1960s and 1970s, there

was some resistance. It took some time to

convince his partners at Thrustmaster that a

joystick with all four buttons and a four-po-

sition coolie hat switch was worthwhile. Buzz

succeeded, and two variants of the Flight

Control Systetn, or PCS, are now on the mar-

ket.

The PCS

The standard PCS is a basic joystick Irarnc

with a B-8 grip. The B-S has tliree buttons, a

trigger, and a four-position hat switch. The

PCS requires a standard game port that has

both joystick 1 and joystick 2 inputs on a

single port (most game ports are designed this

way). The three buttons and trigger corre-

spond to the four buttons normally available

to the two joystick inputs, fhe hat .switch

mounted on top of the grip uses the Y-axis of

Joystick 2. Depending on the direction in

which the sim-pilot presses the hat, one of

four resistance values are .sent to the joystick

port.

Whereas the WCS has to be configured to

work with individual programs, the PCS is

dilTcrent. Games, either flight simulators or

other games, have to be written to read the

second joystick Y-axis and buttons in order to

fully utilize the PCS. Older games, such as

Flight of the Intruder and Red Baron wci'e

written before the PCS was created, and

therefore do not support its additional fea-

tures. Fortunately, most qualit)' game pub-

lishers are well aware of the PCS. Current

products from Dynamix, MicroProse, Ori-

gin, and Spectrum HoloBytc fully support

the PCS. However, for products that do not

support the PCS, it can be used in conjunc-

tion with the Mk 11 to remap each of the

analog joystick buttons to keystrokes the

product will recognize.

Pilots will experience more realistic feedback

vvitb tbe increased tension of llie Pro PCS.

The PCS has a non-linear response, like

that of actual aircraft controls, meaning that

the farther the stick is moved in any one

direction, the greater control output. For ex-

ample, with only small movements near the

center of the travel, the PCS makes very small

signals. At the limits of the travel, however,

small movements command ver)' large sig-

nals. This gives a much more accurate feel of

stick movement versus aircraft response than

one gleans from linear-response joysticks.

The PCS has gone through some growing

pains. Thrustmaster found that users were

doing many things to the PCS during play

that they had not expected, fhe potentiome-

ters were found to wear too quickly, so

Thrustmaster replaced them with higher

quality components, 'fhe grip twisted off too

easily, leading to a redesign of the grip’s

mounting. The shank wore out too quickly

where it met the gimbals, so a collar was

added to protect the shank. The current ren-

dition of the PCS appears to have overcome

these problems.

Fortunately, Thrusimaster’s customer sup-

port is considered second to none. Thrust-

master’s goal is to make their customers

happy, and their support department goes to

great lengths to meet that goal. Thrustmaster

will supply replacement potentiometers free

of charge to customers with older FCSs, and

in some cases, exchange the older unit for a

newer model.

The PCS retails for around $75.

The Pro PCS

The Pro PCS (PPCS) is the PCS’s big

brother, 'fhe PPCS has a metal base instead

of the PCS’s plastic one, and uses much

higher tension springs. To push the PPCS to

the gimbal limits, one would have to apply

over 20 pounds of force, giving the feel of

controlling a real aircraft. While one can

move the standard PCS around like any other

joystick, it can be a real workout to use the

PPCS. After a short initiation period, most

PPCS users discover that the increased ten-

sion provides physical feedback on the posi-

tion of the stick. This has the advantage of

letting pilots “feel" where the stick is without

taking their eyes off the screen to look.

I’ve flown with a lot of different joysticks,

and after using the PPCS extensively, 1 find

it provides the most accurate representation

of my experiences in flying real aircraft. De-

pending on the length of their arm and rhe

height of their computer desk, some irsers

mount the PPCS to the desk to keep it from

tipping, fhe height of my chair and desk

allows my forearm to be nearly level when

using the PPCS, and 1 have no problems with

the unit tipping.

The Pro PCS retails for $100.

Overall, anyone looking for additional free-

dom from the keyboard and access to addi-

tional buttons on the joystick should find that

either the PCS or the PPCS should serve

them well. Additionally, those looking for a

device with hefty physical feedback should

find that the PPCS is rhe device they’re look-

ing for.

The RCS
Although rudder in[uii is critical to flying

most aircraft, few flight simulators provided

adequate rudder controls until very recently,

liven when rudder control is included, it is

usually limited to the keyboard only. Com-
panies producing cutting-edge simulators

now support rudder controls on the X-axis ol

the second joystick port.

Hardware-wise, there are only two rudder
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'NFL COACHES
CLUB FOOTBALL'

gives you full 3-D

views of the action

on the gridiron,

where the game is

really decided. Us-

ing hundreds of real

NFL plays, you

make all the coach-

ing decisions. De-

sign your own plays

to increase your

own strengths. To

get any closer to

the NFL, you'd have

to be drafted. S3S

‘NHLPA HOCKEY
•94' brings you the

real players and

teams. Players will

be able to track

team standings

and player stats.

Compete for end of

season awards like

the Hart & Ross tro-

phies & the Stanley

Cup. Digitized ring

announcer reports

goal summaries &
penalties. Ron
Barr’s voice sets

up every game.S42

WALLS OF
ROME' gives you

the experience of

siege warfare as

the ancients knew

it. Play extended

campaigns of con-

quest and defense

against an unpre-

dictable computer.

You give the or-

ders; your troops

carry them out.

Buy Walls of

Rome and get 1

Free! Call for

Details. S39

'DIPLOMACY' is the computer version of the board game
of persuasion, compromise & betrayal. Try to arrange deals

that will lead you to victory. The result Is diplomacy, a bal-

ance between trust and backstabbing. SI 2

'THRUSTMASTER
WEAPONS CON-
TROL SYSTEM
MARK II' Brings

the function of the

keyboard into your

left hand while

your right hand

controls the

joystick. All func-

tions are fully pro-

grammable. Plug

your FCS into the

back and program

all its functions as

well. The ultimate

controll S94

IBM HINT BOOKS

Secret Silver Blades S10

Sentinel Worlds 1 S10

Shadow Caster S14

Shadow Sorcerer SIO

Simcily/Simearth S20

Simeanh Si6

Simlite Official Strategy St6

Space Quest 1-4 Each S10

Spellcasting 101 SIO

Spellcasting 201 SIO

Star Trok 25th Aniv $1

0

Starflight 1 S10

Strategy Plus Issue 4 S8

Strategy Plus Issue 10 S8

Strategy Plus Issue 11 S8

Strategy Plus Issue 13 S5

Strategy Plus 16-35 EachSS

Strike Commander S16

Stunt Island S16

Summoning $16

Tales Magic:Prop ShadwS12

Time Quest SIO

Treasure Savage FrntierSIO

Tunnels & Trolls S16

Ullima 4-6 Each SIO

Ultima? S12

Ultima 7 and UnderworldS16

Ultima 7.5 S16

Ullima Avatar Adventure SI 6

Ullima Underworld l or 2S12

V Victory $16

Wasteland $10

Wizardry 6 512

Wizardry? $16

Yeager Air Combat SI 6

IBM BUNDLES

ADD Collector Edition 2 $46

ADD Starter Kit S39

Air Combat Classic $45

Allied Forces SI 2

Allied Forces S9

Capstone CD Game CollS45

Combat Classics S19

Dynamix Bundle S29

Eye of Beholder Collect S52

Land Sea Air 2 S29

Land Sea Air Trilogy S12

Leisure Suit Larry Bndle S39

Lost Treas Infocom 2 CDS29

Lost Treasures Infocom $39

Lost Treasure Infocom 2S29
Lost Treas Infocom CO $39

Magnetic Scrolls Bundle S21

MarvelTrilogy S12

Max Pac SI 9

Megalortress Mega-Pak S38

Power Hits: Battletech S32

Power Hits; Kids S9

Power Hits: Movies $17

Power Hits: Sci Fi $19

Power Hits: Sports S19

Prime Time Hits $25

Prime Time Hits 2 S24

Scret Weap Luftwffe CD 842

Sierra Adventure Bundle $39

Sierra Arcade Bundle $24

Sierra Family Fun Pak S29

Space Quest Bundle 1-4S42

Ultima Bundle 1-6 CD S59

Ultima Trilogy $39

Ullima Trilogy 2 S48

Wing Commander DIx S48

Wing CommandrDIx CDS48
Wizardry Trilogy $32

IBM SPORTS

4D Boxing $17

4th & Inches $4

APBA Baseball $24

APBA Baseball Gen Mn $29

APBA Baseball Stat 2.0 $29

APBA Baseball Wiz 2.0 $29

APBA Basketball $34

APBA Bowling $14

APBA Col Basketball $32

APBA Football $34

APBA Micro Manager $32

ATP Tennis 832

Action Sports Soccer $19

All American College FB $36

All Star Sports Pak $9

American Gladiators $21

Baseball for Windows $46

Basketball Challenge $28

Bball Challenge 1987 $9

Bball Challenge 1968 S9

Bball Challenge 1989 $9

Bball Challenge 1990 $17

Bo Jackson Baseball $12

Carl Lewis Challenge $9

Daily Dble Horse Race $19

David Robinson NBAAclS44

Dirk’s Baseball Encyc SI 9

Face Off S9

Fast Break S6

Front Page Football S36

Front Page Football Pro S42

Greens S34

Hardball 3 S34

Hardball 3 Colleclion S42

Hardball 3 Players Disk S17

Hardball 3 Stadium DiskS19

Harlem Globetrotters S15

Hole In One Mini Golf $6

Hole In One Mini Golf Crs$3

Hole in 1 Mini Golf DIx $12

International Sports ChalS12

Jack Nicklaus Clip Art S6

Jack Nicklaus Course 1 S15

Jack Nicklaus Course 2 S15

Jack Nicklaus Course 3 S15

Jack Nicklaus Course 4 $15

Jack Nicklaus Course 5 $6

Jack Nicklaus Sign Ed $42

Jack Nicklaus SE Crs 1 $9

Jack Nicklus SE Clip Art S24

Joe Montana Football 531

Joe Montana Football 2 $42

John Elway Quarterback $6

LH Boxing Contenders SI 6

LH Football 1989TeamsS16
LH Football 1990 Teams SI 6

LH Football 60's Teams SI 6

LH Football 70's Teams $16

LH Football L Leaders SI 6

LH Football Utilities $16

LH Pro BBall 91 Team $16

LH Pro Baskeball Utility $16

LH Pro Basketball $36

LH Pro Basketball 74-83S16

LH Pro Basketball 89-90S16

LH Pro BB L Leaders $16

LH Pro BBUtilities $16

Lakers vs Celtics $17

Lance Haflner Baseball $36

Lance Hattner Boxing $36

Lance Haffner Col BBall $36

Lance Haffner Football S36

Lance Haflner Hockey $36

Links $29

Links Courses Bountiful $17

Links Courses Firestone SI 7

Links Courses Bay Hill $1

7

Links Courses PinehurstS17

Links Courses Dorado S17

Links Crse Barton Creek S9

Links Crses Troon North S1

7

Links Pro 386 Golf S32

Link Pro CD Mauna Kea S19

Links Pro CD Pinehurst S19

Links Pro CD Banff Spr Si 9

Links Pro CD Belfry S20

Links Pro CD insbrook S20

Links Pro Course Disk 6 S20

MUDS S9

ML 1950s World Series S17

ML1960S World Series S17

ML 1970s World Series S17

ML 1980s World Series S17

ML Baseball 4 Fan Man $25

ML Baseball 4 Gen MngS19

ML Baseball All Stars $12

ML BB Atlanta Braves S20

ML BB Baltimore OriolesS20

ML BB Boston Red Sox $20

ML BB BrklyrVLA Dogers$20

ML BB California Angels S20

ML BB Chicago Cubs $20

ML BB Chicago W Sox $20

ML BB Cincinnati Reds S20

ML BB Cleveland lndianS20

ML BB Detroit Tigers $20

ML BB Houston Astros S20

ML BB KC Royals 320

MLBB Manager's Ch S19

ML BB Mill Brewers 520

ML BB Minnesota TwinsS20

ML BB Montreal Expos $20

ML BB New York Mets $20

ML BB NY Yankees S20

MLBB OaklandsA's $20

MLBB Philidelphia Phil $20

MLBB SanDiego PadreS20

ML BB SanFran Giants $20

MLBB Seattle MarinersS20

MLBB St Louis Cardinal$20

ML BB Texas Rangers $20

ML BB Toronto Blue JayS20

ML Football 2 $39

ML Personal Pro Golf $28

Madden Football $12

Madden Football 2 $17

Mario Andretti Racing $17

Michael Jordan FIgh Sim538

Micro League FB DIx $39

Microleague 82 BB SeasSl7

Microleague 83 BB SeasSI?

Microleague 84 BB SeasSI?

Microleague 85 BB SeasSI?

Microleague 86 BB SeasSI?

Microleague 87 BB SeasSI?

Microleague 88 BB SeasSI?

Microleague 89 FB SeasSI?

Microleague Baseball 4 S31

Mlcroleague Basketball $28

Mfcroleague Football $20

Microsoft Golf Windows $39

Mike Ditka Power FootbllS34

NFL Chall Col Alumni $9

NFLChall Pre Season 90 $9

NFL Challenge $60

NFL Chal 1984 Teams $15

NFL Chal 1985 Teams $15

NFL Chal 1986 Teams $15

NFL Chal 1987 Teams S15

NFL Chal 1988Teams S22

NFLChal 1988Teams S9

NFL Chal 1989 Teams S9

NFL Chal 91 Pre Season S9

NFL Chal All Star Team $9

NFL Chal All Star Teams $9

NFL Chal Dream Teams $9

NFL Chal Premium Ed $59

NFL Coaches Club $35

NFL Coaches Club LTD S48

NFL Football S31

NFL Proleague Football $12

NFL Pro League FB 92 $19

NFL Video Football $29

NHL Hockey $39

Nascar Challenge S3l

PGA Tour Golf S21

PGA Tour Golf Course 1 817

PGA Tour Golf Ltd Ed $32

PGA Tour Golf WIN $38

Pga Tour Crs 1 WIN $1

7

Playmaker Football $12

Pro League Baseball $18

Pro Tennis Tour 2 $29

Pro Tennis Tour 2 $32

ProFootball Analyst 92 $19

QuarlerPole $36

RBI 2 S9

Road to the Final Four $37

Shufflemania S9

Sporting Triangle S3

Strat-O-Malic Comp BB S29

Summer Challenge SI 9

Summer Challenge S34
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The RCS ruflfler control system frees pilot's hands even
further from the keyboard.

pedals currently on the market. The Thrust-

master Rudder Control System, and the Maxx
Rudder Pedals. Although the Maxx sell for

only S35, they are molded from some sort of

fibrous plastic, their pedals are mounted only

a few inches apart, and they have an inade-

quate physical frame. The Maxx pedals are

uncomfortable to use due to their proximity

to each other, and are inaccurate to fly with

due to the poor physical frame that allows

both pedals to be depressed simultaneously.

The RCS, however, are built entirely of

metal with plastic foot rests. The pedals are

positioned over 1
2" apart, making them com-

fortable to use, even for 6’2" people like

myself. The foot rests are mounted on parallel

crossbars that pivot on a center point, so

when one pedal is depressed the other cannot

be, like rudder pedals in real aircraft. The unit

has a hefty price tag, especially compared to

the Maxx, but are built sturdy enough to last

a lifetime.

The only defect I found with the RCS I

examined was the joystick poit connectors.

The original RCS units were shipped with a

connector plug with a long plastic rim. This

rim interfered with rhe .seating of the connec-

tor to the game port. Although electrical con-

tacts arc fine and the RCkS work flawlessly, the

connector will come unplugged quite easily.

A supply of connectors without the plastic

rim have been secured, and I could find no

fault whatsoever with the RCS equipped with

the newer plug.

The RCS has a retail price of around $120.

The ACM card

With the coming of faster machines run-

ning at hotter temperatures, many game cards

built for 286 and 386 class machines experi-

ence problems in faster 486s. Heat buildup

causes the electrical center of the joystick to

drift, and older programs can’t always handle

the higher clock speeds of newer machines.

The rhrustmaster ACM card was designed

to solve these problems.

Using milspec, 1% toler-

ance components, rhe ACM
card suffers no drifting prob-

lems due to heat buildup,

even in high speed 486’s.

During my testing, a stand-

ard generic game card would

begin suffering stick drifting

on a 486DX-50 only a few

minutes after starting a simu-

lation. In sensitive products

such as F/dcoii 3.0, the drift

qtiicldy became qtiirc annoy-

ing and difficult to control,

forcing me to recalibrate the

stick every three or four min-

utes. The ACM card, however, performed

flawle.ssly, suffering no visible effects.

The ACM card is also adjustable. A poten-

tiometer mounted on a long cable allows

compensation for problems with high clock

speeds. Game cards read the resistance gener-

ated by the joystick and send a digital pulse

to the computer representing the resistance.

Many programs, though, were not designed

with high speed 486s in mind. Some of these

programs do not poll the joystick port often

enough, and pulses from the game card arc

mi.s.scd, leading to control problems in the

game. 'I'liis problem is not limited to just

flight simulators, but to any product running

on a low-end machine that uses a joystick.

By adjusting the ACM’s port, the user can

widen or shorten the length of the pulse

generated by the card. By lengthening the

pulse width, the program is given more time

to read rhe port and receive the pulse. By

adjusting the ACM card’s setting, products

from the older Red Baron to the recent Strike

Commander all experience no joystick prob-

lems on the testbed 486DX-50.

The ACM card has an approximate retail

price of $40.

For The Simulator Pilot Who Has
Everything...

Rounding out the Thrustmaster line is the

massive unit known only as “the cockpit.”

This is a particle board replica of an F-16

cockpit. For around $700, the base package

gives ihesim-pilotan item to climb into, with

mounts for an FCS (or other joystick), WCS
and RCS. The monitor can then sit on a

platform where the HUD would normally

be. For around $1,200, the package comes

with the cockpit frame, plus a padded seat

with a head rest, safety harness, and a “switch

unit.”

The switch unit replaces six of the wooden

panels with plastic panels which are replicas

of the actual panels from an F-16, and are

covered with red ptish-btitton switches, tai-

lored for use with Falcon 3.0. Every function

from IFF, to raising and lowering landing

gear, to issuing wingman commands, to op-

erating radar is included on either a push-but-

ton or toggle switch.

For another $ 1 ,000, one can get a fiberglass

F-16 fuselage for the cockpit. Assembly in-

structions are provided on a floppy disk, and

although cumbersome, the cockpit is not dif-

ficult to assemble. Thrustmaster recom-

mends two people to complete assembly, htu

I found the task to require approximately 1 .2

people; not hard enough to require extra

person, but just hard enough to be a difficult

solo job. With three hours and an electric

.screwdriver, 1 converted nearly 200 pounds

of particle board into a 5’ long, 4’ wide, and

4’ tall replica of an F-16 cockpit. The only

thing missing was an ejection scat and Pratt

& Whitney FIOO'200 engine! Be advised,

though, the cockpit has no stealth properties,

and has had little luck evading Mk 1 Spousal

Search Units!

The Future

Thrustmaster products are quality products

designed to greatly enhance the fanra.sy world

of PC flight simularors. The Thrustmaster

line is imj^ressivc, btit the company isn’t rest-

ing on its laurels. Although they’re not letting

their secrets out ofthe bag yet. Buzz Hoffman

indicates they have quite an array of new

products in the works. Until the new prod-

ucts take flight, however, pilots arc advised to

remain seated in that particle board cockpit

and keep those flight harnesses fastened, cgw

For a mere SI 900, this warbircl can l^e

vectored to your home base.

Pose 96 Computer Gcimiii}’ World
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Rochester VT 05767
Call 800-699-4263

Int'l 802-767-3033

Fax 802-767-3382

S-10006

•VICTORY AT SEA’

is a WWII Pacific

Ihealergame. Plot

multi legged

courses from the

Panama canal to

Australia. Promote,

demote or reassign

commanders. Re-

ceive battle, intelli-

gence, and com-

munications re-

ports. Features an

on line Game Book

with extensive his-

torical background

and pictures. S46

‘M4’ 16 December 1944: Somewhere in the Ardennes. The

engines roars to life. The tank pivots out of it's hiding place

in the tree line. The familiar squeak of the track links tend a

rhythmic note to the motor's rumble as you move slowly down
the road closer to Germany. Onemoredaytostayalive. S34

'CARRIERS AT WAR 2' offers more tension and excitement.

Features eight new scenarios, some hypothetical, others

controversial; an improved war room intelligence system;

and tougher ahificial intelligence. S42

THE CHARGE OF
THE LIGHT BRI-

GADE' during the

Crimean War, was

one of the bravest,

& saddest incidents

in British Military

History. Of the 673

men who began the

charge only 195

were fit for action at

its end. Features a

large game area, 2

player mode, ani-

mated graphics,

strategic and tacti-

cal maps. S19

‘WORLD WAR 2:

BATTLES OF THE
SOUTH PACIFIC’

Wage war for the

sole ownership of

the South Pacific.

Historically correct

battles challenge

all, to do better

than the Navy did

as It happened in

World War II.

Create and trans-

port armies to en-

emy ports. Play as

the U.S. or Japa-

nese forces. S39

IBM WAR GAMES IBM WAR GAMES IBM WAR GAMES IBM STRATEGY IBM STRATEGY

The Games Winter Chal $34 Blitzkrieg Ardennes $19

Tie Break Tennis $9 Blood & Iron $52

Tom Landry Football $24 Blue and the Grey $42

Tom Landry Football DIx $32 Borodino Napoleon Invd $29

Tony LaRussa Baseball $16 Bravo Romeo Delta $29

Tony LaRussa 1901-68 $15 Campaign $32

Tony LaRussa BB 1990 $15 Campaign Mission 1 $19

Tony LaRussa BB 1991 $15 Carrier Strike $39

Tony L Fantasy ManagerSIS Carrier Strike Exp Pak $19

Tony L Classic StadiumsSIS Charge of Light Brigade $19

Tony LAL Stadiums $15 Civil War No Great Glory$21

Tony L NL Stadiums $15 Conflict $12

Tony LaRussa 2 $36 Conflict in Vietnam $9

Tony L 2 1992 Team $16 Conflict: Korea $12

Tony L 2 Fantasy Mngr $14 Conflict: Middle East $14

Tony L2 Stadiums $18 Decision at Gettysburg $12

Unnecessary Roughness$36 Dreadnoughts $34

Wayne Gretzky 2 $34 Dreadnoughts Bismark $29

Wayne Gretzky 3 $36 Dreadnoughts Deluxe $89

Wayne Gretky Leg Sim2S29 Dreadnoughts Ironclads. $29

Weaver Baseball 2.0 $17 Drums of Glory $44

Weaver Commiss Disk 2$16 Fall Gelb $36

Wilson Pro Staff Golf $23 Fifth Eskadra $36

World Class Soccer $28 Fleet Med $27

Gary Grigsby Paci War $46

1 IBM WAR GAMES 1
G.Grigsby War in Russia$48

German Raider Atlantis $26

Gettysburg:Turning PointS36

Action North Atlantic $19 Golan Front $36
Action North Atlantic $26 Grand Fleet $36
Action Stations Seen 1 $6 Grey Seas, Grey Skies $36
Action off River Platte $26 Halls of Montezuma $24

Air Raid Pearl Harbour $22 Harpoon $25

American Civil War VI $24 Harpoon Battle Set 2 $19
American Civil War V2 $24 Harpoon Battle Set 3 $19

American Civil War V3 $24 Harpoon Battle Set 4 $24

Banzai $9 Harpoon Chall Pak SE $49

Battle Sfalions $20 Harpoon Designer Series$17

Battle Tank Barbarossa $36 Harpoon Design Series 2$25
Battle Tank Kursk $36 Harpoon Scenario EditorS27

Battle of Austerlilz $12 High Command $45

Battle of the Atlantic $36 In Harms Way $36

Battles of Napoleon $24 Kampfgruppe $59
Battleship Bismark $26 Kriegsmarine $36

Kursk Campaign $36

Line in the Sand $12

Long Lance $39

MacArthur’s War $16

MacArthur’s War $9

Main Battle Tank C GermS36

Main Battle Tank Mid E $36

Main Battle Tank N GermS36

Malta Storm $36

Man of War $36

Mare Nostrum $26

Marianas Turkey Shoot $12

Midway $12

Moscow Campaign $36

Northern Fleet $36

Operation Overlord $36

Pac Storm Midway CpgnS36

Pac Storm Solomon CpnS36

Panzer Battles $12

Patriot $23

Patriot Battle Set 2 $24

Patriot Scenario Editor $27

Patton Strikes Back $14

Prelude to Jutland $26

Red Sky Morning $36

Return to Falklands $28

Rising Sun $26

Road Sumtr Appomattox$45

Rommel Battles N AlricaS24

Rommel at El Alamein $36

Rommel at Gazala $36

Second Front $21

Seventh Fleet $36

Squad Leader 94 $48

Stalingrad Campaign $36

Storm Across Europe $12

The Great War $36

Third Reich $34

To The Rhine $36

Typhoon of Steel $12

UMS2 $19

UMS 2 Civil War $24

UMS 2 Desrt Storm Sen $24

UMS 2 Planet Editor $16

UMS Original $14

Under Fire $12

V Viclory;Market Garden$44

V Victory: Utah Beach $44

V Victory: Velikye Luki $44

V Viet: Gold, Juno.SwordS44

Victory at Sea $46

War in the Falklands $26

Warship Change History $26

Waterloo $19

Western Front $21

White Death $19

World War 2 $39

IBM STRATEGY

A Train $34

A Train Construction SetS23

Air Force Commander $1

6

Airbucks $36

Ambush at Sorinor $42

Ancient Art of War Sky $34

Archon Ultra $30

Are We There Yet $17

Armada 2525 $29

Ashes of Empire $48

Bandit Kings Anc China $32

Battle Isle $32

Battle Isle Scenario DiskS22

Battles of Destiny $36

Bermuda Square 39

Big Business $9

Breach 2 $12

Breach 2 Scenario Disk $15

Breach 3 $36

BuzzAldrin Race Space $39

Caesar $36

Campaign 2 $36

Capitalist Pig WIN $19

Carrier Command $9

Carriers at War $19

Carriers War Const Kit $29

Carriers at War 2 $43

Castles $18

Castles North Campaign$19

Castles 2 $36

Centurion Defendr RomeS19
Civilization $32

Civilization Master Edit $42

Clash of Steel $42

Cohort2 $19

Command HQ $19

Conquer for Windows $39

Conquered Kingdoms $36

Conquer Kingdm Seen 1 $25

Conquest of Japan $36

Crime City $13

Crisis in the Kremlin $32

Dark Seed $19

Dark Star $36

Defender of the Crown $12

Designasaurus 2 $28

Detroit $36

Dino Wars $6

Diplomacy $12

Discovery Stp ColumbusS34

Dominion: One King Life $41

Dominus $39

Dragon Force $12

Dragon Lord $9

Dune $12

Dune 2 $44

El Fish $34

Empire Deluxe $35

Empire Deluxe Seen 1 $21

Empire Deluxe WIN $35

Fantasy Empires $39

Fields of Glory $36

Fighting for Rome $12

Final Conflict $12

Fori Apache $24

Gemfire $37

Genghis Khan $37

Global Conquest $29

Global Domination $36

Global Effect $14

Gobliiins 2 $24

Circle Reader Service 1146

Gold of the Americas $24

Harpoon 2 $52

Heirs to the Throne $36

Imperium $26

Inindo $37

Koshan Conspiracy $32

Kye Deluxe WIN $26

L'Empereur $37

Laser Squad $16

Lemmings $32

Lemmings Datadisk $19

Lemmings 2: The Tribes $32

Liberty or Death $37

LostAdmiral $19

Lost Admiral Enhanced $44

Lost Admiral Seen Disk $23

Lost Vikings $20

Maelstrom $38

Master of Orion $41

Medieval Lords $9

Mega Lo Mania $19

Merchant Colony $17

Millenium $6

MoonBase $24

New World Order $38

Nobunaga’s Ambition $29

Nobunaga's Ambition 2 $37

Nuclear War $9

Objection $29

Objection Enhanced $42

Ogre $19

Operation Combat $12

OutPostWIN $42

Overlord $21

Paladin 2 $34

Perfect General $36

Perfect General 2 $44

Perfect General Seen 1 $21

Perfect General Seen 2 $23

Populous $17

Populous 2 $26

Populous Promise Land $14

Powermonger $34

Rags to Riches $36
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Scorpia Answers

ScM()U)ic'd IHaii,

Serpent IsleI Lands of LoreI Realms of Arkania

Eye of the Beholder fill Crusaders of the Dark Savant Alone in the Dark

Darkside of Xeen I Ultima IV I Ultima Underworld II

Your Questions About Adventure And Role-Playing Games

A h, my time of year is here at last! It’s

also Fred’s favorite time of year. He

just loves those looong wiiner nights,

and he docs so look forward to Christmas.

Not from any kindly feelings, mind you. It’s

just that this is when he gets to hang up his

traditional Yiiletidc shrunken head garland. 1

always have ambiguous feelings about that.

The regulars are used to it, but it does make

the newcomers a little neiA'Ous-'Cspecially if

they happen to recognize any of the faces.

Speaking of Fred, readers do ask about him

sometimes: "Who is Fred?" and "What is

Fred?". Ofeourse, 1 don’t tell him about these

questions. He’s a very private being, and it

would upset him to know that people arc

making inquiries about him. Anyway, Fred is

the bartendcr/boLincer at the Scorpion’s Talc.

He’s half grue and half.. .well, let’s just say

that somethings are better left un.s-aid! You’re

really much better off not knowing that. Re-

ally. Let’s get to the mailbags...

Serpent Isle: A lot of players are having

trouble getting through the Knight’s Test. Most

manage to obtain the claw, but are at a loss as

to how to get on with it and find the ashes. Of
course, there’s a secret door they’ve overlooked.

Check nearby walls after a certain assa.s.sination

attempt. Ajiother big problem tor people is

obtaining water from the Temple ofTolerance

(where you find Mortegro). That’s no surprise,

since this is the one place you don’t fill your

bucket at. Remember the little transposition

that happened here? Find the missing piece and

use the bucket there. (I know it doesn’t make

sense, but that’s how it is.)

Lands Of Lore: Since my original article on

this game, .some important information has

come to light, including news of a nasty bug.

Down in the Draracle caves you must rescue

Lora and get her to the Draracle before you

leave. This has to be done beforeyo\.\ visit the

Draracle, since you only have one chance to

see him and can’t go back later. Ifyou exit the

caves with Lora in your party, the game will

crash later on when Paulson tries to join you.

Also in the Draracle caves, there arc two paths

to his lair. Which one you take determines

the "gift" you find, and that depends on

which serpent eye you use to open the wall.

Along one path, it’s a silver goblet, and along

the other it’s a jeweled dagger. Either is satis-

fitetory; you don’t need both.

Realms of Arkania: After my Arknnia arti-

cle was published, I heard from a reader in

Florida about the sword/end game business.

He reports that, while you don’t absolutely

need the sword for the "big figlit," you still

must have it in your inventory to reach the

automatic sequences that end the game (and

give you the opportunity to save the party).

So, yes, you do have to go out and get it after

all. Apologies to anyone who may have been

misled earlier, and thanks to Carlos Cas-

taneda for telling me about this.

Eye Of The Beholder III: Several people

are having trouble "getting into the temple"

in Myth Drannor. That’s because they’re try-

ing it far too early. Only after you’ve gone

through the Mages Guild and had your little

"visit" with the lich will a way into the temple

open up. So don’t be in such a hurry. You’ll

get there eventually.

Crusaders of The Dark Savant: Rumors

have been getting around about A Really

Neat Item in the game. Ofeourse, there are

lots of nice weapons and other things to pick

up on your way, but 1 suspect what most

people are asking about is the Cane of Cor-

pus. This very specialized (and ve^j potent)

weapon can be used only by a Faerie Ninja.

That’s right, a Faerie Ninja. Not a combina-

tion chat would occur to most people (heh).

And then you have to figure out where it is.

It just so happens Blindmeis has it. As you

guessed, you’ll have to kill him if you want

the Cane. Just keep in mind that he may not

have eyes, but he’s no pushover, and neither

is the help he calls in. You’re gonna earn this

one.

Alone In The Dark: Some folks have been

experiencing a little difficulty in making it

down the length of the picture gallery. If

they’re not getting hacked by tomahawks in

the back, they’re being punctured by arrows

in the chest. And they say arc is good for you.

Hah! Anyway, there’s a blanket solution for

the first problem, but the second requires a

different approach. You could almost say you

have to give .something the shaft (ouch!).

Darkside of Xeen: Somewhat surprisingly,

a number of players are having trouble in the

southern sphinx with the name needed to get

up the stairs. 1 .say surprising, because by this

time in the game, it should be evident that

JVC is a big Star Trek fan. And with an

anagram ofonly five letters, the answer ought

to be obvious with just a little thought.

Ultima IV: Yes, an oldie but very goody

shows up again after all these many months

(or was chat years?). Maybe it’s all chose

gamers who are buying the series on CD-
ROM. Whatever, the format might be new,

but the questions are classic, including per-

haps the most-asked (when Ultinuj IV was

new): "Where is that lunmentionable] .shep-

herd???" Why, in Maginicia, of course! Not,

however, right inside the ruins. But nearby,

very nearby. Think vertical instead of hori-

zontal.

Ultima Underworld II: Folks are still hav-

ing trouble with those colored paths and

pyramid in the void. The idea here is simple

(even ifdoing it isn’t). You follow the path to

the pyramid. You jump ail over it to make it

the same color as the path that brought you

there, ending at the cop. Then you jump

through the moongate. Since you have to do

this four separate times, the exercise is tedi-

ous, but it has to be done.

And chat’s about it for this look into the

mailbag. In the meantime, if you need help

with an adventure game, you can reach me in

the following ways:

On Delphi; Stop by the GameSIG (under

the Groups and Clubs menu).

On GEnie: Visit the Games Round’Fable

(type: Scorpia to reach the Games RT).

By US Mail (enclose a self-addressed,

stamped envelope if you live in the United

States): Scorpia, PO Box 338, Gracie Station,

New York, NY 10028.

Until next time, happy adventuring! cgw

Pii^f ‘)H Cnmpuier Caming Work!
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•STAR WARS
CHESS- A long

time ago, in a gal-

axy far, far away, a

great battle of good

and evil was fought

and won. Now you

can rediscover the

courageous char-

acters from the

Star Wars saga.

Relive their

struggles in one of

the world's oldest

games, brought to

life in brilliant 3-D

animation. S34

lpCIIf2000

•SIMCITY 2000-

is the long

awaited follow up

to SimCity that

takes urban plan-

ning into the next

century. SimCity

2000 adds a new
level of realism &

sophisticated
gameplay. New
features include

underground
water and trans-

portation systems,

3D views & SVGA
graphics. S42

'LEMMINGS' a

unique mind bog-

gling game of mul-

tiple skill levels.

Take command of

the wackiest collec-

tion of misdirected

rodents ever seen

on your screen.

Save the lemmings

from certain doom
by leading them to

safety using special

moves like dig,

climb, parachute,

block, punch, and

self destruct. S1S

'WARLORDS 2-

brings the fun and

excitement of the

first Warlords with

640 X 480 graph-

ics, a hidden map
option, and totally

new Al system.

Features random

mapping lor infinite

replayability, troop

transports for am-

phibious warfare, &

a diplomacy option

that provides the

framework for

backstabbing. S40

'GAME-MAKER' lets you create action adventure games

as unique as your imagination. Design your own animated

characters, monsters, and scenes. Create sounds & im-

port images. No programming. Now with SB support. S49

I
IBM STRATEGY | IBM STRATEGY 1 IBM TRADITIONAL |1 IBM TRADITIONAL |1 BUDGET

Railroad Tycoon Classic S22 :Strategic Forces S9 Casinos of the World $29 Grandmaster Chess $19 Sargon 5 $13 3 D Pinball $10

Railroad Tycoon 2 S39 Strike Squad $41 Checkmate $36 Home Alone 2 $26 Scrabble $19 3 in 1 Players's Pack $9

Rampart S17 Sub Version $36 Checkmate WIN $36 Home Casino Spectacular$9 Scrabble Deluxe $26 4th & Inches $4

Reach for the Stars S24 Sword of Aragon $28 Chess Net WIN $9 Hong Kong Mah Jong $32 Scrabble Deluxe WIN $26 Action Stations Seen 1 $6

Realms S16 Task Force 1942 $39 Chess X Colossus $9 Hoyle's Book Games VI $21 Scribler $34 All Star Sports Pak $9

Red Zone S32 Tegel's Mercenaries $19 ChessManiac 5 Bill & 1 $39 Hoyle's Book Games V2S19 Scruples $28 Amarillo Slim's Poker $12

Renegade Leg lntereeptrS12 Tegel’s Mercenaries 2 $44 Chessmaster 2000 $27 Hoyle's Book Games V4$29 Shanghai! 2 $29 Amarillo Slim 7 Card StdSIO

Riders of Rohan S19 Theatre of War $12 Chessmaster 3000 $29 Ishido $17 Sharkey's 3D Pool $12 Armada Villa Crespo $10

Robo Sport WIN S34 Traders $15 Chessmaster 3000 WIN $34 Jeopardy $9 Shogi Master $34 Back to the Future 3 $12

Romance 3 Kingdoms S42 IUnnatural Selection $38 Classic 5 $32 Jeopardy 2 $9 Solitaire Royale $16 Backgammon By George $9

Romance 3 Kingdoms 2 S42 Vikings Fields Conquest $37 Classic 5 WIN $32 Jeopardy 25lh Aniv $15 Solitaire WIN $32 Battle of Austerlitz $12

Rules of Engagement S12 Visions of Aftermath $24 Clue $12 Jeopardy Junior $5 Solitaire's Journey WIN $38 Bball Chal 1987 Teams 89

Rules of Engagement 2 S38 'Walls of Rome $39 Clue Master Detective $15 Jeopardy Sports Edition $7 Solitaires Journey $34 Bball Chal 1988 Teams $9

Second Conflict WIN S34 War in the Gulf $34 Combination Lock $9 Jeopardy, Super Talking $21 Sorry $12 Bball Chal 1989 Teams $9

Seven Cities Gold 2 S36 Warlords $12 Dealer's Choice $29 Jones Fast Lane $24 Space Vegetables $9 Blue Max Aces Great WarS6

Shadow President S34 Warlords 2 $40 Demon Blue $9 Joseki Genius $39 Spot $9 Bo Jackson Baseball $12

ShadowGate WIN S32 When Two Worlds War $42 Dr Floyds Desktop Toys $14 Klotski: Polish Puzzles $9 Super Jeopardy $27 Buck Rogers $12

Sid Meir's Civil War $58 Worlds at War $19 Dr Thorp's Blackjack $32 Laffer Utilities WIN $21 Super Tetris $29 Cardinal of the Kremlin $6

Siege S12 Dr Thorp's mini Blackjack $9 Lexicross $24 Swap $29 Carl Lewis Challenge $9

Siege Expansion Disk S19
1

Dr Wong's Jacks & Video $9 Lotto Gold $29 Tactical Wizard $39 Chess Net WINDOWS $9

Siege Wilh Exp Disk $24
I

1

Edward O’Thorpe BJ 39 Lucky's Casino Adven!reS39 Terminator 2 Chess Wai $37 Chess X Colossus $9

Sim Ant S32 Electric Jigsaw $12 Monopoly $29 Terminator Chess $34 Conflict in Vietnam $9

Sim Ant Windows 334 :3 D Pinball $10 FS-Pro $21 Monopoly Doluxe $29 Tesserae WIN $16 Conqueror Multi Tank $6

Sim City 2000 S42 ;3 in 1 Players's Pack $9 Faces Tetris 3 $15 Monopoly Deluxe WIN $32 Tetris $15 Crime Does Not Pay $12

Sim City Classic $27 3D Pool $12 Family Crossword Puz $28 Oligopoly $9 Tetris Classic $26 Das Boot Submarine $9

Sim City Classic Win S37 Acquire $9 Gambit $38 Omar Sharif Bridge WIN $32 Tetris Classic W!N $26 Decision at Gettysburg $12

Sim City S27 Amarillo Slim's Poker $12 Game-Maker $49 Omar Sharif on Bridge $34 Trump Castie 2 $6 Defender of the Crovm $12

Sim City Graphic Set 1 S18 Amarillo Slim 7 Card StdSIO Games Master WIN $6 On Target $10 Trump Castle 2 DD1 $4 Dinosoft Add & Subtract $12

Sim City Graphic Set 2 $23 Armada Villa Crespo CB $1

0

Game Pak 1 $19 Origamo $39 Trump Castle 2 DD2 $4 Dinosoft Begin Algebra $12

Sim City WIN $34 IBackgammon By George $9 Games People Play $21 Piclionary $12 Trump Castle 3 $29 Don't Go Alone $6

Simearih $34 IBaseball Card Collector $18 Go Master DIx Ver 4 $89 Pool Shark $15 Turn-n-Burn $9 Double Dragon 3 $6

Simeanh WIN $34 IBaseball Facts $9 Go Master DIx Ver 5 $89 Positronic Bridge $30 Vegas Entrtnmnt Pak $20 Double Dragon 3 $9

Simfarm $41 1Batle Chess 4000 SVGAS36 Go Master Ver 5 WIN $39 Price is Right $15 Vegas Games Pak WIN $19 Dr Doom's Revenge $9

Simlife $39 1Battle Chess 4000 VGA $32 Go Mastr DIx Ver 5 WIN $79 Prime Time Hits $25 Video Poker Villa Crespo $9 Dr Doom's Revenge $12

Simlife WIN $42 1Battle Chess $19 Go Master Junior Ver 4 $19 Prime Time Hits 2 $24 Video Poker WIN $12 Dr Thorp's mini Blackjack $9

Space Hulk $38 1Battle Chess WIN $29 Go Master Junior Ver 5 $19 Puzzle Gallery t $9 Video Poker by Masque $9 Dragons of Flame $9

Spaceward Ho! $38 1Blackjack $9 Go Master Jr Ver 5 WIN $19 Puzzle Gallery 2 $9 Virtual Reality Studio 2 $49 East vs West Berlin 1948 $9

Spaceward Ho! WIN $36 1Blackjack WIN $12 Go Master Tool Kit $39 Puzzle Master $6 Wayne's World $19 Edward O'Thorpe BJ $9

Special Forces $39 1Bridge 7 $24 Go Master Tool Kit WIN $79 Puzznic $9 Welltris $15 FI 5 Strike Eagle 1 $7

Star Control $29 1Bridgemaster $29 Go Master Ver 4 $34 Risk $19 Wheel of Fortune 1 86 F19 Stealth Fighter $12

Star Control 2 $36 1Caesars Palace WIN $15 Go Master Ver 4 WIN $39 Risk WIN $26 Wheel of Fortune 2 $6 Fighting for Rome $12

Star Legions $12 1Casino Craps $10 Go Master Ver 5 $39 Rodeo Games $9 Wheel of Fortune 3 $9 Flames of Freedom $12

Starfleet 1 $17 Casino Game Pak WIN $32 Grand Slam Bridge 2 $27 Russian Six Pack $39 Word Tris $27 Games Master WIN $6

Starfleet 2 $38 1Casino Master WIN $25 GrandMasler Chess DIx $37 Sargon 4 $9 World Champ Backgam $24 Gold of the Aztecs $12
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Review

A New Generation of Designers
Revives the Text Adventure

by Charles Ardai

A friend of mine who is a science

teacher told me recently about an

incident in which one ofhis students,

an adolescent who identified herself as a pas-

sionate Star Trek fan, stunned him with the

revelation that she had never seen the original

series—not even once. To commiserate, 1

related an encounter I’d had with a young

(but not all young) gamer who claimed

to be an adventure game afficionado but who
could only muster a blank stare when I men-

tioned Infocom. It turned out that what he

meant when he had said “I’ve played them

all” was that he even played King’s Qtiest I.

“What about Zork?” I asked.

“Yeah,” he said. “I think I’ve heard of that.”

Shall Auld Acquaintance

Be Forgot. .

.

Is it possible that there are people reading

this maga2ine who have never played a text

adventure? Might there be CGW^readers who
don’t even know what a text adventure is? It

is hard to believe and painful to contem-

plate—yet it is the case, more likely than not.

Like tatting, stone-masonry, speaking

Gaelic, and mummification, the creation and

appreciation of text adventures is a dying art.

It is only through the dedicated efforts of

game designers like Mike Roberts of High

Energy Software and D. A. Leary of Adven-

ttons that the text adventure is getting some-

thing of a second lease on life.

'I'rue, The Lost Treasures ofInfocom is avail-

able in two volumes, spanning seven years’

worth of wonderful titles; and true, Legend

has more or less taken the baton from Info-

com, producing text-intensive games such as

Gateway and Infocom veteran Steve

Meretzky’s Spellcasting series. However, the

former is more a rcanimation (stitched to-

gether dead things, rt/rt! Frankenstein) and the

latter more an odd experiment (the stitches

here binding multimedia gameplay to an old-

fashioned text parser, a la Dr. Moreau) than

a true resurrection of the form.

What Roberts and Lear)' are doing, on the

other hand, is simply creating new text adven-

tures—old-fashioned, yes, and proud of it,

but at the same time raw, energetic, rough-

edged and exciting. Both men are shareware

authors ofsome repute, taking their first stabs

at conventional commercial success with a

new game apiece: Perdition’s Flames (Roberts)

and Unnkulia Zero: The Search For Amanda
(Leary). Both games are brimming with ac-

tion and set in colorful, exotic locales, and

both might easily have been “graphicked” to

the hilt and packed full of snazzy anima-

tions—but they’re not. Both of these games

are text adventures.

One imagines, of course, that more

than aesthetics went into the decision to

do them as text adventures. Just as many
young, solo filmmakers’ first efforts are

shot in black-and-white due to budget-

ary constraints as much as to artistic

preference, it should not surprise any-

one when solo adventure game designers start

with all-text games. A state-of-the-art sight-

and-sound extravaganza along the lines of a

King's Qtiest or a Day of the Tentacle might

keep a few dozen artists and technicians busy

for a year, at a cost of a million dollars or

more. In the world of text adventures, by

contrast, eveiyone is equal; the better writer

can make the better game—period—regard-

less of the size of his bank account. (This is

especially true when he is working with an

extant game creation tool, as these two are.

Both games were written using High Energy’s

Text Adventure Developtnent System)

However, it wasn’t just a matter of saving

money. Roberts and Leary display too much
affection for the genre for that to have been

the case. It’s clear that they did it for love as

well.

To Hell With You

Perdition’s Flames is, in several senses, a

departure. To begin with, it starts where most

other games end, with the line, “You have

died.” The player doesn’t know how or why
he has died, nor is it important. All that

matters is that he is now on the ferry to Hell,

a luxury yacht carrying a milling crowd of the

recently deceased. Drinks are on the house,

the journey is swift, and when the boat doclcs,

a guide is ready and waiting.

This is Hell? After

a fashion, yes. The

afterlife has

been deregu-

lated, the

guide ex-

plains,

which means

that Heaven

and Hell

now have to

compete for
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CHIPS
&BITS
PO Box 234

Rochester VT 05767

Call 800-699-4263

Int’l 802-767-3033

Fax 802-767-3382

S-10006

'MARIO IS MISS-

ING CD' Join Luigi

as h3 searches for

the kidnapped

Mario from Bowser

and his gang of

Koopas. Explore

exotic cities,

master mysterious

maps, thwart

theiving Koopas,

interrogate not so

innocent bystand-

ers, endure

entertaining ex-

aminations, and

rescue Mario. S44

‘RETURN TO
ZORK’ is the next

generation in the

classic Zork series.

Return to Zork is an

amazing interac-

tive adventure of

danger, intrigue,

and tow cunning.

Filled with fascinat-

ing puzzles, it fea-

tures a cast of Hol-

lywood stars, a

revolutionary inter-

face, over an hour

of spoken dialogue

and music. S44

‘DARK SEED CD’

Control the fate of

two worlds. The

world as you know

it and the dark

world of an ancient

and dying civiliza-

tion. Unlock the

secret of a sinister

plot and discover

the dark passage

to their world. A
place more terrify-

ing than your dark-

est nightmare.

Floppy Disk S19

CD ROM S48

CYBERRACE CD’

You are Clay Shaw,

forced to represent

the Terran Empire

on the cybertrack.

CyberRace utilizes

voxels, the latest in

landscape render-

ing technology, ray

traced vehicles,

digitized actors and

dialogue, sound ef-

fects, cinematic

256-color between

race sequences.

Floppy Disk S42

CD ROM S48

‘LAWNMOWER MAN CD’Take the role of Dr. Angelo against

the pyschopath Jobe in a virtual reality world. Pit your intel-

lectual powers through a variety of platform and puzzle

levels against Cyberjobe & his assorted cohorts. S45

BUDGET

Hare Raising Havoc S12

Hole In One Mini Golf S6

Hole In One Mini Golf CrsS3

Hole in 1 Mini Golf DIx S12

Home Casino SpectacularS9

Jack Nicklaus SE CD 1 $9

Jack Nicklaus Clip Art $6

Jack Nicklaus CO 5 $6

Jeopardy Sports Edition S7

Joan ol Arc SI 2

John Elway Quarterback S6

Keys to Marimon S12

Klotski: Polish Puzzles S9

Land Sea Air Trilogy S12

Laura Bow Parlor Games $9

Leisure Suit Larry 1 S12

Line in the Sand S12

Links CD Barton Creek $9

MUDS S9

ML Baseball All Stars S12

Magic Candle 2 S12

Magic Johnsn Fast Break S6

Marianas Turkey Shoot S12

Matrix Cubed S12

Mines ol Titan $9

NFL Chall Col Alumni S9

NFL Chall Pre Season 90 $9

NFL Chal 1 988 Teams S9

NFLChal 1989 Teams S9

NFL Chal 91 Pre Season S9

NFLChal All Star Team S9

NFL Chal Dream Teams S9

NFL Chal Dream Teams S9

NFL Proleague Football St2

Never Ending Story 2 $9

New Facilities Locator $12

NlnjaGalden2 $12

Oil’s Well $12

Penthouse Jigsaw XXX $12

Pirates S6

Planet ol Lust $12

Power Hits: Kids $9

Puzzle Gallery 1 $9

Puzzle Gallery 2 $9

BUDGET

Read "n Roll Data Disk $12

Red Storm Rising $12

Renegade Leg lnterceptfS12

Rock A Doodle $9

Rules of Engagement $12

SDI $7

Sentinel Worlds 1 $9

Sex Vixens from Space $12

Shadow Sorcerer $9

Sharkey's 3D Pool $12

Snoopy's Fun Pack $9

SpeedreaderWIN DDA $12

SpeedreaderWIN DD B $12

SpeedreaderWIN DD C $12

Storm Across Europe $12

Street Fighting Man S3

Taking of Beverly Hills $9

Tengen’s Arcade Hits $12

Test Drive 2:Euro Chall $6

Test Drive 2:Muscle CarsS12

Test Drive 2:Supercars $12

The Dark Half DEMO S6

Theatre ol War $12

Tie Break Tennis $9

Treasure Savage FrntierS12

Trump Cast 2 S6

Trump Castle 2 DD 1 $4

Trump Castle 2 DD 2 $4

Typhoon of Steel $12

Vengeance of Excalibur $12

Video Poker Villa Crespo $9

Video Poker WINDOWS $12

Video Poker by Masque $9

War of the Lance $9

Warlords $12

AMIGA

Alomino S3

Breach 1 Scenario Disk S3

Dark Queen Krynn DEMOS6
Das Boot Submarine $9

Dick Tracy $10

AMIGA

Dreadnoughts Ironclads $29

F29 Retalialor DEMO $3

Fast Break S3

Heatwave S3

HoverForce $3

Jack Nicklaus Clip Art $3

Jack Nicklaus Course 1 $4

Jack Nicklaus Course 3 $6

Jack Nicklaus Course 4 $6

Jack Nicklaus Course 5 $6

Leisure Suit Larry 1 $9

Loom $12

Mean 18 Golf S3

Night Shift $6

Police Quest 1 $10

Populous 2 Challenge $9

Populous World Editor $3

RVF Honda $3

Renegade Leg lnterceptorS9

Secret Monkey Island $19

Shark Attack Ultimate GolfS6

Test Drive 2;Mu5cle Cars S3

Treasure Trap $9

UMS2 $19

MACINTOSH

Battle Chess Enh CD $24

Bridge 7 $24

Dragon’s Lair 2 $24

Dragon’s Lair Esc Singe $24

Dragon's Lair $24

Go Master DIx Ver 5 $89

Harpoon Bailie Set 4 $19

Harpoon Scenario Editor$19

Heaven S Earth $32

Jack Nicklaus Course 1 $6

Jack Nicklaus Course 2 $6

Jack Nicklaus Course 3 $6

Jack Nicklaus Course 4 $6

Jack Nicklaus Course 5 $6

Lexicross $19

Life and Death $24

MACINTOSH

Monopoly $19

Olds $6

OmarShariff Bridge DIx $36

Out of This World $36

Pick'n Pile $6

Reach for the Stars $19

Risk $19

Robo Sport $24

Shanghai! 2 $19

Sim Ant $35

Simcity 529

Simcily Terrain Editor S9

Space Ace 2 524

Spirit of Excalibur $19

Star Trek 25th Annivrsry $24

Starflight 1 $29

Super Tetris $24

Test Drive 2 $24

Test Drive 2:CA ChallengeSB

Test Drive 2:Supercars S6

Vette $24

Where In Europe CSD $24

Where World is CSD $24

Wordtris $24

Yeager's AFT $24

NEO GEO

Neo Geo Gold System $569

2020 Super Baseball $119

3 Count Bout $199

Alpha Mission 2 $149

Andros Dunos $199

Art of Fighting 1 or 2 S199

Baseball Stars Pro $129

Baseball Stars Pro 2 $149

Blues Journey $149

Burning Fight $149

Crossed Swords S149

Cyber Lip 5149

Fatal Fury $129

Fatal Fury 2 5199

Football Frenzy $149

NEO GEO

Ghost Pilots $149

King of the Monsters 5149

King of the Monsters 2 S179

Last Resort $149

League Bowling $149

Magician Lord $149

Mutation Nation $149

Nam 1975 $149

Ninja Combat $149

Riding Hero 8149

Robo Army $149

Samurai Shodown $199

Sengoku $139

Sengoku 2 $199

Soccer Brawl $139

Super 8 Man $149

Super Sidekicks SoccerS179

Super Spy $149

Survivor 5199

Thrash Rally $139

Top Hunter $199

Top Players Golf $139

View Point $199

World Heroes 2 $199

JAGUAR

Jaguar System 5249

Alien Vs Predator $59

Baseball $59

Basketball $59

Battle Zone 2000 859

Checkered Flag 2 $59

Club Drive S59

Crescent Galaxy $59

CyberMorph 559

Evolution:Dino Dudes $59

Jaguar Formula 1 $59

Kasumi Ninja $59

NFL Football $59

Raiden $59

Tempest 2000 $59

Tiny Toon Adventures $59

FREE GAME OFFER

Spend the specified amount

on any instock software and

choose a free IBM game from

the corresponding list below.

Offer subject to change or

cancellation without notice.

Valid from November 1st

through December 30th or

while supplies last.

SPEND $100

Backgammon by George

Blackjack

Blackjack for Windows

Chessnet

Covert Action 3.5"

Dragons of Flame 5.25"

Dragon Force 5.25"

Earth Rise 5.25"

Free D.C. 5,25"

John Elway Quartrback 5.25

MacAnhur's War 5.25"

S.C. Out

Trump Castle 2 5.25”

Video Poker Windows

Video Poker

Video Poker Ala Carte

SPEND $200

Acquire 3.5"

Amazon 3.5"

Breach 2 5.25"

Lost Admiral

Magic Candle 2 5.25"

Megatraveler Zhodani 5.25"

Mercenaries 5.25"

Playmaker Football

Rules of Engagement 5.25"

Star Legions 5.25"

Warlords 5.25”
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souls. The player can choose co go to Heaven

at any time.

Why, then, would anyone remain in Hell?

Well, they have made some improvements,

such that the place now resembles a sorry

corner ofsuburbia more than a nightmare out

of Bosch or Dante. As for Heaven, it’s never

lived up to its.reputation. In fact, both halves

of the undeiworld turn out to be pretty dull

places. It is the player’s job to carve an exciting

life out of this eternal banality.

Rather lofty stuff, one might think, and ill

suited to the medium—but one would be

wrong. Perdition ’s Flames is not the first game

to send the player to Hell, but it is the first to

offer anon-traditional portrait ofthe Inferno.

Roberts posits an afterlife run by functionar-

ies, something like the Heaven portrayed in

movies such as Heaven Can Waitor Defending

Your Life. This makes his Hell an interesting

place to explore, as

well as sufficiently

rule-governed

to provide for

lots of good

puzzles.

In tone, Per-

dition 's Flames

most closely re-

sembles Info-

Bnreaiicracy in that the player has to either

subvert the system or else spend eternity

standing in lines, failing tests, and losing out

to more resourceful souls. It is worth noting

that many gamers found Bureaucracy genu-

inely, rather than comically, frustrating, and

Roberts skates on similarly thin ice when, for

instance, he asks the player to solve a calcu-

lus-based geometry problem in order to

qualify for a driver’s license.

However, Roberts also turns

down the pressure a notch or

two through a number of

concessions to the player’s sanity.

One cannot die in the game, for ex-

ample, because one is already dead.

There is no limit to how many objects

one can carr)'. There is no way to get

stuck in a no-win situation. There are

no mazes in the game. Ifall else fails, the

game comes with a comprehensive hint

book and set of maps.

Strong puzzles abound, including a

clever set piece that involves the player’s

returning to the Earth as a

ghost; an interestingsetofinter-

actionswith a computer hacker;

and, for traditionalists, a meet-

ing with a surly troll on a bridge.

There is generally only one so-

lution to any given puzzle, but

the solution is always a fair one.

Roberts’ prose serves the player

well, giving ail necessary infor-

mation economically, conjur-

ing up the right atmosphere,

and only occasionally lapsing

into the lugubrious drone the

subject matter invites.

On the downside, some ofthe

game’s satire is lame, such as the

easy digs at politicians and law-

yers. The game would also have

been stronger ifRoberts had put

more thought into build-

ing the game’s vocabu-

lary—the computer doesn’t understand

such simple words as “break,” “kick,”

“smash,” or “raise,” or many ofthe nouns

Roberts uses in his descriptions.

Still, Perdition's Flames offers a fresh

take on a subject that typically gets a

hackneyed treatment and a collection of

interlocked puzzles that will challenge the

hardiest adventurer. If the game’s execution

is less than perfect, Roberts makes up for it

with his sheer originality. In how many other

games is it the right move for the player to

hurl himself into a stream of lava?

More Than Zero

Perdition’s Flames comes close to, but just

misses, the quality level of an old Infocom

game, Umikulia Zero hits the bullseye. Obvi-

ously inspired by the G.U.E. saga {and mak-

ing an homage in its title to one of the lace

entries, Zork Zero), Utinktdia Zero is well-

written, -plotted, and -designed. With its

forests, trolls, lanterns, swords and under-

ground cav-

erns, it could

fit right into

the Zork uni-

verse; but Leary has given it a

flavor and a history all its own
and has peopled it with his own
brand of eccentric characters.

The evil Unnkulians have kid-

napped Amanda, the betrothed

of the Valley King to whom the

player, a hulking warrior, has

sworn fealty. The King gives the

player his quest: find Amanda.

The player is booted out of his

underground home with noth-

ing more on his person than his

trusty sword and a royal insignia

ring.

Not to worry: within 20 turns

the player will have his hands

full... and unlike Roberts, Leary

imposes strict limits on how many items the

player can carry, making what to keep and

what to discard one of the player’s ongoing

dilemmas. (In Leary’s universe, the player can

also both die and back himself into dead ends

from which the only escape is a quick “Re-

store.” However, like Roberts, Leary merci-

fully eschews mazes.)

Leary’s puzzles are deceptively tricky-—

a

can of snake repellant may appear to solve

one’s problems with a pesky python, but no

such luck. A box of egg substitute found in a

monk’s kitchen is not, as it turns out, what

one has to feed the monk (though it does

come in handy later). The problem with some

other objects is that they are wo useful; the

handful of berries can certainly serve to

quench the player’s hunger, but if used in this

way they won’t be around later when needed

to attract a bird of prey.

This particular dead end is nasty but fair. In

some instances the game does not play fair,

such as when it requires the player to stay in

quiclcsand a turn longer than is intuitively

sensible in order to find a valuable object, or

when it requires one to keep typing

“Dig in burial mound” over and

_ over until the standard “You can’t

do that” response is replaced with “Fine, if

you insist.” Most of the puzzles, however, are

not unfair, just very tough.

The story established in the opening scene

does not unfold so much as evaporate: Un-

nkulia Zero is all about exploring nifty loca-

tions and solving puzzles, and only nominally

about finding Amanda. Periodically the text

(which, incidentally, is even

GOEAST crisper, funnier, and better

• written than Roberts’) re-
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Games For The PoweHluiiQy
Make the big decisions with four addictive strategy games from MicroProse.

Sid Meier's Civilization™

Play entertainment software's most highly acclaimed computer game!

As the guiding spirit of your own civilization, you'll build complex cities,

balance economic growth with military power, and compete with

history's greatest leaders.

Now
Available

for
Windows

/tiiOIOPfiOSE

Sid Meier's
Railroad Tycoon® Deluxe

PROSE
. SOFTWARE

Software
ALL RIGHTS RESERVED,

Play the award-winning MicroProse strategy game

with all-new features! Build a sprawling railroad empire

across six world regions! Watch your empire unfold with

enhanced VGA
graphics! Operate

over 40 trains,

each with its own
speed and cargo

capabilities! And
even compete against

history's legendary

Rail Barons!

Master Of Orion™
Play the all-new game of space exploration and

combat from MicroProse! With a powerful fleet of

space ships at your command, you'll battle, trade,

and negotiate with ten alien races. Develop new
technologies. And expand your colossal empire as

you inhabit or exploit inhospitable worlds.

I To gel our free catalog, call 1 800-879-PLAY Mon.-Fri., 8:30 am-5;<

I

or fill out the coupon and mail it to: MicroProse Software, Im

I

180 Lakefront Drive • Dept. DIO • Hunt Valley, MD 21030-22

)pm E5Tn

|_Cily;. :J
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minds the player about the goal, but Amanda
basically has as much to do with the game as

the Wizard of Frobozz had to do with Zork

//. So what does the player have to do, if not

look for Amanda?

Find and cook a

dragon’s egg; forge a

necklace and bestow it

on a nymph; travel

through time and shut

down a nuclear reac-

tor; and many other wonderful

and unrelated things.

Leary’s descriptions of loca-

tions, objects, and events are

witty and, since he lias pro-

grammed the game to under-

stand almost any word the

player might reasonably want to

throw at it, abundant. The
game does not come with a

hintbook, but the text itself

contains subtle clues for those

who know how to read between

the lines. From the very first

scene, it is obvious that Lear}'

has studied the Old Masters and

knows what he is doing.

If there is any negative at all to

UnnkuliaZero, it is that it is too

rich in references to earlier, shareware install-

ments in the Unnkuiia saga, which most

gamers will not have played. Yet even this has

its benefits: it makes the world in which the

game takes place seem bigger and more fully

realized than the typical, generic fantasy set-

ting.

Davids and Goliath

In the shadows of unmerited

obscurity, little guys like

Roberts and Leary are accom-

plishing something that other

companies, with all their video-

capture technology and digit-

ized sound effects, arc unlikely

to pull off: they are recapturing

the thrill of the original Info-

corn adventures, the ones that

were held together with spit and

baling wire and seat-of-the-

pants creativity. Like the fitst

Zorlcs, these games taste like

something cooked up late at

night in the corridors and ma-

chine rooms at MIT.

It is a flavor to be cherished.

Any young’uns who have not

yet had the pleasure owe it to

themselves to take a taste ofthe brew that kept

a generation of garnets glued to their screens

back in the stone age.

Pe7'dhion’s Flames is available for $25 plus

$2 for shipping. Orders can be placed

through High Energ)'’s BBS (4 1 5) 493-2420,

voice orders (415) 493-2430, or by mail at

the following address:

High Energy Software

P.O. Box 50422

Palo Alto, CA 94303

CompuServe: 73737,417

GEnie: M.ROBERTSlO
Internet: support@hinrg.starconn.com

UnnktiHn Zero: The Search ForAmanda can

be ordered by mail at the address below. Send

$25 to:

ADVENTIONS
P.O. Box 851

Columbia, MD 21044

CompuServe: 76440,2671

GEnie; ADVENTIONS
Internet: dmb@ai.mit.edu

(Maryland Residents add $1.25 sales tax.

Specify MS-DOS (5.25" or 3.5") or Macin-

tosh.) CGW

SIERRA SPECIALS
$20 3 Of more $15 each

[Jgm
QUEST FOR GLORY 1 or 2,

KING'S QUEST1, 2, 3or4,

SPACEQUEST1,2,3or4,
LEISURE SUIT LARRY 1. 2, 3 or 5,

LAFFER UTILITIES, HEART OF CHINA,

RISE OF THE DRAGON, ZELIARD,

POLICE QUEST 1, or 3, FIREHAWK,
MIXED UP MOTHER GOOSE,

MANHUNTER SAN FRANCISCO,
OIL'S WELL, THEXDER,

^"TiTcROPRosr"'
$20 eu9, 3 or more $15 each

SEA ROGUE, HYPERSPEED, MIDWINTER,

PUNISHER, DR. DOOM'S REVENGE,

SWORD OF THE SAMURAI, ELITE PLUS,

KNIGHTS OFTHESKY.flMES OF FREEDOM,

AMAZING SPIDERMAN, RED STORM RISING,

LIGHTSPEED, MEGATRAVELLER lor 2,

COVERT AQION, TWILIGHT 2000, TROIKA.

^
COMPSULT

EPYX BARGAINS
Your choice $5 each

IHPOSSIBLE HISSIOH 2. FINHL fISSIIULT. TOUiER TOPPIEH.

CRLIFORHIR GRHES. l.R. CRRCKDOUIH. DIRE BDHBER. BIBRLB

ERNES. BIIHFER ERNES. RERFH SUIBRB. PRBJECF REPFBRF.

SPREE SFRFIBHBBLIBIBH. SBB BBtLE. FECHHB-CBP.

P.O. BOX 5160
OAN LUIS OBISPO, CA 9

.(805) 544-6616.,

SSi SALE
$15 EACH

BOR MORE $10 EACH

ROADWAR EUROPA,CONFLia KOREA,

SECRET OF THE SILVER BUDES, HILISFAR,

DRAGONS OF FIAME, FIRST OVER GERAIANY,

MATRIX CUBED,HEROESOFTHElANCE,

POOL OF RADIANCE, SWORD OF ARAGON,

MEDIEVAL LOROS, LINE IN THE SAND,

GATEWAYTOTHESAVAGE FRONTIER,

TREASURES OFTHE SAVAGE FRONTIER,

COUNTDOWN TO DOOMSDAY,

DEATH KNIGHTS OF KRYNN.

SiERRA $10 SPECIALS
POLICE QUEST 2, CAMELOT,

COLONEL'S BEQUEST,
MANHUNTER NEW YORK,

HOYLE'S BOOK OF GAMES 2.
THESE SPECIALS ARE AVAILABlf ON 3.5" DISK ONLYII

THREE-SIXTY PACIFIC
$10 EACH*

MEGAFORTRESS, PATRIOT
ARMOR ALLEY, BLUE MAX

$20 EACH*

V FOR VICTORY:
UTAH BEACH, VELIKIYE LUKI

-or- MARKET GARDEN
•SLIGHTLY BLEMISHED BOXES.

MORE (3REKT DEKL6
]

SPECIAL FORCES, by MIcroprosc $15 i

RAILROAD TYCOON, by MIcroprosc $15 '

F-117A STEALTH FIGHTER, by MIcroprosc $25|

GUNSHIF 2000, by MIcroprosc $25 I

BAD BLOOD -or- ULTIMA 6, by Origin $20

DARXLANDS, by MIcroprosc $25 I

MANTIS -or- GREENS, by MIcroprosc $25
|

DUNE, REALMS -or- CONAN, by Virgin $20 I

ARRANOID 2 -or- BUBBLE BOBBLE $10

VISA 81 MASTERCARD ORDERS CALL..

1-800-676-6616
I V CREDIT CARD ORDERS ONLYi! $25 MINIMUM y

TO ORDER: send check or money order including shipping charges of $5 for U.S.A., $8 FOR CANADA/MEXICO, $16 ALL

OTHERS. CALIFORNIANS MUST INCLUDE 7.25% SALES TAX. TO RECEIVE OUR CATALOG OF 1000's OF CLOSEOUTS FOR IBM, AMIGA,
APPLE, ATARI, COMMODORE 64/128 & MAC, SEND $2 IN CASH OR STAMPS ALONG WITH YOUR NAME & ADDRESS & WE WILL SEND IT TO
YOU BY isl CLASS MAIL. PLEASE! DO NOT CALL FOR A CATALOG.. OF COURSE, IF YOU PLACE AN ORDER FROM THIS AD, YOU WILL
RECEIVE OUR LATEST CATALOG FREE WITH YOUR ORDER. TO CHECK FOR AN ITEM NOT LISTED HERE... CALL (805) 544-6616.
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Actual screens may vary.

It’s all up to you! The skies are swarming with bandits.

Only you stand between the threat and your carrier

battle group.

Lock on your radar and launch the Navy’s advanced

weapons to destroy the most sophisticated enemy
targets ever developed for a MicroProse simulation.

Roll, turn, climb, and dive to out-maneuver enemy
aircraft using an artificial intelligence developed right

out of Soviet and Third World military doctrine.

A computer-controlled wingman responds

to your every command. And, you'll

interact with strike packages that include

F/A-18 Hornets, A-6 Intruders, A-7 Corsairs

and E-2C Hawkeye AWACS.

Featuring the latest In 3-D terrain technology

derived from digitized information taken from

LANDSAT geological surveys, you’ll pilot your

F-1 4 through actual locations.

Fleet Defender from MicroProse. We brought you

the F-15 Strike Eagle, now try the F-14 Tomcat
featuring the most authentically modeled F-14

systems available anywhere outside of the Navy.

Pilot The
Navy's Rrot

Line Of

ENTERTAINMENT SOFTWARE

1993 MicroProse Software, Inc. ALL RIGHTS RESERVED.

For IBM-PC/Compotibles.

Circle Reader Service H97

I

I To get ouf free cotolog. coll 1-800-879-PLAY Mon.-Fn . 8;30om -5.00 pm EST

I or fill out tho coupon ond moil if to: MicroProse Software. Inc.,

j

180 Lokefront Drive • Dept. DIO • Hunt Valley. MD 21030-22i55

Nome: _

Address:

City
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I
THRUSTMASTCR WEAPONS MARK It GAME BLASTER

EXT.
326

Coirpolible

with 5'pin key-

boord connoclori.

Proctorn your joy-

ing penphBi

Ijoysticli Old WCS] will be instanlly corr

ble with cutreni c' (utuie gomes. Pooturt

iighllng system indicates when certain func-

tions ore QCtivQted; Screw-down conneclor;

Hondle moves fore and oFl for throttle control;

Sturdy s^-h»l cobles; Allows joystick pro-

'irough joystick inlertoco;

mode toggle switch; User-pro

ctions; One-yeor wotronty.

LED

PUaUSHERtThrustiraster

PART«:3nS8 $90

Converts the VGA
output from your PC
to a video signal so

you con ploy oil

your fovotite PC
gomes on any TV
set. Display on-line

services like Prodigy,

Americo Online,

ond CompuServe.

Includes SISO woith

of FREE gomes;
Prince oi Persia,

JetFighter II, and
Spectre Chollcngcrl Supports 6d0«;460 VGA
resolution in 2S6 colors, outputs NTSC video

in RCA composite and SVHS super video

standards. Includes A/C Power Supply, 6-foot

RCA coble, 6foo]_S-VHS coble ond o VGA Y-
'

*uto Blanking, Togg"
• and TV display,

$101

Take on the mys-

terious Racer X in

0 200MPH freo-

lor-oll. You'll need

everything in the

Mocn S's orsenol

just to stay

close— Autojocks

to leap clear of

donger, chopper-

blodos to cut

through obstoclos,

even 0 new on-

board CRT that otiows you to receive mos-

soges Race from the cockpit ond fasten your

seotbeli. Go it alone or agoinsl o friend to

see who's the lop Formula I racer. Features o
split-screen 2-player mode. Cut through rhe

competition in 6 awesome odvenlures.

$33

Championship golf

ot your fingertips.

Footuring Hoibour

Town Golf links

with Super VGA
2S6v:olor graphics

for breothlaking

views. Over 345
diKerenl combino-

tions of viewing

windows. Fttatures

o club selection,

“saved sliol“, and a "profile view“. Mole or

femole golfers with 1 0 different shirt colors to

choose Trom. Statistics recorded for eoch

player ond gome with optional prlnKul

Supports SoundBlosier ond compatible

sounds cords You've got nothing to lose, ond

so much golling to goinl

$38

Realistic football

simulation, Full 3-

D held disploy lets

you view the

action from any
ongle. Playei

behovior ond
coaching sir olo-

S
'bs designed with

e ossislonce of

NFL players ond
caoches. Real

human physics determine how players Inter-

act. Detailed player stotistics. Instont tnploy

feature. Sovc on entire gome. Create your

own ploybook with up to 60 offensive ond
BO dcIcnSFVc plays. Creote your own NFL
teem choosing from 36 players, 8 teams, ond
B coach choroctcrislics.

$34

INDY CAR RACING

Experience the ihrill

of racing onoinsi

the world'sliosi dri-

vers, in the world's

fastest race cors.

Gives you 600-

horsepower

fndyCar driving.

includes the point

schemes and
decals of actual

IndyCofs and the

skid marks through the groove at every turn.

Select wing angles, lire type and pressure,

suspension stiffness, comber, gearing and
much more. Adjust turbo boost, brake bias

and roll bar settings from the cockpit Custom,

tune your engine in the dyno roomf

PUBLISHER; Virgin Games
PART It; 31471 yOT

CD-Photo CD WWII Aircraft. . ..

Colcndor CreoTions Baseball

Colendor Creations Clogs & Cots..

Colendar Creations Exotic Cars.,..

Colendor Creations Impressions ...

Colendor Creolions Noture
Calendar Creations Oceans
Coaster Screen Saver Windows ...

Corel Draw for Windows 4.0
OesqView 386 2.6a Collection Screen Saver....

iMolion Windows
Draft & Print ...

Holy Bible King domes Version

Key CAD Complolo
Lotus 1 23 Window Rel 4 Upgrade
lotus 1 23 Windows Releose 4

siia;

trade 6.0...

.

lur Money 10
Componion Windows ...

Microsoft Office for Windows 4.0
Micro Wine Componion Windows
Morph for Windows
Norton Utilities 7,0

Porodox for Windows 4.5

Print Shtsp Deluxe
Print Shop Deluxe Windows
Procomm Plus for Windows
Publisher Windows 2.0
OEMM386 7.01
Quoitro Pro DOS 5.0
Ouoiiro Pro Windows 5.0
Quicken lor DOS 7.0
Quicken for Windows 3 0 .

Rosemory West's House Fortune..,,

WinFax Pro 3,0 Windows
Windows 3.1

Windows NT 3, 1

Windows NT Upgrade 3.1

Windows Upgrade 3, 1

WordPerfect rot Windows 6.0
WordPerfect Vers Upg Windows....

WordPerfect Comp Um DOS 6.0 ..

WordPerfect Version Upg DOS
WordPerfect lor CXDS 6.5

A-Trcin/Construcllon Set

A1 World of Discovery

Algo-BIcstcr 3 for Windows
Boiloy's Book House
Body lllustrnled

DinoPork Tycoon

, Discover S^ce
I GMAT w/Clill Notes

I GRE w/Chd Notes
.

I Kid Cod lot Windows
I KidDesk...

I Mops i Facts

I Moth Bfostor [n Seorch of Spot .. ..

I Millie's Moth House
My First World Atlos...

Oregon Trail Deluxe VGA
Ploytoom 2,0
SAt w/ClilF Notes

Science Adventure 2.0

Score RX lor ACT at Ho
Score fix lor GRE oi Ho
Score RX lot LSAT at He
Score RX lor SAT

' "

TreeHouse
UFO Close Gricoujitors Guido
Where in America's Post Cormen
Whore in Space is Coiitiuiif

Where in Time is Carmen?
Where in the USA Deluxe?
Where in the World [lefuxe?

Word Artock 3
World Alios DOS 4.0
World Atlos Windows 4.0

A-10 Tonk Killer Enhanced,
A320 Airbus:

AD&D:Dork Sun^vSiSsS
AD&OiEyoofBcHj^^S
AO&D'Fye of I

AD&Difyn oEj

Advs^^g

Request Your

Free America Online Membership

(Includes 10 Hours Online)
^

With Any Purchase

Buzz Ainri^^^y^
CD-Son
CDWoshliigia^V

Coesoti Poloco Wi.
P^cle Hint Book .

rentocle; Manioc it.

F.ght IIICarrier Strike.

Carriers at War II 1
Cosiie of Dr. Btom • VGA
Castles Il'Slege & Cenguest
Chollengc otihe 5 Realms
Chessmoster 4 for Windows
Civilization

Civilization Hint Book
Civilization Master Player Ed
Clash olSloel: WWII 1939-45

A-10 Tonk Killer Enhonceii

A320 Airbus; US Edition

AOSDiDork Sun Shottered Lands

ADSOiEye of Beholder III

ADAD Eye of BehoUer Trilogy.

.

AD4D:Unlimitcd Adventures

Aces of Pacific 1 946 WWII Mission

Aces ol the Pacific • VGA
Adven, ol Willy Beamish
Air Wotrior SVGA
Alone in the Dork
Ancient Art of War in Skies

' IliRoinforost.

Ll Deluxe.

I
luxe Sconorio.

Eti.^mbeiuxe for VWndo’
Coesors Poloco Windows

Corriers ol Wor It

.

Castle of Dr. Brain • VGA.
Castles IliSiege & Conquest ..

Chollenge onho 5 Rcolms....

Chessmoster 4 for Wirsdows

Civilizolion Hint Book..

Civilization Master Plov

Clash of Sleet WWII 1

Classic 5 Windows
1939-45.

Atboreo 2.

Archon Ultra Cobra Mission.

Ashes of Empire

&-17Flying fortress-VGA
34
20

Bottle Chess 4000 - Super VGA
Battle Chess tor Windows

33
27

Beotliovon II 1

9

Bctroyel ot Krondor

Blue Force: The Next of Kin

Buzz Aldrin's Roce into Space
C&San Ftoncisco Scenery

CD-Woshinglon D.C. Scenery

38
39
30
30

Coesors Palace Windows
t-xy-aSl'Ike

19
39

Cognito lor Windows
Cohort 11

Comanche; Mission Disk I

Comanche; Mission Disk II

Comoncho; Moximum Oveikill

Command HO Clossic

Companions ol Xonlh
Conquered Kingdoms
Conquered Kingdoms Scenario

Crosswords Deluxe Windows

D^^ Fontosy Empires

DSD: Stronghold
Dorklonds Hint Book
Dorklonds

^ Day of the Tentacle Mini Book
9 Day of the Tentacle. Monioc II .. .

C Dragon Knight III

i. Dune

JK Dune 11

yS| Eco Quest lltRainbrcst

Ei^hl^Boll Deluxe

Empire Deluxe
Empire Deluxe Sccnorio

Empire Deluxe Strategy Guide
Empire Deluxe for Windows ....

Even More Incredible Machines
F-ISStrikeEogloll Classic

f-15 Strike Eagle III

f-19 Stonlth Fighter Clossic

folcon 3.6
Folcon.Mig 29/DeQdly Adversary ...

FalcontOpetalion Fight Tiger

FtoshBock

Flight Sim: New York Scenery
Flight Sim: Paris Scenery
Flight Sim; Washington O.C
Flight Simulator 5 0,

Forgotten Castle

Freddy ^hur'kos

, Fredrfy Pharkos Hint Book

/ Front Pago Sports; Foolboll Pro

L Gobriol Knront

i Gory Grigsby's War in Russia
Gotewayll
Geckwod Gomes of the Golcxy

X Global Dominations

Gobliins 11; The Prince Buffoon
Great Novol Battles Pock
Greet War

- - HordBalllll

HordBall III Big league Parks

HotdBall III Ptoyer Disk

Heirs to the Throne
High Commend
Heyles Book of Gome I Clossic.. . .

Humon's like You've Never Seen
Humon's; Insult to Injury

INCA
INCA Hint Book
Incredible Machine
Indiono Jones Foie ol Allontis

Jack Nicklaus Signnluro Golf

Jack Nicklaus Signature Tour I
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T>ie original city

simulator is a
“musshavo" for any
software coliectiorr,

and has introdvced

over 600,000 peo-

ple to the joys of

cessFul city. Dcoi
with disasters, crime, pollution and public

opinion os you build yout woy to o thriving

rret'opclis Now Includes the SimCity Tortoln

Editor and supports popukir sound cords. Join

the world ot a new low pricei Availoble in

DOS, Windows or Macintosh.

PUBLISHERt Moxis

PART *31410 (DOS) .

PART *31455 (Windows) COO
PART * 31456 (Mot)

JOURNEYMAN PROJEa CD

Tlioyeof Is 2318.
The unified world
IS finally ol peace.

I
Vou ore a member
of the Tempcrol

Protectorate, on
elile group ol

agents whose sole

purpose is to safe-

guard history ftom

sabologe. A rip

has been detected

in the fabric of

lime. Only
moments rertioin until the continuum is changed
Forever. Your objective: jump bock in time and
prevent the coirupiion (torn ever happeningl
Photorealistic 3 D worlds to evplore. Integroted

arcade and mind gomes. Macintosh version

Iso availoble.

PUBUSHER; Gametck
PART «: 32138 MPC
PART I: 30442 MAC

INNOCENT UNTIL CAUGHT

$44

The next genera-

tion of clossic Zork

odvenfures makes
it's triumphant

debuti Amazing
interactive odven-

ture ol danger ond
intrigue. Filfra with

fascinoting puz-

zles, it features a
cost ol Hollywtxsd

Stars, a fovolution-

ary interfoce, hours

of spoken diologue and an onchonting musi-

cal score, hfove real interoctive conversotions

with more than 20 charocteis. An epic odven-
ture in the Greot Underground Empire. Stote-

oflhfrort digitized ond computcr-generoted
grophics. CD-ROM version olso ovoiloblc.

PUBLISHER: Infocom

PART *131630 DOS
PART »;31705CO $44

5, and told

thot he must pay it within the next 28 days,

Toke Jock on on odventure through planets,

cities, ond bars, in pursuit of financial liquidi-

ty ond freedom from the tax man. Integrated

charocteis ond story line ollowing Jock to

intcrocl with virtually all of the objects and
choroclers in the gome

$38

KEYBOARD COMMANDER TEMPIATES SOFT KARAOKE FOR WINDOWS

OEf, ATP, X-WING, COMANCHE, F-15 lit, ACES
OF PACIFIC, JETFIGHTES, SECRET WEAPONS, B-

17, GUNSHIP, ACES OVER EUROPE, TORNA-
DO end rtiofol Ask about Falcon 3.0's Keyboard

& Utility bundlesi Quantity Pricing: 2 0 S2I.50, 3
@ S30.00. ony 4 Of more only $9.25 eachl

PUBUSHER: Keyboard Commander Corp, $13

Toke commond ol

0 U.S. Novy SEAL

Team on a realis-

tic 3'D bottlefield.

A hyper reolistic

simulation of U.S.

t-favy Seal combol
operations

designed in

conjunction with

the UDT-Seal

Museum. Lead a
ctack team of com-
bat specialists

deep into enemy loititoiy to complete high-

risk missions of teconnoissonca, ambush, res-

cue and demolitions. Digitized bottle sound

effects ond 256-color VGA graphics for stun-

ning realism. The enemy lies in ambush, ond

you are his prey

$35

well os prohtoble belting slrategius. One to

four people con play ogainst eocK other, or

computer players will fill the empty sects

Anyone can be o High Roller when they kno
how to "Seot The Housel'

j?Tf"
I Kosporov's Gombil
I KidPix

I King's Quest V- VGA
I King's Quest VI Hint Book
I King's Quest VI VGA 'FREE CD" .

I King's Ronsom
I Kingdoms of Germany
I Kings Table
I Kye Deluxe

Londs of Loro

louro Bow II. VGA
Leather Goddesses of Phobos II

Legacy Realm of Totror

Legend ol Kyrondio

Legend of Kyrondio Hint book
Legend of Kyrondio 11

Legends of Volout

Legends of Vobur Hint Book
Leisure Suit lorry I

- VGA
Leisure Suit Lorry V - VGA
Leisure Suit Larry V Hint Book
Lemmings
Lemmings II

Links: Banff Springs SVGA
Links; BelFroy Course SVGA
Links: Firestone Course SVGA
Links; Innsbtook Course SVGA
Links; Mouno Keo Course SVGA
links Pebble Beoch Course SVGA .

links; PinohursI Country SVGA
lost Treasures ol Infocom I

Lost Treasures ol Infocom II

lost Vikings

Lost in Time
Lure ol the Temptress
Masters ol Orion
Mechwarriof 11

Michoeljotdon Flight

Microleoguo BosoSoll/Fooiboll

Microsoft Arcade for Windows
Microsoft Spoco Simulator

Might & Mogic: Clouds of Keen

Sht & Mogic: OotkSide of Keen ..

e DitVo Footboll

Monopoly Deluxe
Mora Incredible Mochines
More Vegas Gomos (or Windows....
Mortal Combat
NHL Hockey
Pocific Strike

Pacific Strike Speech Disk

I

Pocific War

I Perfect General

I
Perfect Generoi Greot Bottles

I Perfect Generoi; WWII Sccnorio

I Pinboll Dreoms

I Pirotost Gold ....
I Police Quest III- VGA
I Pool Shark

Privateer Speech Pack
Prophecy

1 Ouorter Polo

I

Quest for Glory I - VGA
I

Quest For Glory III

Quiz Show Windows
Regs to Riches

Roilrood Tycoon Clossic

Roilrood Tycoon Deluxe

Railroad Tycoon Master Hint....

Reach for the Skies

Realms of Arkania
I Realms of Atkonia Hint Book ....

Red Boron - VGA
Red Boron Mission Builder

Red Crystol

Red Storm Rising Classic

Return of the Phantom
Rex Nebulor
Rex Nebular Clue Book
Rood & Track Grond Prix

Rome; Pathway to Power
Rules of Engogement II

Scenery Collection USA East...,

Scenery Collection USA West ..

Secret of Monkey Island il

Seven Cities of OoltI Comm, ,,

EXT. VOICE:508-443-6125 ;

Shadow Coster

Sid Melt's Trilogy

Silent Service 11 Classic

8
28
20

SimAnl for Windows
SimEarth Windows
SimForm

28
28
28

^ Simlife br Windows
Solitoire for Windows

4- Solitaire's Journey Windows
Space Hulk

/•i Space Quest IV -VGA
,

Space Quest V
i Space Quest V Hint Book

Speor of Destiny

P

I
Speor of Destiny Hint Book
Spectre

SportsWorks
' Star Trek: 25lh Anniv. Hint Book

_ Star Trek; 25th Anniversory
i Star Trek; The Next Generation

Stonekeep.
. ..

Strike Commondcr - VGA
A.. Strike Commander Pbyers Guide ...

Strike Commander Speech Pack
•*• Strike Commonder Tocticol #1

Strike Squad
Strip Poker Pro#1 Data Disk

Strip Poker Pro #2 Dota Disk

Strip Poker Pro 03 Data Disk

Strip Poker Pro *ri Doto Disk

Strip Poker Pro *5 Doto Disk
Strip Poker Pro *6 Doto Disk

Strip Poker Ptofcssionol

Summoning
SVGA Harrier

Syndicate

I Tosk Force 1942

I

Terminator 2029
Tesserae for Windows
Test Drive III: The Passion

Tetris Trio

800 -228-7449 3 26 FAX:508-443-564S

31 Union Ave., Sudbury, MA 01776'
I Fft^0011-508-443-5645^

JXIi.CoipiiSorveID:70007.1534rJiaO

ffl 38 =5r S Sfa (c t «S S' fc o t iS L i -f o

FREE UPS GROUND SHIPPING
10,000 IN STOCK ITEMS

The Gomes; Winter Cholbnge
Tie Fighter Space Combat

A Tony [oRusso Boseball II

F Tony loRusso II; Al&NL Stadiums. ..

X Tony laRussa II. Fantasy Draft

Sft ultima Underworld

A * Ultimo Underworld 11 Hint Book

^ Ultimo Underworld II: Labyrinth

Ultimo Vll Port 2: Serpent Isle

Ultimo Vll Port 2: Silver Seed
Ullimo Vll; Forge Virtue Add On

I
Ullimo Vll: The Block Gore .

IJIlialxsts

Unnccessory Roughness
V for Viclorv Market Golden
V for Victory Utah Beoch
V for Victory Velikiyo Luki

Vegas Gamas for Windows

I

Vail of Darkness

igs; Fields of Conquest

I

/2 Battles of S. Pacific

Wells of Rome
Woffiors of Legend
Wheel of FoituncdJeluxe Win
WhenTwo Worlds War . . ..

f Wing Commondcr Acodemy

C Wing Commander II w/Specch
i Wizardry: Ciusoder Dork Savant,.,,

JV" World Circuit Grond Prix

yii World War II: Battle S Pocific

4.* X-Wing

fc' X-Wing Official Guido
'5 X-Wing; B-Wing Tour ol Duty , .

.

X-Wing: Imperial Pursuit

Flight Slick

Flight Stick Pfo

light Yoke
GomeCora III Automoiic

GomaCord 111 MCA Automottc

Notolsook Gomeporl
Pilot Control Stand

Thfustmosler ACM Gome Cord
Thfustmosler Flight Control . .. .

Thrustmosler Pro Flight

ThrusSmosler Rudder Pedols

Thfustmosler Weapon UPROM
Thunderstick

Virtual Pibl

AR Ponner 22 Speaker Sys

AR Partner 42 Speokar Sys

AR Partnor 570 Speoker System..,

. AR Portner 622 Speoker System.,,

Altec ACS 1 00 Speakers

r Altec

KossHD-l Speo'

I

Koss HD-4 Speokers

I

Koss HD6 MPC Speakers

I

lobtec CSTOOO Speokers

I

lobtec CS-I50 Speokers

I

Lobtec CS-1 60 shielded Speoker

I

Lobtec CS-550 Speokers.. . .

I

Lobtec CS-800 Speakers . ..

I

Lobtec CS-900 Speakers

I

lobtec SS-1 00 Stereo Speakers ...

I

lobtec SS-700 Speokers
Pro Audio 16 Bosic

Pro Audio Studio 16
Pro Audio Studio I6XL
ProAudioSpectrum 16

Not responsiLsIe lor criois or omissions. Masleicard. Visa. Lhscover. prepaid orders, purchase orders,

wire transler, cash, ar>d cashiers Che* accepted. Persona) ana Corr^sany checks allow 14 dayslo

dear. No surchaigo lor credit card orders Yourcredttcaidisnotchaigedijnlilthemerchandiseis

shipped. Wochockbrslolencrediicards. Allmlumsforcrcdil, repair, orexchangomusthavea

!
rolumauttionzntion number. Returnedordorsororaotod wrong itemsaresul^octtoa 15Tk restock-

ing lee. Wo ship latest vorslons of software available. Ovarninayearsofsetvice. Thoiisands ol sal-

isfiaaajstamets. Sana your Fax lodayl All quotas answerofl immediately. Product covered by man-
' ulacturer’swntrnhly. Dolective items replace immediately. Educatbnal, government, and corporate
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STAR TREK: JUDGMENT RITES

A audtovtsual guide to mcKjern aif'io-oir com*

bol. leotn ihe secrets of harnessing the ihrusl,

ogilihy and firepower of one of the world's

most deadly lighter oircroft. Read about teal

hearl-stoppittg oir combat situolions In a series

of highly entertaining experiences. Leorn how
the pros execute these maneuvers by watch-

ing the occomponytng video of livo-oction

ond computerized combot Footage. Contains:

1 S&poge booh and o 72-minute videotape.

PUBUSH{Rt Spectrum Holobyte

PART*! 32546

mply defy logic

rue episodic tor-True episodir

mol beoms eight

into your computer.

As Captain Kirk,

you and your

entire crew: Spock,

Dr. McCoy, Uhura,

Sulu, Chekov ond Scott, bring the originol

unique TV series humor on board. Digitized,

original pointed bockgrounds and detoited,

computer-rendered starships pull you Into Ihe

s' sound effects and

$33

DRAM STOKER'S DRACULA OMNI CD UPGRADE KIT

looking out on oirolor

and land ot o wide vc

cybergropf

natkably detailed, so reol, it's like

irplone wirsdow! Take off

of airports, oil of

.
. ,

Ih runways, taxiwoys, moin

buildings, lighting ond NAVAID5. REQUIBES
IBM 386/3oMHz or higher, MS Flight

Simulator 5.0, 4MB, 2MB minimumexpand* *

id memory.

Inal plant that will

sove the ancient

IS from extinc-

tion ond deliver it

to the Inca king.

Meet os many os 30 other historic explorers,

noturolists, scientists, ond nolives. Exercise

problem-solving ond reading-comprehension

skills. Develop navigotianal obilities.

Introduces ecosystems and provides insights

Into South Americon history from the time of

the Spanish Conquistadors to present.

$27 $33

Flight Stick

Flight Sl<k Pro. ..

G-Force Flight Yoke
GameCard 111 Aulomolic
GameCord III MCA Automatic ...

Pilot Control Stand
Thruslmaster ACM Gome Card...

Thruslmaster Flight Control

Thruslmaster Pro Flight

Thrustmoster Rudder Pedals
. .. .

Throstmoster Weapon UPROM...

CDEco Guest Seorch for Cetus 36
CWIectronic Arts Sampler. . S
CD-Eutopeon Rocers 41

CD-P-15 Strike Eogle III 46
CD-Fomily Doctor MPC Windows 45
CD-Ftactol Ecstasy 27
CO-Globol Explorer

The world's lore

most horror story

drives o stoke

through Ihe heorl

of your PC
with this sequel to

the blockbuster

movie. Enlor one of

the most amazing
worlds over croot-

ed and light lor

your life 05 you
ploy Marker, the

only mon in the world who can slop Oracula

in his plan to take yet onolher mortal soul

Feoiu'es o first person 3-0 perspective, 256-

color texture mopped gropnics ond heart stop-

ping digital sounr) effects ond musicol score.

Eerie atmosphere and grotesque monsters,

enough to moke your skin crowll

$31

^ AR Partner 22 Speaker Sys

^ AR Portner 42 Speoker Sys
” AR Partner 570 Speaker System

I AR Partner 622 Speoker System
I Altec ACSIOOSpookors

Altec ACS300 Speakers

KossHD-l Speakers
Koss HD-4 Speokors

KossHDdMPC Speakers

LablecCS-1000 Speakers

[3 LablecCSISO Speakers
labtec CS-1 80 Shielded Speoker
LobtecCS550 Speokors

loblecCS-BOOSpeakers. . .

. tablecCS-900 Speokors
' Loblec SSlOO Stereo Speokors

^
loblec SS-700 Speokois

y CD-20lh Century Video Almonac

^ CD-7ih Guest

-ft CD-Adventuros

vF CD-Adventurcs of Willy Beamish
CD-Air Woirior

>r. CD-Animols MPC VERSION
f CD-Arihur’s Teocher Trouble

F CD-BT74SilentSorvicoll

iy CD-Bockroad Racer

#ft CD-Bore Assets
••

CD-Bonle Chess MPC ADOS
CD-Berlitz Jopon Alive

CD-Bcililz Think S Tolk French

CD-Better Homes Healthy

CD-Bibles A Religion

CO-Blue Force

CDCopitol Hill

CO-Chessmosler 3000 Window
CDCinemania Movie Guido
CDClipart Gdiolh
CD-Company of Wholes w/Video ...

CDCompleol Beatles

CDComplelo Bookshop
CDComplels Mouse
CD-Comptan's Encycloped'O Idpg

CCTCompton's Interactive Ency
CDConsptrocy

j. C&CookWk Heoven

y CDCurse of Enchonlio

CD-Doy of the ToniGcto

S CD-Doolhstar Atcode Bottles

i; CO-Diclianary of Living World
CO-Dinosaur Adventure

CD-DinosoursI Multimedia Ency

CD-Dragon’s lair

CDCSoblii

ClKjobliiins 2
CD-Grcol Naval Bottles Pack.,,.

CD-Guinness Disk Records '93
.

C&Gunship 2000 w/Scenorio.

CO-HAM Radio
CD-Hell Cob . ..

C&Hi-Tech Aircraft

CD-Humans

...28

CO loom
CtMo'd of the Rings

CD-lost Treosures Infocom

CDlosI in Time
CD-lyric longuoge French MPC
CD-lyric loitguoge Sponish MPC ...

CD MPC Music ^Xozart

CD-MPC Wizord Diognoslic

CD-MS Beethoven for Windows
CDMS Encorto Multimedia Ency.

CD-Mocmillan Kids Dictionary

Mullimedio

Upgrode Kit

includes Double-

speed CD ROM
drive, Aldus

PhotoStyler SE,

and QuickCD,

Double-speed CD-
ROM drive is

multi-session photo

CD compatible,

fully MPC level 2
compliant, CD
ROM XA reedy

and features o 300KB/sec transfer role,

350ms access time ond o 64KB RAM buffer

For use in systems with or without sound
cords Motorized troy-looding, doesn't

$299

C&PholoEdge Cobr Windows
CO-Pill Book
CD-PioPhono 1993
CD-Rebel Assouti

CDRoturn of the Phantom
CDRefurn to Zork

CDSom & Mox Hit the Road
CDScrohblo Deluxe
CD-Secret Weapons luftwoffe

CDSecret of Monkey Island

CDShoteworo Overload
CD-Sound Sensations

CDSpoce Quest IV

CDSpIrit of Excolibur

CDSporting Newt Pro FootboH
.

* CDStar Trex 25ih Enhanced
> CD-Sireel Atlos 2.0 USA
F CDStrike CommondetAocKcol ....

\ CDTechnoTools
CD-Tony LoRusso BosebolMI

vft CD-Too Mcmy Typefontsl
^F CDTolol Distortion

^ COkFoao’se Guido Windows ...

f ' CDUSA Today: The 90'5 Vol. I ...

\ CDUItimol-VI
CO-Ultima Underworld I & II

CDVocotion Plonncr Gold
fyF CDWhere in World Deluxe

CDWinCO Professional 1.1

CDWines of the World
' CDWing ll/ultimo UndeiWId

CD-WolfPock
CDWorld Allasd.O.

Chinon CDS-435 Int. Drive

Chinon CDX-435 Ext. Drive

DigitalEdge CO Mult Kit

Discovery Int. Dbl. 1 6 bit Kit

Edutolnmanl Ext, Dbl. 16-bit

Edutainment Int Dbl lExblt

I CO 1 6 Inlernal

I CO I6E External

I Double CD Internal Kit

PAS-1 6 II Mullimedio Kit

Sony CDU-3IAII/1 Mult. Kit

Sony COU-7305 Ext. Mull. Kit

Texel DM3028 Int. 240m5
Texel DM5028 Ext. 240m5
Texel Ext. Boro Drive

Texel Ext. Business CD Kit

Texel Ext. Education CD Kil

Texel Ext. Homo CD Kil

Texel Ext. w/PAS-16 & Coble
Texel Int. Bore Drive

Texel Ini. Business CO Kit

Texei let. Education CD Kil

Texel Ini, Homo Bundle

Texet Ini. Home CD Kit

Texel Ini. w/PAS-16 & Coble

AudioMon
Gtovis UllroSound

Pro Audio 16 Bosic

Pro Audio Studio 16
Pro Audio Studio 16XL
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STREET FIGHTER II SOUND BLASTER 16 BASIC METAL & LACE STAR WARS CHESS

unique fighiing

slyla ond special

artack capabilirie

and features all ihe speed, surprise and
sound effects of ihe originol arcade hit. Bui

Ihe biggest battle of them all comes when
players defeat their competition and
right to lest their skills against the aw
row power of the Grond Masters!

the

Berlin. Fly with the

U.S. Army Air

Force, the R.A.F.,

or the German
Luftwaffe An occu-

roteond detoiled

Greet Wor Pfones

simulolion.

Experience Ihe

intensity of oerial

front lines, fc

foce-loface with moving ground targets

fortified ortillery bunkers Fly more then 20
oitctofl in historical compaigns. It's on olfnew

battle covering land, seas and skies.

$44

great value. Offers odvonced audio technology to

True 16 bit stereo sound. 1 P'bit ond B-bit stereo

iOmplingond ploybock—from 4kHz to 44.1 kHz.

SOwoice, 4 operator FM music synthesizer. CD-
fiOM interface for Creotivo Labs CWtOM drives.

Includes o ioystick port, Monoltsgue For Windows,
Creative Wove Studio, Creolive Soundo"LE'.
Creotive Talking Scheduler arsd Creative Mosoc.

$130

JOE & MAC: CAVEMAN NtNJA

The battle of the

Robo Babes.

Looking for a game
to play? Something

and exciting.

geous Rohtc Babes
ore expecting youl

You can find them

on MeCHo Islond

soaking up the Itopicol sunshine. They'll give

you o welcome you won't soon forget. The

Robo Babes even talkl Yeohl Hi-fi stereo cuts.

Recommended for mature game ployers only.

Relive the struggles

of the courogeous

characters from the

Sior Wots saga in

one of the world's

oldest games,

brought to life in

brilliant 3-D anima-

tion. As you craft

your sirolegy ot

eoch step, you
instruct your brees

to go forth ond do botrle Then, watch os your
troops coiry out your ploy — moving into

position ond fighting battles for territory.

Distinctive sound effects and Ihe stirring music

of Slot Wors. Includes 5,000 frames of hand-
drawn cel onimofion ond 72 unique capture

Those seasonally

spirited Lemmings

ore on the move!

Duo to popular

demand, Psygnosis

delivers 32 levels

of your fovorite

Lemmings holiday

gomeploy. Bring

Ihe Lemmings

home safely for the

holidays os you
^uide them through

derlond in on oil new series of odventures.

The humorous and challenging gomeploy ond
of Lemmings tokes o winter vocolion with the

32 levels of Sonto clod Lemmings climbing,

digging, ond building through on onimotod

lemmingbnd winiorscope.

$13

ond backed
,

full sound Pock. Feotures include random
worlds for infinite pFoyobility, mysterious hid-

den mops, exciting and dangerous quests,

ond exotic ormy types. Contoins 640x480
VGA grophics ond sound board support.

$38

Sound Bloster I6MCDASP
Sound Bloster 1 6 SCSI-2

Sound Bbster 1 6 SCSI-2 ASP
SoundMon 16

A-Troin w/ConsIruction Set

I

Americon Civil Wor III

American Heritooe Dictlonoty

Bottle of Britain 1
BestBocks

Bomber 2
Business Plonner

CA-Cricket Drew lil

CACricket Graph III

CA-Cricket Presents 2.1

CD-7th Guest

CD-A Hard Days Night: Beatles

CD-Better Homes Health Cooking....

I

CDCopitol Hill

CDDroculo Unleoshed
CDtron Helix

CDJourneyMon Project

CD-Just Gtondmo & Me
CDWlysl
CD-Photo CD Access Macintosh

C&PhotoEdge Color

,
Coesors Palace

Carriers At War
CheckFiee MAC

I Chrisimos for Macintosh

Chuck Yeogei Air Combat
Civilization

DinoPork tycoon
Dinosaur Adventure
Disney Collection Screen Saver

Eight ball Deluxe Pinball

Falcon MC
Flight Simulotor

Freddy Phorkos
Golf ^omponion
Indiono Jones Foie of Ailoniis

Kojr CAOComplele

King's Quest VI

Legend of Kyrondio

I

mIy.O.B Accounting 3.0
M4 Shermon Tank
Morio Teaches Typing
Micro Kitchen Componion ’94

Monopoly
Morph
Odell Down Under
Poihwoy into Darkness

Pox Imperio

Quicken 4,0

Roilrood Tycoon

I

Reody, Sol, Read
Rex Klebufor

Score RX br ACT ot Home
Score RX for SAT at Homo
Shoebox Image Monoger
Sierra Aworo Winning Bundle
SimAni

StmCity Cbssic
SimEorlh

Simlife

Sportster 14.4 EXT-MACSFAX
Star Trek 25lh Anniversory
Stor Trek Screen Sovet
Stellor 7
Strip Poker Professional

Treosure MolhSforml

Trislon MAC IC/MAC II.

Uncharted Waters
V br Victory III: Mkl. Garden
Vbr Victory Velikiye Luki

Wheel of Fortune w/Vonno White....

3D Pintx.

AHS-1 0 Headset Sound
AM-10 Microphone Sound
CD-Bibles & Religion

CD-Coddy
CD-Cliport Goliath

CD-Oeolhstor Arcade Bottles

CD-Photo CD Access Windows
CD-ShoreworeOverlood . ...

CD-Too Mony TypebnIsI

Computer Cleaning & Vocuum Kit

DataliFelOPkHD3.5- Disks

Dr. Wong's Jacks/Poker Windows ...

Drive Cleaning Kit 3.5' #CK-5
Keyboard Colcubior #KC-1
Lablec AM-22 Microphone
Loblec COR-1 2 CO Lens Cleaner
Mouse Cleaning Kit 4MC-I
Mouse Pod #MP-1
Tool Kit 1 1 -Piece TK4 1

Belly Crocker Cookbook DOS
Betty Crocker Cookbook Windows ...

CD-hJioht Before Christmas

Colenoor Creations Baseball

Colondor Creations Dogs & Cols

Colendor Creations Nolure

Colendor Creations Oceons
Dynopulse 200M Heolih System, ,.

Edutainment Ini. 16bitDbl
Flicks

Front pMeSporis:Foolboll Pro

Fusion CD 16 |lnlornal|

Tl Diamond Collection

Micro Kitchen Componion DOS
Micro Kitchen Componion Window ...

MiiDcle Piano System MAC
Mitocie Piano w/FR£B Song IBM
NHL Hockey
Nows of ihe Post

Piint Shop Deluxe Windows
Pro AudioSpectrum 1 6
Star LS-5 Loser Ptinter

Slot NX-1040 Rainbow IBOCPS
Star Storjet Si-4B Ink Jet

Star Trek: The Next Generotion

OAA A AO *7yiyiA ext. VOICE:508-443-6125
oU0"XiJo"/44t 326 FAX;508-443-5645

31 Union Ave.y Sudbury, MA 01776
! Bs^RlST PAX!O0n-508-443-5645v

Xli.CoiPuServeIDi70007.1534-CS.fll •) S' $ V'o

a ic . snM 16: * 5a tc t K» S'
t -9 -C fe IS a U i -f e

FREE UPS GROUND SHIPPING
10,000 IN STOCK ITEMS

Finol Fighl2SNeS
John Midden NFl '94 SEGA .

John Modden NFL '94 SNES
jungle Strike SEGA
Jurassic Pork SEGA
Megodiive Adopter SEGA
Mortal Combol SnES
Mutant Leoguo Football SEGA....
NHL '94 SfGA
NHL '94 SNES

I SEGA .

Shining

Street Fighter

Super tJtl Road BaioSNtS...
WWf Royol Rumble SNES....

X-Men SEGA

Berensloin Boots Fun lunchPok

CD-Slrike Commonder/Tocticol
Cotnonche/Mission 1 & 2 Bundle...

Falcon 3.0/Mig 29 Bundle

Flight Sim S/Poris & New York

HordBoll III Diamond Collection

MechWorrior/BoltfeToch I & II

Micro Kitchon/Botty Bundle DOS. ..

Micro Kitchen/flotty Bundle WIN. .

OEMM386 Gome Pock 7.0
Power Gome Pock II

Slerro Dynomics Bundle - VGA
Strip Poker Pro & 1-6 DoloDisk
Thtusimoster Plighl/Ruddet

Wing Commander 11 w/Speech
X-Wing/B-Wing Bundle

I Microsoft Bus Mouse 2.0...

I Microsoft PS/2 Serial Mouse
I ProclicalPM14400FXMTEXTF/M....
I Pro Movie Studio

SonyPIX-lOOCD-ROMXAPbyor.. .

I Sportster 14.4 EXT Fox/Modem
I Sportster 1 4,4 INT-Fox/Modem
I Star LS-5 Loser Printer

Star NX 1040 Roinbow IBOCPS ... .

f Stor Storjet SJ-48 InkJet

VGATVtlite....

' Access Comp. Upgtode 1.1

Access Version Ljpgrode 1 .1

Access for Windows 1 . 1

• After Dork br DOS
‘ After Dork for Windows 2.0
AutoMop 3.0
AutoMop Eur^e Windows
AutoMop Ski Resorts Windows
AutoMop Upgrode 3.0
AutoMop Windows Upgrade 3.0

AutoMop br Windows 3.0
Betty Crocker Cookbook Win
CAdipper Comp. Upgrode 5.2

CD-Photo CO Absko
CD-Photo CD Animals
CO-Pholo CD Auto Racing
CD-Photo CD Butterflies

C&Pholo CD Fireworks

CDJ’hoio CD Japan
CD-Photo CO Porsche Rocing

I
u-’ruv ) -vr Adopter SEGA..,.
Bubsy in Clows SEGA

J Bubsy in Claws SNES
I CoolSpolSEGA
I m

-jn Master SNES

800 228-7449 * Orders Orly, 508 443-6125 - in MA and ail other business. Sales Depl. Hours •

Monday • Piiday • SAM till 8PM. Saturday 9AM till 5PM. All olhor Susinsss • Monday - Fnday •

9AM till SPM Moslorder ship within 24 hours. Temporary shortages are noimalty filled ntihin 10

days. Books, Memory chips, and some electronic componenis are not relumable. We ship only

to venlied billing addresses. Inlematronal orders welcome. Ajrtxtrne Express Shipping charges

$7 per ardor up to 6 lbs, SI per lb. above 6 lbs. UPS Ground S3 per order. Actual height charges

apply lor computers, hard disks, Bernoulli's, tape back-ups, pnniers, Multimedia kits, monitors,

etc. Alnska, Hawaii, outside conlinorlol U.S., APO/FPO cali lor information. Pneos subject to

change without notice. Some product not available outside Ihe U.S. Rease call lor more information.
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Review

Bumper Crop
A Rich Harvest of Pinball Games

Will Feed Flipper Fingers All Winter Long

By Chris Lonibnrdi

C RACK!!!!!! Ahhli, yes. That satisfying knock on wood

that signals “Free Game.” That, or you’ve won the

Pinball Lotto and made a Match. Either way you know

that Man has bested the Machine and there will be no “Insert

Coin” this time around.

Pinball and such feelings of pinball have been around for as

long as most people alive today. Since their invention in the early

20s, they’ve endured a long, roller-coaster histoiy. Reaching an

apex of popularity in the 50s and 60s, they were immortalized

in song by The Who’s “rock opera” Tommy during the 70s, only

to find themselves relegated to a lonely corner when usurped by

Asteroids and friends in the early 80s. But video games never

quite killed off the pinball machine, and over the last few years

they’ve enjoyed a small resurgence in popularity. Alongside the

Street Fighters of today’s arcade, one can find, or rather, can’t

miss, the ostentatious new generation of machines that blare

sound effects and flash lights, boast multiple tiered levels, bizzare

contrivances, and a spaghetti-configuration of ramps and rails

second in design perversity only to an L,A. interchange. This

overstated appearance has apparently met the market demand,

as these games can once again draw a small crowd of Pinball

Wizards, eager to pump their warm, sweaty quarters into wel-

coming maws.

Pinball is making a comeback in the computer gaming realm

as well. With game companies on the hunt for light and addictive

games to reach the computer-using mass market and their mass

dollars, a flurry ofpinball game releases is not wholly unexpected. And
a fluriy' is what we have this Winter ’93 with four recent pinball

releases and a few more on the horizon.

Player #1 — Eight Ball Deluxe

Eight Ball Deluxe comes to us from Amtex, a company that does

pinball and nothing but pinball. Their first release, Tristan-, was an

excellent simulation with a very realistic feel, earning it several awards

from the press. Eight Ball Deluxe is their .second release and is a

licensed re-creation of Bally’s arcade machine of the same name.

Upon opening the Eight BallDeluxe package, one gets the sense that

Eight Ball Deluxe
people truly lovcthci.-

work. The game comes with a real flip-

per and ball, and an excellent manual

that covers general pinball technique,

the specific features of the machine, and

notes from a pinball Pro.

The main interface screen is a digitized

image of “Pinball Cafe,” inhabited by

the Eight Ball machine and a cowgirl

with snug Levi’s and digitally enhanced

lipstick. Selecting the chalkboard, one

can sec the top 10 scores of all time, and

a click on the “backglass” of the machine

enables one to customize the playfield

slant and bumper voltage. Sadly, the

cowgirl is not interactive.

The machine itself is a sight to behold.

The original coin-op machine beauti-

fully depicted a dim cowboy bar scene,

with surly Marlboro men and nymph-

like cowgirls. Amtex’s digitized version

accurately recreates the art, sounds and

digitized speech of the original. “Quit

talking and start chalking!” demands the

cowboy/pool shark, and the game is underway....

Amtex’s Tristan was a full-screen machine, meaning the entire

playfield was in view at all times. Amtex elected to use a partial,

scrolling view for Eight Ball Deluxe., and I was initially disappointed

with the choice. With a partial view, the player cannot sec the targets

at the top of the machine and has to guess at his shots. 1 learned to

live with it and eventually came to like it. After investing several hours,

one gets a feel for the shots and can get very accurate in their

placement. Now that I’m accustomed to the magnified partial view

and the silky-smooth screen scrolling, the static full-screen of Tristan

feels like a step back.

As far as the design of Eight Ball Deluxe playfield goes, it is a fairly

standard, meat n’ potatoes set up: three flippers, three bumpers, a

Take A Break Pinball For Windows
TITLt;

PRICE;
SYSTEMS;
REQUIREMENTS;

# OK PLAYERS:
PROTECTION:
DEVELOPER;
DISTRIBUTOR;

IBM, M.irititosh

IBM; 38&SX or betler, 2MB RAM far sound,

VGA graphics, 4MB hard drive space;

Srjuncl Bl.iMor sound card supportw).

Mat; Mac ll/LC/Quadra/SE
30/Powt'd)ook/DuoCEntri5. 4MB RAM,
1 2‘ screen. Syslum 6.0.7 or higher

1-4

Serial Numbur look up on install.ilion

Amiex Sofiw.iro

Broderbund
Novalo, CA
(800) 321-0263

TITLE;

PRICE;

SYSTEM;
REQUIREMENTS;

U Of PLAYERS;
PROTECTION;
DESIGNER;
PUBLISHER:

Take* A Break Pinball For Windows
$4;j.n5

IBM with Windows 3,1

.'ilKiSX or Ijeller, 2MB RAM, VGA
graphics, 6MB h.ird drive space,

Windows 3.1

1-4

Scoll Wallin
Sierra/Dynamix
Coarsegold, CA
(000) 326-6654
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IN CYBERSTRIKE,

ALL EEGINNERl WILL LE

TREATED FAIRLY.

AND THEN DElTflOYEO .

Beaten all the boxed
games? Done the arcades to

death? Try CyberStrlke" the

wild new multi-player game
on GEnie where you hop into

a two-legged CyberPod and
battle it out against other

real live humans for control

of a virtual reality city. The

action’s fast and furious. But

even if you’re new in town,

you won’t get blown to

Kingdom Come. Well, not

right away at least. In fact,

CyberStrike is so easy to

learn, you might actually

live long enough to waste

someone else first. And best

of all, it only costs three

bucks an hour.* So strap

yourself inside a Pod and
come out shooting. You’ve

got nothing to lose. Except

your life.

GEnie
multi-player games

100% ORGANIC OPPONENTS

SIGN UP NOW: I. Set your modem

for half duplex (local echo) at 300,

1200 or 2400 baud. 2. Dial toll free

E800-638-8369. Upon connection,

enter HHH 3. At the U # = prompt,

enter XKY951 14,BLAST then press

RETURN 4. Have a major credit

cord or your checking account

number ready. For more informa-

tion in the U.S. or Canada, call

1 800-638-9636.

'Here’s the |me print. GEnie multi-player games and support services are t^.oo an hour in non-prime time; b p.m. to 8 a.m. local time Mon.-Fri.. all m
day Sat. and Sun. and selected holiaays. There’s also an 58,93 monthly subscription fee. Each month, you'll get credit for up to four hours of non- — ^irniJTn*^niC>
prime time usage. Any surcharges incurred apply to all hourly usage, including your first four hours. \ .

Circle Reader Service H72



Silverball

PRICE:
SYSTEM:
REQUIREMENTS:

# OF PLAYERS:
PROTECTION:
DESIGNER;
PUBLISHER;

3B6SX or better, VGA graphic?,

2M8 hard drive space: Sound
Blaster (Pro) and Gravis Ultra

Sound sound cards supported

None
Epic McgaCames
Microleague Interactive Software

Newark, DE
(BOO) 334-6572

Pinball Dreams
TITLE;

PRICE:
SYSTEM:
REQUIREMENTS;

U OF PLAYERS;
PROTECTION:

DEVELOPER:
PUBLISHER;

Pinball Dreams
$49,95
Amiga, IBM
IBM: 3a6-20MHz or better, VGA graphics,

3MB hard drive space: AdLib,

Gravis UllraSound, Sound Biaster and
Roland sound cards sup|)orted

1-8

Serial number look up on installation;

limitof 3 installations before disks are unusable

Spidersoil Limited

21 ST Century Entertainment

P,0, Box 415
Webster, NY 14580
(716) 872-1200

bunch of drop targets, and a drop hole. It’s fun, but tough. The

skill-shots are skill-shors, and the ball has a great affinity for the side

alleys. To score well, one must use the “nudge” features often. Like

Tristan, Eight 5<2//allows the player to simulate “body english” or the

pelvic bumps and side-to-side jiggling that

goes on with real machines. Tristan had one

nudge option—one that simulated a simple,

straight-on pelvic thrust with a jerk of the

screen. Eight Ball zdAs. two others, a 45-de-

gree right and left nudge. These can be used

quite liberally, as the Tilt mechanism is

laughably forgiving.

Eight Ball Deluxe is a gorgeous, playable

and realistic program. Of all the programs

considered here, it is the connoisseur’s

choice. It’s only weakness, when compared

to the other packages surveyed, is that it

offers only one machine. You’re dropping six

rolls of quarters for one game, while every

other package in this suiwcy contains four or more, and for a roll less.

Ifyou’re the type who would rather enjoy one very fine bottle ofwine

over four or more bottles ofmedium quality, Eight Ball Deluxels your

fine vintage.

Player #2— Take A Break Pinball

Microsoft said “it couldn’t be done” when Dynamix approached

the programmers ofWindows about a pinball game for that operating

system. Microsoft said that a pinball game

would ask more ofWindows than it could

deliver. It took several years ofhard work (a

lot longer than they had expected), bur Dy-

namix proved them wrong with Take A
Break Pinball. Take A Break is a collection

of eight, full-screen pinball machines that

draw upon the works ofSierra/Dynamix for

their themes. Leisure Suit Larry, Willy

Beamish, Roger Wilco, King Graham,

Draxon of Nova 9—the Sierra/Dynamix

Who’s Who—are all subjects of one or

more of these games.

The machines are all colorful and occa-

sionally original in their designs, and are dressed in a panoply of

animations, sounds and extra graphic pizzazz. Each maciiine spans the

length of the screen and has a quarter-,screen window that displays

graphics corresponding to the happenings on the playficld. There is

also a “Silent Radio” box where text scrolls by during play.

The machines’ “scoring opportunities” are structured after the

adventures upon which tiiey are based. “Planet Pinball: Level Two,”

for example, follows the deeds of Roger Wilco in Space Qiiest IV. If a

ball is sunk in the Buttes of Estros trap hole, a Pterodactyl will swoop

down and ferret-away the ball in its nest. Sink another ball in the

Buttes and the Sequel Police arrive, but the pterodactyl will swoop

down again and throw the cops off of the board. This earns a million

points and releases the other ball for Multiball play. The machine has

three other “objectives” like this chat generate their

own graphic rewards.

“Quest For Daventry,” is based upon the best-

selling King’s Qiiest V. Though it too has its graphic

cuteness—an animated yeti will pick up the ball

and drop it into the sea, and a secret island will rise

up out of the water to expose a special target—the

machine is actually a bit drab. The targets are

unimaginatively placed along the sides of a wide-

open and empty center field.

“Larry’s Big Score” is based upon the exploits of

Leisure Suit Larry' and contains the sophomoric

sexual humor we’ve come to expect from him. In

case the player has missed them, the Silent Radio

message insist that one “check out [Passionate] Patti’s bumpers.”

Patti’s bumpers are exactly where one might expect them—chough

perhaps just off-center enough to molify a Sierra exec. Taking the

humor to yet a lower level, the large Megatron-Million light is close

enough to Patti’s “groin” to communicate the intent. But the machine

liolds ocher interest beyond the prurient kind. With its looping

“Amass Class” ramp, several bumpers, and third flipper at the top, it

is a fun machine to play, even chough the play is a bit “unbalanced.”

This imbalance is a result of the designers’ humor getting away from

them. While one has to hit the three L-U-V and

Sax, Spies and Videotape 'Pargets, and tlien hit

Patti’s bumpers 10 times to score a million points,

one can get the same million points each time one

hits Patti’s “G-Target”—a not-so-subtly named

spot that is (contraiy' to popular belief) quite easy

to hit.

“Flipped Out Willy” has the manic coloring

scheme and general feel of an amusement park. A
wheel lies in the dead-center of the machine that,

when spinning, can throw a ball in unpredictable

directions. The high scoring opportunities follow

the plot of the Dynamix adventure game, from

the Escape From School under the wheezing nose

ofa sleeping teacher, to Giving Leona a Swirlie, exposing her evil waste

disposal plans.

The other machines, “Draxon: Levels One and Two,” and “Planet

I’inball: Levels One, Two ami Three” can’t be described in detail here,

but suffice CO say that they range in interest and each have special

features, the most notable of which is in “Draxon Two,” where the

player can load a ball into a gun and fire the ball into the nostrils of

the Bad Guy, Gir Dra.xon. Two nostril shots and Draxon breathes no

more, and the game is “beaten.”

Take A Break l-’inhall
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INTERACTIVE HORROR 0 V I E

MIMIE NO OKE
MISTS IN PEACE*

Dracula is

back, driven by

revenge and a hunger for

human blood. Follow a

trail of vampire brides,

corpses, and wolf tracks

through the streets of London.

You direct the drama,

suspense, and passion as

you are drawn into a world of evil

where every decision and action you

make is inextricably tied to the fates

of those you love.

From the creators of

Sherlock Holmes Consulting Detective™

Over 90 minutes of captivating

video and an original

gothic soundtrack draws you into

the center of the action.

'oca
U N LAE A § /M E

Contact your local retailer or call 1-800-877-4266.

Over 150 riveting scenes propel
|

you down multiple pathways |
toward the final confrontation. I

I

, ii

Unique interactive

experience that you've never

encountered before.

VIACOM.
NEW MEDIA

AVAILABLE ON CD-ROM FOR PC AND MAC



Structuring the machines like

adventure games lends them

charm, especially for those

who’ve played the adventures.

But, unfortunately, all of the.se

graphic and sound extras carry a

huge CPU overhead. On even

the fastest of computers, the ac-

tion bogs down to the point of

frustration. It can be so bad as to

be unplayable on a 386, and irri-

tating on a 486.

Beyond this speed problem,

the general feel ofthe pinball me-

chanics is realistic for the most

part. Dynamix does cheat a bit

with some of the special machine

effects. Ifa ball begins up a ramp,

it’s going to continue up the ramp, even though one’s innate physics

sense says that the ball doesn’t have enough momentum to make it.

Like many of these pinball packages, the game offers a “nudging”

feature, although Dynamix’ calls it “grunching.” Yoti can grtinch by

pressing <Ctrl> and <Shift> at same time. Rather than jostling the

screen to simulate body english, grunching simply pulls the ball in the

desired direction. It doesn’t really give the feel of a bump, but rather

feels as ifone were briefly using a strong magnet on the ball. Ofcourse,

too much grunching and it’s Tilt Time, 'fakeA Breakscems to have

the most sensitive Tilt mechanism of the bunch.

The final score shows Dynamix entering its three-letters on the Top

Ten list, bur only for those players with a high-end, Windows-accel-

erated machine. While Dynamix has proven Microsoft wrong by

creating realistic pinball action in Windows, they have, in a fit of

over-enthusiasm, overloaded Windows’ capabilities with all of the

graphics and animation. Those with super-machines will appreciate

the abundance, hut those who still compute in the 386 realm must

seek out a DOS-based game.

Player #3— Silverbal!

MicroLeague’s brand of pinball is not necessarily realistic, but it is

fast, colorful and high-scoring. Its four machines vary widely in style

and mechanics. The machines are squat—at about a 1:1.5

length/height ratio— and the player sees about half of the machine

at a time, with the screen scrolling very smoothly with the ball. The

ball’s action is a bit strange: it behaves more like it was made of dense

rubber than steel, and is small compared to the rest.

'I'he best machiite of the bunch is “Fantasy.” Set in

the realm of role-playing, the ultimate object is to

wake the dragon that lies in the center of the playficld.

If the game is styled after a role-playing game, then it

is a “monty haul” role-playing game, where the players

earn ridiculous amounts of gold and experience for

everything they do. In “Fantasy” one can earn a mil-

lion points without tr}'ing, and it’s not rare for a good

player to earn scores in the hundreds of millions.

On the other end of the scoring spectrum is

“Snooker Champ.” This is a lo%v scoring game set

within the realm of English billiards. Even with the

hyper-active ball, this game plays at a casual pace and can be a tad

boring. But perhaps its subtlety is lost on a Yank imlamiliar with the

English (per)vcrsion of Pool.

“Blood” and “Odyssey” both contain looping ramps and rails.

“Odyssey” is based in the ancient Grecian myths and has a few unique

features, including a miniature third flipper used to shoot the ball up

a ramp, and dangerous flipper ramps that make “cradling” the bail a

touchy affair. Repeated trips through the looping ramps will build

and launch the hero’s slcy ship and eventually lead to the destruction

of the Minotaur. “Blood” carries a cyber-horror theme and has a

network of three “overhead” rails.

Like Eight Bidl Deluxe, the machines in Silverbnll cm be nveaked.

One can both modify the playfield slant and choose between three

and five ball games.

In the final tally, SilverbnlhwwVs high for those who don’t mind the

unrealistic ball action. At least nvo of the four designs should appeal

to eveiyone, and the graphic effects are top notch. I did have trouble

getting the program to recognize my Sound Blaster Pro, though

Scorpia (our adventure games editor who is a closet Pinball Wizar-

dress) was able to get sounds from her Gravis Ultrasound card, and

she speaks quite highly of the music.

Player #4 — Pinball Dreams

Phibdll Drentnswtis originally released last year for the Amiga, and

it has the quality graphics and stunning sound that is standard with

most Amiga games. Its four machines are all ofthe scrolling kind, with

only one-third of the machine visible at one time. Whereas Silverbtills

machines were squatty, those of Pinball Dreams are very long—over

three full screens long. While this gives the designers more room in

which to be creative, it also exacerbates the difficulty with making

long-distance shots.

“Ignition” feels like a machine from the lace 70s, with its goofy

“futuristic” font, standard star-burst bumpers and abundance of

lighted targets. “Beat Box,” a machine with a music industry theme

and cool techno-pop music, is a lesson in design overkill—so much

playfield real estate was used to create its three large ramps than there

was room tor little else. “Steel Wheel,” with its early railroad theme,

is my personal flivotice. It strikes the right balance ofelements—a tight

btimper area, eight drop targets, two special sink-holes, and two

ramps, one of which goes “around the world.” The object is to btiild

up a string of cars while earning “mileage” on the ramps and rails.

“Nightmare,” with a creepy graveyard theme, mixes the elements

nicely as well.

Pinball Dreams presents the worst physical model of the lot. The

ball behaves like a Ping-Pong ball more chan anything, and rips

around the screen gaining momentum in impossible ways, d’his

would be bearable if it weren’t combined with the screen scrolling and

the machines’ extra length. A quick shot fired from the bottom of the

machine to the top can leave one’s head

spinning. Worse, the screen scrolling is

very closely tied to the ball action, so

that if a ball gets caught between two

bumpers and is fired up and down, the

screen will jerk back and forth with it.

After my sessions with this game I was

reaching for the aspirin. Too bad, be-

cause I really liked two of the machines.

And that’s the current crop of pinball

madness for this Winter season. Each of

these games offers a little something

different, and there’s sure to be some-

thing for every type of gamer. So if you find that the mind is

demanding a break, and the fingers itch for fast-twitch release, drop

into a local PINBALL directory of choice and belly up to a keyboard.

There’s never a line, and you can save the quarters for laundty. cgw

Pinb,')ll Dreams
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T he grandeur that was

Rome is yours to defend or conquer in Mindcrafl's

Walls of Rome. All the siege techniques of classical antiq-

uity are in your hands. Scale the walls with ladders, bom-

bard them with boulders or Haming pitch, or undermine

them and watch them collapse.

J and modify the

troops and maps in

myriads of ways.

Armies from a multitude of times and places are under

your command; fortifications of many types in many

settings are yours to besiege or defend.

Play the ready scenarios, separately or in

extended campaigns of conquest and

defense, or use the editor to combine

MINDCRAFT
2291 205cli Street, Stiilc 201,Ton-.iitce, CA 90501

Aaii.ll HIM V(;A>air>it'lMos

Call To Order l-800-525-t933
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Review

MicroProse and Dynamix Go One On One
by Wallace Poulter

I
n compucer gaining, spores simulations

tend to run in cycles. Last year’s topics of

choice were motor racing (World Circuit

and Rond& Track) and baseball (HardballHI-,

Tony LaRussa 2, Microsports Pro League Base-

ball). This year it seems to be hockey (NHL
Hockey, Brett Hull Hockey, Hockey League

Simulator II) tiwA Football (Front Page Sports

Pro, NFL Coaches Club Football, Tom Landry

Deluxe). While La)idjy emphasizes strategic

instruction over detailed graphics, Front Page

and Coaches Club are pegged squarely at the

high performance, simulation oriented foot-

ball fin.

The Kickoff

Actually, the manuals for these products are

such non-events that they seem more like the

symbolic coin toss that opens a game than the

kickoff which initiates the action. The
Coaches Club manual is a particularly poor

representative of its species. A limited 48-

page manual done in a grungy brown tone,

this is a new low for MicroProse manuals.

The screen shots, also in the grungy brown,

are hard to read and average less than one

every two pages. At one point is time, Micro-

Prose put out the best manuals in the busi-

ness, bar none. Times have a’changed.

The best manual I have seen in recent years

is that of Red Baron from Dynamix, so it is a

surprise to see chat the FPSP manual is so

mediocre. The 104-pagc manual gives the

impre.ssion chat a 204 page manual was com-

pressed into the space. It sports page after

page of never-ending text with the occasional,

minute screen shot that is usually too dark

and very hard to read. What happened to the

original manual that was far superior?

d'he saving grace is a very complete index,

which makes it bearable. I don’t believe I'm

being coo hatsh here. Here arc two of the best

comjianics in this industry, with titles like

World Circuit, Civilization, Railroad Tycoon,

Master of Orion, Bewayal at Krondor, Red

Baron, and Aces of the Pacific to their credit,

and yet they have both produced sub-stand-

ard manuals and packaging. Fifteen yard pen-

alty and loss of down for both teams.

First Quarter

Many of the features in FPSP use the same,

or very similar, to FPSF. The interface retains

its familiar four plays across the screen dis-

play, although the total number of potential

plays has been increased from 32 to 64. De-

pending on the play option, the play may or

may not be diagrammed. This is one of the

primary reasons why 1 preferred the Standard

mode in FPSF. Standard mode shows the

play graphically, allowing quick decisions on

screen.

On the other side of the ball, the Micro-

Prose designers have outdone themselves in

providing an unhelpful interface. Ifyou want

to see how to design the perfect football play

Front Page Sports Pro NFL Coaches Club Football

TITLC; From Page Sports Pri)

I’RICt: S79.95

SYSTEM; lUM

REQUIREMENTS; 386-25MHz or belter, 2MB nf RAM (EMS),

VGA graphics, 9Mli h.irt) drive sp.ace;

AdLib, PAS Plus/1 6, Rol.iiid LAPC-l/MT-32,

SoundBl.isler Pro, Thunderlxi.irt) sound

cards supported

PROTECTION: Documeni.iiitrn look up

DESIGNER; Patrick Cook
PUBLISHER; Sierra/Dyn.imix

Coarsegold, CA
(209)683-44(>H

TITLE: NFL Coaches Club Football

PRICE: $59.95

SYSTEM: IBM
REQUIREMENTS: 386 or belter, 2MB RAM. VGA graphics, 7M8

h.ird drive space, [oyslick, mouse; AdLib,

General Midi, PAS, Roland, SoiindBl.islcr

sound cards supported

PROTECTION; None
DESIGNERS: Ed Fletcher, Doug Whatley

PUBLISHER: MicroProse

Hunt Valley, MD
(410)771-1151
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/^JYBERMAK
--fTlE MOST ADVANCED

.WAY TG MASTER

Now moving in a gome is os eosy as thinking about it.

Only CyberMan moves in three directions (x, y, and z|

and three rotations (pitch, yaw, and roll], which cor-

i
relate directly to your moves inside a 3-D game; your

intuitive movements translate literally to the screen.

's also the only controller with toctile feedback that

makes you o physical part of the game. CyberMan is avail-

able now at your local dealer, or call 1 -800-732-2928

The Sensewore''Compony

rinleiinik belong to itei regideedm^
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Coachus Club ttllows the phiyer lo

call auclihlva bclurc the s/iap.

calling interface, pick up a copy of Tom Lan-

d}y. Simple, smooth, obvious and so superior

to anything else on the market. In its place,

Conches C/«/' provides a screen with one play

at a time. This is tedious t(5 use and very user

unfriendly, although the ability to call

audiblcs is a plus. Imitation is the sincerest

iorm of flattery, the old saying goes. Compa-

nies seem to make a habit ofdoing something

different just for the sake of providing their

own look. In this case, new is definitely not

better.

Graphically, FPSP\va<, added little beyond

some additional animations such as players

flipping over wlien tackled appropriately.

The overall graphic package remains the best

in the business, the 3D animations flowing

smoothly, especially in the tackles. Similarly,

Conebes Club offers quality graphics although

not on the level of FPSP. The graphics arc

crisp and functional and superior to Lanchy

or Microsports. Multiple detail settings allow

the user to set the graphics level based on their

machine’s capability, in addition both games

have a VCR option. Conches Club has a more

user-friendly instant replay here, and the

multiple view settings in normal mode also

are a cut above FPSP.

Packaging, manual, interface, graphics. All

important for sure, but the play’s the thing.

Going Deep

The original Front Pnge Sports Footbnllwds

a wonderful package as a whole. As my
review of the time noted, 1 loved the play

editor, the graphics were light years ahead

of anyone else, and 1 considered FPSFon
par with World Circuit as a sports game.

The unfortunate fact was, the mote I

played the game after the review, the eas-

ier FPSF became. Scores of 70+ were not

uncommon, and ii became obvious that

Dynamix would need to address thegame

play in the next version. ’1 his they have

done although not to the extent I would

have hoped.

My first game out, Cihicago trounced

New York 28-23 (trust me it wasn't

that close) as Neal Anderson piled

tip 275 yards on 35 carries for my
victorious Bears. The .same Basic

(play calling only). Standard (play

calling and control if one wishes)

and Advanced (complete control)

options from /’/Whave carried over

and, as then, I still prefer Standard.

Half a dozen plays on each side of

the ball arc all that is needed for

victoiy. As with real football, ten-

dencies and the strengths and weak-

nesses of your team will decide your

play calling. Chicago, for example,

should run two thirds of the time and only

u.se Harbaugh to throw in surprise situations.

One shotild never have Harbaugh put it up

in a situation of 3rd and over 5. as he is an

interception waiting to happen. In my case,

five games into a recent league, Harbaugh has

yet to throw an interception, specifically be-

catise I will not throw in such a

sittiation. Moreover one shouldn’t

have one formation for passing and

one for throwing. If all one does is

run out of the ‘I’ formation and

throw out of the Pro set, it isn't that

hard to figure otit. Phis happens in

real life. Stanford’s Blockbuster

Bowl defeat of Penn State was pre-

dicted because Penn State used a

different TK for a pass play than for

a running play. All Stanford had to

do was look at the TE to sec what

type oi play would be called. In

FPSF, one can move through their

play book and pick passing plays that

come out of the same formation as the run-

ning plays. Chicago, for example, has a nifty

Tli pattern down the left sideline that usually

has the TE completely uncovered, when the

linebacker bites on the expected running

play.

Fumble

MicroProse has made a big deal out of the

fact that the AI in Conches CluhWiW learn your

tendencies and therefore become an im-

proved opponent. In reality, the AI cheats by

creating false situations. This became pain-

fully obvious in a game where New England

faced Buffalo. To test the AI’s learning capa-

bilities, I devi.sed a strateg)' to confuse the

defense. Playing the game in coach mode
rather than arcade style, I spent the entire first

half only calling running plays and held Buf-

fltlo to a 6-3 half time lead. Starting the

second half, I again ran the first .series on three

consecutive plays and gained a first down. On
the subsequent first and 10, I threw a strike

to the TE for 4l yards. I'hen reverting to

form, 1 ran off the right side for another 33

yards. At this point the AI started cheating.

Running the same sweep around the right,

this time the running back ran into his own
Quarterback and then ran backwards for a 7

yard loss. Calling the same play again created

the .same result, the 7 yard lo.ss. Now I can

take an AI “learning” my fitvoritc play and

Custom play design in Coaclies Club is fast and easy.

The graphics in Coaches Club are excellent,

hut second to Front Page Football.

calling the correct defense, but this isn’t a blitz

coming through the line to stuff the runner.

This is die program creating a negative situ-

ation (which it repeated in subsequent

drives). This is complete and utter rubbish

and extremely disappointing coming from

MicroProse where I would expect better.

Now if you have been counting along at

home you will have added Istand 10 plus two

7 yard loses for a third and 24. Drew Bledsoe

took oil on a 25 yard scramble, (and I con-

firmed his one carry as a 25-yard gain in

tlie game ending stats) to set up a 4rh and

1! Last time 1 read the rules, gaining one

more yard than one needs for a first down
will usually earn a first down.

Audible

Modem play, once promised in both

games, has not materialized. This still

leaves Microsports Footbnll and lorn Lan-

dry as the premier football games for mo-

dem use. However FPSPhas gone part of

the way there. The biggest addition to

FPSPh the customized coaching profile.

Pai’f 118 Coiiipiilcr Cdiniiii' World



SoiiroLMj 16 Si(i>i;qHick

EVEN THE BEST EQUIPMENT NEEDS SOLID SUPPORT.

SoundMon* sound boards from Logitech are endowed with 7 doy^-week technical support, 2-3
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one up at your local dealer, or call 1 - 800-732-2959.
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A new NFLPA license earns Front Page
Football an important first down.

The profile allows the user to specify play

calling in different game situations. Astound-

ingly there are over 2500 game situations per

half. I'his feature allows game plans to be

uploaded either directly or via on-line services

for use in leagues or just as an individual

challenge. Want to play The Wol’s Chicago

Bears? Maybe I’ll upload a game plan to

CompuServe. Nor is the game plan predict-

able because three different plays are assigned

to each situation with percentage values des-

ignated by the user. Therefore if an exact

situation repeats (which is unlikely), there is

no guarantee that the same play will be called.

League play is a strength of both products.

Altliough FPSP is the winner, this time it is

not so clear-cut. While fPSPivas the college

draft, trades, injuries and more that Coaches

Games Too Expensive ?
Consider Pre-owned Software

• Save big S$$ over new
• Original disk.s and manuals

• IBM- AMIGA -C64
• Hard-to-find classics plus

all the latest relea.ses

• Call or write for free catalog

(specify computer)

940 4lh Ave #222 Huntington WV2.‘>70I

1-800-638-1123
Customer Service: 304-529-0461

BBS for complete list: 304-529-7050

Cluhdoes not offer, continues

to be incredibly slow in simulating

league games. Dave Holt and Mi-

crosports have had this right for a

long time with their very quick

simulation that gives full stats. Why
no one else can does this is beyond

me, but Coaches Club has it down to

manageable proportions. Both

games had eyebrow raising results in

league simulation, but then a foot-

ball game can turn on just a couple

of plays and players, such as the situ-

ation with Emmitt Smitli. He is pre-

sent in both games, and the first

week of the season, Dallas was victorious by

large margins against Washington.

In the real NFL, of course, the lack

of Emmitt Smith cost Dallas the

game. More significantly, both

games had reasonable stats for both

offensive and defensive players that

I feel is important to the credibility

of the game results generated.

Sending in the Signals

The one area in which Coaches

Club beats FPSP is, ironically, the

area in which FPSP illustrates the

most strength—the Play Editor. In

Coaches Club I was able to

design plays without having

to look at the manual, a situation that

did not occur with the original Front

Page Sports Football. Obviously I

know that game enough to not need

the manual for FPSP, but a first time

buyer would still need the tutorial in

the Dynamix manual. Why Coaches

Club cou\d have such a great interface

for the Play Editor and such a bad

interface for play calling is a mystery

to me. In fact it is the strength of the

Play Editor that leads me to believe

that there is hope for Coaches Club. It is strong

and well-designed, and boasts a myriad of

options. 1 particularly liked the advice on

setting up pass routes. While running a pass

pattern, the receiver will attempt to get open,

but there is no guarantee that he will go where

you want him to. Therefore it is suggested

that the player assign a couple ofway points

(similar to the logic boxes in FPSP) for the

receiver to run to and then issue the com-

mand “pass route” for him to find an open

space. This is exactly what receivers do when
combating a zone defense.

Which brings us to the National Football

League Players Association that granted li-

censes to both products. Unlike other sports,

not all players belong to the NFLPA. Kevin

Butler, the Chicago Bears kicker, becomes

RJictt O’Hara in FPSF. Cute for sure and

after he went 0 for 4 against New York,

franldy I did give a damn. However, the

unsuspecting gamer is going to believe that

theNFLPA represents all players in the league

as their name suggests. This is misleading at

best. Maybe they should change their name
to Some National Football League Players

Association.

Crunch Time

Front Page Sports Pro is a nice step forward

by Patrick Cook and company. But that is all

it is; a step. If NFL player names are your

thing, then you can consider FPSP a leap

rather than a step. However for the legion of

FPSFhns out there, Pro is nothing more than

an upgrade to a great product. If you play in

leagues via on-line services (which I recom-

mend), then Pro is a good value, but as a

straight computer opponent it may be worth

waiting for the next incarnation.

NFL Coaches Club is, alas, a disappoint-

ment. The designer, Doug Whatley, is a per-

sonal friend (and hopefully still is after this

review)! I had hoped for great things from this

product. Moreover, on on-line systems such

as Prodigy, CompuServe and GEnie, many

game players whose opinions I usually trust

have said great things about the product. I’m

afraid I just don’t see it. There is a terrific

foundation for a superb football product, that

much is obvious. The underlying concept of

plays decided by the momentum and mass of

the players, and their subsequent actions,

should be the industry standard. The Play

Editor is something I will tinker with long

after this review is written. But if a company

wants to compete in the sports game arena

they need to either provide something that

hasn’t been done, or do it better than the

competition. World Circuit, the previous

foray into the sports arena by MicroProse

accomplished both goals. Coaches Club does

not. cGw

Front Page Football is the crystal-clear

victor when it comes to graphics.
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Sleuth the answers to these

Clues to every question are on these two
pages. Correct entries will be entered into a

drawing to win prizes. Deadline for entry is

January 31,1 994. Send your answers to

CGW, Sam & Max contest; P.O. Box 730,
Yorba Linda, CA 92686. Don't forget to

include your name, address and phone
number with your entry.

CGW and LucasArls are not responsible for lost or misdirected mail. One entry per person. No purchase
necessary to enter. Prizes are not transferoble. Illegible or incomplete entries are not eligible. Employees of

CGW or LucasArts and their affiliates are ineligible to enter. CGW and LucasArts reserve the rignt to con-
cel this promotion of any lime with oppropriate notice. Winners names and prize information may be used
by CGW or LucasArts for any promotional or odverfising purposes without further compensolion.

trip and
win totally cool prizesi

5 First Prizes: Sam & Max framed lithographs signed by
creator Steve Purcell.

20 Second Prizes: All cotton Sam & Max T-Shirts.

50 Third Prizes: Sam & Max floaty pens—the ultimate in kitsch!



Join Freelance Police, Sam (don't call him a

cartoon dog) and Max (a hyperkinetic, rabbity

thing) as they pursue a runaway carnival

Bigfoot across America's quirky underbelly.

SVeehoW

.

Cai
Sam
famous

A DeSofo
A Beamer

c. A Beetle

-nger

praceland
“L/mpusvtIle-

Doll)/wood

'

t-Re>-

[CAN'T TWINKOF^\
ANYTHING MORE
RELAXING TUAM

BEING LOCKED IN A
MOVING CAR WITH A

DELUSIONAL PSYCHOTIC
, UKE YOURSELF, yV^ITTLE PAL!

THAT'S
REALLY SWEET.

SAM. I MAY WEEP
OPENLY.

AVAILABLE FOR THE IBM PC. COMING SOON FOR THE IBM CD ROM.



Dark Sun Introduces A New Line Of SSI Role-Playing Games

D ark Sun is the first in a new series ofrolc-piaying games from

Strategic Simulations, and it is about as far from their

previous series ofgames (the “gold box” series) as you can gee.

While there is certainly plenty of combat here, it is not of the

incessant, fight-after-figbt kind that characterized Pool ofRndituice, ei

III. In fact, many times unwanted encounters can even be avoided.

I mention this up front as many
players familiar with the gold box

games may approach Dark Sun

with deep suspicion, thinking it

“more of the same.” Happily, this

is not the case; SSI is taking their

role-playing line in a new direc-

tion, which is good to sec.

The basic system is a variant of

Advanced Dungeons & Dragons

2nd edition rules, and you should

expect some big changes here. For

one thing, character stats can now
go as high as 24. For another,

along with the usual elf, half-elf,

dwarf, etc., tliere are .some new races available: balf-giants, half-dwarfs

(called Muls), and, for the first time ever, Thri-Kreen, the mantis

warriors.

In another departure from the familiar, there seems to be no

difference in star maxinuims between male and female characters. For

example, a male half-giant can have a strength of 24; so can a female

half-giant.

Character classes have changed in some respects, as

well. Paladins have been drojjped and Gladiators added.

Gladiators seem to be slightly better in combat than the

standard fighter, and they cannot be multi-classed with

another profession. Magic-users arc called Preservers

here, but aside Irom the name change and a wider

variety of spells available, they are the same spell-slingers we are

familiar with from before.

Psionieshave been included for the first time, along with a Psioiiicist

class. Every character comes with a limited psionic ability, chosen

from among kinetic, metabolic and telepathic. These powers cannot

be added to or enhanced. Only actual Psionicistscan learn new powers

or increase old ones on level gain, and they can

choose from any of the three areas, as they have

access to all of them instead of just one.

The most drastic change is with the Clerics.

They are no longer “just” clerics; they are now
elemental clerics, and each must choose a sphere

of influence from among earth, air, fire and

water. This choice dictates what spells a cleric

can use, as there are different ones for each

sphere.

Even worse, there is a fifth sphere, called

“Cosmos,” and clerics have only limited access

to it. They receive Cosmos spells only through

the third level, and it’s Cosmos spells that are

the traditional healing ones. The standard cleric, then, will never be

able to do better than a Cure Light Wounds.

So how do you get healing? From Druids, who can use all the

Cosmos spells, including such important ones as Cure Serious, Cure

Critical, Neutralize Poison and Raise Dead. About the only thing a

cleric can do that a Druid can’t is 'Furn Undcad, making Clerics

virtually worthle.ss in this system. The
traditional party healer is now a liabil-

ity instead of an asset.

It must be pointed out here that this

inanity is not the fault of SSI; they are

just following the rules of TSR. Why
TSR decided to split the clerics out

TITI.E: Dark Sun
PRICE; S79.95

SYSTEM; IBM
REQUIREMENTS; J8b or belief, 2MB of RAM, VGA only
PROTECTION: Documenlaiion look-up

PUBLISHER; Siralegic SImulalions, Inc.

Aiinanor, CA
(•108) 7:i7-f.800
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this way, which weakens them considerably, and then on cop of it,

provide few decent spells for them (fire clerics seem to come off best),

is a mystery. It certainly doesn’t do anything good for the game.

file armor system—anotherTSR invention— is equally bizarre and

incomprehensible. First, armor comes in parts, with separate pieces

for the torso, arms and legs. This is not the problem. The problem is

in the materials, which can be leather, bone or metal.

You might expect chat bone would be better than leather, and metal

better than either, but it isn’t always so. Most pieces, for whichever

area of the body, generally give one point of protection, whatever the

material. There is some bone and metal torso armor that gives nvo

points. Aside from a few pieces of

magical armor, leg and arm pieces

always give one point of protection.

Now, if bone or metal provided

some sort of extra protection, say

against acid attacks, having these dif-

ferent materials would make sense.

Unfortunately, there is no practical

difference between wearing bone ar-

mor and leather armor (and in some

cases, even metal). Perhaps in the

Dark Sun paper and pencil rules

there are advantages to certain ar-

mor, but they aren’t evident here.

Druids and Thri-krccn come off

worst in the armor department. Druids cannot

wear any armor, and they can’t even equip a

shield. It is best to multi-class a Druid with

Fighter so the character doesn’t have to run

around naked for most of the game. For the

I'hri-Kreen, there just isn’t any armor, as it’s

designed for humanoid figures. They can carry

shields, but this reduces their fighting effective-

ness. (See the following Dark Sim tips article for

more on this.)

So the character side of the game has its weak

points. Most of these can be overcome by careful

party selection and maximization of stats, but it’s

vet}' annoying to have to put up with this at all.

Moving to the new engine and graphics—what might be called the

SSI side of the game—there are some very nice features. The visual

presentation is in the Ultininsxy\e, with an overhead view and one-size

world, but without the slanting, or three-quarter, perspective. How-

ever, it is not a scrolling, one-piece world. The areas are in sections,

with a new one loaded as the party moves from place to place.

What is unique here is that you can scroll the cursor over the entire

section to see what’s around before you do any moving. In addition,

there is an auto-map that shows an outline of the area, and any

creatures in this area will show up as slow-blinking red dots. Pur the

cursor on them and click the mouse—the map goes away and you’re

seeing the actual world again, including whatever is in that spot.

The party can also be moved in this fashion, Position the cursor

anywhere on the screen and click. If there are no obstacles (and

nothing to fight along tlie path), the party will move to it automat-

ically. This makes movement very quick and also allows you to give

a wide berth (most of the time) to things you prefer to avoid at that

moment.

Speaking of movement, most of the time the party is represented

on screen by only the icon of the party leader. This is much better

ytJuaSwV ;
- - . . , ...
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than in Ultinuh where a parade was always following you around,

walking blithely into traps and other hazards. Here, you have only

one character to maneuver and life is easier. You can split the group

out if you want, but it serv'es no real purpose, as the part}’ will split

automatically when combat starts.

This also allows you to “sneak up’’ on things sometimes. You can

move the party close, but not so close to be noticed, and get offa spell

before the bad guys even realize there’s a threat. On some occasions,

this tactic can be a life-saver.

Spcllcasting for mages has been improved. They no longer have to

memorize spells, which is a terrific feature. When a Prcscrx’cr casts a

spell, all of the spells he or she knows for a

particular level are available. Of course, there

is still a limit to the number of spells a char-

acter can cast per experience level, but not

having to memorize them beforehand makes

them much more useful.

This is particularly advantageous because

combat is much more tactical now. With a

one-size world, there is no zooming in to a

confined battle site. Fighting can occur over

a wide area, where fireballs might not be as

useful as, say. Hold Monster or Solid Fog.

Given the wide variety of both terrain and

spells for mages, it onlv makes sense to allow

access to all spells known.

On the other hand, this also

presents some difficulties when a

mage goes up a level and has to

choose a spell to learn. There are

many of them, and they all look

good. Compounding this prob-

lem is the fact that there are a

number of magic scrolls from

which mages can learn spells. Of
course, since you don’t know

whicb scrolls they are in ad-

vance, your mage could end up

learning a spell obtainable from

a scroll later, thereby “wasting” a

spell slot. Still, this problem is better than tr\'ing to decide which spells

to memorize.

One especially good change to the combat system now allows your

characters to moveaway from combat without taking a hit in the back.

You can retreat a severely injured character from melee, or maneuver

a character around enemies, without having to worry about them

taking extra damage. Naturally, the same holds true for the oppo-

nents.

Psi powers tend to be on the weak side. Offensive abilities generally

don’t do more than ld6 or IdlO ofdamage, regardless of the psionic’s

level. However, there are a number of protective powers, and the

telepathic disciplines do have some useful non-damaging abilities.

As with the gold box games, you can change the level of difficulty

(i.e., number of hit points your opponents have), thereby making it

easier or harder to get through the fights. Also as before, the easy level

gives you less experience per combat. Fven so, by the time you reach

the end game everyone is likely to have achieved maximum level,

which is 9th for all classes.

What is most surprising, perhaps, is the lack of information in the

manual. We are all familiar with the many tables and charts in the
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back of rbe gold box manuals. For Diirk

Sun, riiere is almost nocbing. You get the

experience level cables, spell progression ca-

bles, and that’s about it. Nothing on

min/max stats by race. Nothing on how far

any race can advance in a particular profes-

sion. No chart showing which professions

are open to which races (this is mentioned

in the class descriptions, but a recap table

would have been good to have). You aren’t

even told which psi powers arc given to

non-psionic-class characters.

Okay, now that voti ve heard about the

system, you want to know about the scoiy.

rhe action cakes place on the world ofAchas, where life isn’t pleasant.

Blasted in the past by magic, much of the world is wasteland. Water

and metal arc scarce. Cities are ruled by powerful sorcerer-kings and

their assistants, the Templars. Anyone at any time can find bimselt

sold into slavery or thrown into the arena to light as gladiators.

That’s where rhe game begins for you. Your party of four has been

condemned to fight in the arena of Draj City, facing tougher and

tougher opponents, until they lose and die. Thar being something to

avoid, the group e.scapes. (It had better, or this will be a short game.)

Once in the de.scrt, your characters become involved with allying the

small villages established by other escaped slaves.

Alliance is necessary, as Draj is mustering an army to sweep through

the deserts to destroy the villages once and for all. As you might expect,

gaining allies will not he easy, and so the greater part of the game is

spent doing something for each of the villages, persuading them to

THE MOST COMPLETEADVENTUREMANAGEMENT SYSTEM
ON THE MARKET TODAY!

1NTRODUC1NG...THETRIAD CAMPAIGN SYSTEM™

FOR GAMEMASTERS
SYSTEM REQUIREMENTS
IBiM/Comp with Windovvs 3.1' • Mm, i megs haid drivi' spnic

tor in'.!,ill • 4 megs RAM

RULES
Di'signi’d to imjili'iiiinl dt'l.ltk'd i.iiit|iiiign bdtkgrouiids anti

sa'n.irio-. • Ad.ipl.iblc’ to niiiltipli’ t atnpaign luckgrounds or worlds

MAPS
World 'i/c to tactical • Markers disfilay key locations,

^

i liaratlcr, and trcalonw • Si?t‘alil(‘ display window?. •

7oorn • Applicable sound, graphic-, and Ipil with map
markers

SPELLCASTING
Adiirslalik- paramolors to crcMtu dillfreni effects • Ss-sieni

j

lalciilates spoil characlorislic-, and appro|Kiale les^l. area and
range

SYSTEM FEATURES i

EN.inipli- advenluro • Formula cakulalot • Rules documented in

tonleci sen-.iliw help files with cross-references • Eticounlor

generator loads all dal.i, no need lo consult charts • Game clock

anil calendar • Player's Guide • Ganiemaster'sGuide

COMBAT
Datiuige calculated .ind suhtracietl from target • Combat results

returned in Icvl form suitable to road lo>-our players • Spell

eiieits applied auioniatically lo all creatures in oflect .area

• Set character destinations and targets and let the system perform the n

CHARACTERS
Char.Hti-r cn-aiion quii k and easy or detailed as desiicd • Detailed skills

,

losements and attacks

[irofessions. slats and abilities

ORDER NOW! Mail check or money order for $39.95.

Add $4.00 for shipping and handling

Call or write for more information. (904) 494-3t65

,, , ,

Nawu Triad Institute „ , , , „.Sriililianal plavtr sCiuiuos Flatida resioemsadd

jvailalik, 3iofS10.00 RO. Box 11246 • Pensacola, FL 32524-1246 applicablesalcsias

join. And, to round things out, there

iirc some side tiiie,st,s which, while not

part of the main path, provide extra

experience and occasional goodies for

the group.

The .solution to cvet)'^ problem i.s not

kill-kill-kill. You can escape from the

gladiator slave pens without a fight.

You can stop the Magera from raiding

the Elvish caravan without having to

wipe them all out. The same goes for

bringing about a rapprochement be-

tween the Dark Spiders and the Mind-

home folk. Some combat is necessan,',

but it isn’t of the mindless, genocidal slaughter variety.

Saving allows for ten positions. The saves siari .small, but will grow

to over a megabyte apiece by the time you get to the end game. You

can save almost any time except in combat. Mowever, you cun load

the game during combat, which is handy if your party is being trashed

by superior forces.

While SS! has shed most of the gold box here, they have kept one

infamous feature: back-to-back combat at the finale. The first wave

is composed ofjust “regulars,” who are not difficult to defeat, but tliey

will do some damage and use up some of your spells. Then comes the

.second wave—elite troops with several mages and black scorpions in

tow. 1 his bunch is uc’ry tough, even with the mode on easy. I'hcre

was really no need for two combats here; the elites all by themselves

are quite enough, and very likely players will have to do this one several

times before winning, which takes a lot of fun out of the fight.

rhe single biggest problem with Dur/^ Sun, however, comes at the

very end, after you have won the final combat. Up to this moment,

the game ran exceptionally cleanly, with nat)' a crash or technical glir/.

(except sound; see the following article). Then, as the ending anima-

tions kicked in, the game dropped dead. Not good, because after this,

you get some reward.s, as well as the chance to roam around a bit more

and save your team for the .sequel.

After much hard work on the part of SSI’s top programmer, Russ

Brown, the problem was isolated to the ending animation sequence,

and seems to be related to a tv'pe of memory fragmentation. This

fragmentation appears to be caused by certain combinations of spells

used in the final battles. Unfortunately, because of the wide diversity

of .spells and psi powers that can be invoked, the exact combinations

can’t be determined. So the crash is an iffy thing; it will happen to

.some people and not others. There is no way of knowing in advance

if it will happen to you.

Fortunately, at what might be called the last minute, Russ Brown

was able to come up with a fix. 1 am happy to report chat the fix works

perfectly (yes, mine was one of the games that hung), and I was finally

(!) able to get past the last battle to the part beyond. ’Fhc fix is available

free from SSI and can also be found on many of the major modem
nets, such a.s GEnie and CompuSei've, and probably, by the time you

read this, on many local BBSs as well. You may want to get it, just to

be on the safe side; you really don’t want to go through the final battle

any more times than you have to.

Overall, despite several flaws, my impre-ssion of Durk Stoi is favor-

able. SSI is moving to a more mature form of CRFG. The completely

new engine, world, rules and graphics, along with a new emphasis on

story, does a lot to distance them from the gold box image. A.s with

all new things, the first steps arc apt to he a little shaky. Still, Durk
Sun (with a little overhaul) shows much promi.se lor the future, and

promises a good game to play right now. cbw
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Dark Sun Tips
Scorpia Sheds Light on SSI's Latest

S
ince your DnrkSun'p^ay has only four

characters, multi-classing is a must.

Remember, you arc not just preparing

for the game itself, but also the fights at the

end, where you’ll want every bit offirepower

and fighting power you can muster.

For that reason, it is best to max out the

stats of each character, especially in the areas

ofstrength, constitution and dexterity—'par-

ticularly dexterity. As noted in the main

article, armor doesn’t give you much protec-

tion, so you have to rely on dexterity to get

the AC down for a good part of the game.

My initial team consisted of a Half-Giant

gladiator, Half-Elf F/Druid (fire). Dwarf

F/Cleric (earth) and an Elf F/MU. These

worked out pretty well. Everyone could

fight, and most could cast spells. The fighter

class allowed the Druid and Preserver to wear

armor, which is important since there were

no magic robes, bracers, etc., that 1 could

find in the game. I did come across some

magic cloaks, but these provided only spe-

cialized protection, not AC protection.

The second team was composed of a Half-

Dwarf F/Psionic, Half-Dwarf F/Cleric

(fire). Elf F/Mu and a Thri-Kreen F/Druid

(fire). The Thri-Kreen are pretty good. They

have the second best wisdom (21), and they

can be tough fighters in the early going. A
Thri-Kreen maxed in strength and fighting

bare-"handcd" can fight four times for dam-

age of ld4+8 per attack (or 4xId4+8), and

they do an additional d4+9 acid attack. 'I'hcy

can equip a shield, but it reduces their attacks

from four to two, This is also true for equip-

ping weapons, although as opponents get

tougher, it is better to give your 'rhri-Kreen

weapons in both “hands.” The use ofwcap-

ons/shields docs not affect the acid attack.

In fact, it’s best to have all your fighters go

around with weapons in each hand. 'I'hey do

more damage that way, and the faster you

kill the enemy, the less chance the enemy has

of killing you. While you do give up a little

armor class for this (i.c., no shields), the

increased fighting ability usually makes up

for it.

How many battles you want to fight befote

escaping is up to you. The first couple aren’t

too bad, and will give you practice with the

system. The third combat usually features

back-to-back fights, first with some Thri-

Kreen and then a variety of nasty critters.

This was as far as 1 went before deciding it

was time to get out of there.

When you make it out of the slave pens,

it’s better to help the Tari of the upper

warrens, rather than the lower. Be careful in

the second level of the sewers: the Dagolar

slime can be deadly because their psionic

powers can stun characters and make them

unable to fight. Synaptic Static from a

psionic will prevent this, but use it sparingly.

There are several Dagolar slime combats,

and you won’t be able to rest (and renew psi

points) until Dagolar is dead.

Once out of the sewers and into the fields

of Draj, it is best to kill all the guards and

head north to Teaquetzal. This gets you

quickly into the main plot, and with a nifty

+2 sword, to boot.

Since the game is non-linear, and since you

are free to return anywhere you’ve previously

been (even the slave pens), you have a lot of

freedom to roam around, and you aren’t

locked into the typical “do-thi,s-before-that-

but-first-the-other-thing.” Some places

might be too tough for the current level of

your team; ifso, make a note and return later.

The oasis is like that. Since it’s encircled by

20+ guards, you may not want to take it on

right away. Just give the oasis a wide berth

and come back another time.

In Gedron, it is best to kill the statue before

it leaves (this will make more sense when you

reach this part). If you don’t, it will show up

in the final battle, and you’re going to have

enough headaches without this thing to

make it even tougher. Gedron is a good place

to visit early, though, because you get one of

the two best weapons in the game here.

Don’t overlook the commissions from No-

taku on the red sand plateau. You will get

money, experience and items for completing

them, at least through the “mysterial stinger”

task.

There are a couple of things to watch out

for in the Spider/Mindhome caves. After the

coup, you must go visit the Outcast before

anyone else; otherwise, he won’t recognize

your achievement and reward you with the

silk armor. Later, when you go back over the

wall to the castle, you must go over the one

with the spider guard. If you go over the

other wall, the folk with you become “stuck”

and won’t move.

Some spells you can find or buy in the

game: Hold Monster, Hold Undead, Mon-
ster Summoning III, Rainbow Pattern, Web,

Melfs Minute Meteors (just pop em in the

microwave! Sorry, bad joke), Minor Globe,

Mirror I mage and Spirit Armor. You can also

find a stalT of confusion spells, a wand of

lightning bolts, and a necklace of fireballs, as

well as several items usable only by psionics.

The Metal Storm Ring, which casts Ice

Storm spells, is noted as being usable by any

MAXIMUM STATS BY RACE

Race ST DX CON INT VVIS CHA

Dwarf 21 19 22 20 20 18

Elf 20 22 18 21 19 20

Half-Elf 20 21 19 20 20 20

Half-Giant 24 15 22 15 17 17

Halfling 18 22 19 20 22 19

Human 20 20 20 20 20 20

Mul (Half-Dwarf) 22 20 21 19 20 18

Thri-Kreen 20 22 20 19 21 18

Psi Powers (for non-psionic-class characters)

Kinetics: Detonate, Ballistic Attack, Control Body, Inertial Barrier

Metabolic: Life Drain, Biofeeciback, Flesh Armor, Graft Weapon

Telepathic: Superior Invisibility, tgo Whip, Inlellecl Fortress, Mind Blank, Psionic Blast
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At last! An animation package that is fun

and simple to use. Now everyone can

make their own cartoons.

The Hanna-Barbera Animation Workshop
brings the power of animation to your

computer in a form that is user friendiy.

Using a simpie yet powerfui Icon Animation

System (IAS), anyone can

quickly produce impressive

animations just iike

the professionais.

Compiete with

Hanna-Barbera

animations

(The Fiintstones,

Scooby Doo, Yogi Bear

& The Jetsons), and

clip-art for you to inciude

in your own artwork.

Video input capabiiity that ailows you to

import hand drawn animations and stiii

backgrounds by using a camcorder or

video camera and a digitizer.*

Contains features that the professional animator

couidn’t do without such as onion-skinning for

carefui positioning of frames

and an adjustabie exposure

sheet so that you can get the

timing Just right!

© 1993 Hanna-Barbera Productions Inc.

Licensed by Copyright Promotions Ltd.

* Requires camera and Rombo digitizer (not included).

Empire Software. 4 Professional Drive. Suite 123, Gaithersburg, MD. 20 879,
Voice (301) 216 9706. Fax (301) 216 0117
Empire Software is a registered trademark of Entertainment International (UK) Ltd.
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Dark Sun and Gravis Ultrasound
Dark Sun is the first i^ame IVc played chat supports the Gravis Ultrasound card in its native

mode. What a difference from SoundBlaster emulation! The music is just incredible (okay, the

SSI sound team had a lot to do with it, coo). Now I’ve been spoiled, and I don’t want to go back

to regular SoundBlaster (which will be necessaiy, alas, until more companies support this card).

The Ultrasound has been panned in some magazines. It’s ea.sy to dump on a card when games

that support it are few or non-existent, blaving heard the Ultrasound native mode here, as well

as in Return To Zork (more on this one in an upcoming issue) and Silverball (yes, pinball is my

secret vice!), I am not sorry I made the Ultrasound my soundcard.

I lowever, there is a problem with the melding of sound efieets and music in Dark Sun. This

is most likely to show up when changing location screens. The .sound effects go a little crazy,

|uoducing ati annoying “errrrrrrr” background noi.se. While the music is unafTecced, the sound

effects don’t right themselves, so it’s usually necessary to exit the game and reload the Ultramid.

After this happened a couple of times, 1 finally turned the sound efieets off. Sigh.

This does seem to be related to the Dark Sun implementation. Silverball, with its many sound

effects and fantastic background music, has so far performed flawlessly. In any case. Ultrasound

owners should be aware that the sound effects may need to be turned off wliile playing Dark Sun.

cla.ss, but in actinilit}', only a Prc.server can

make it work.

The items have limited charges, so use them

sparingly; tr)' to .save them for the end ofgame

combats. Remember, even if a spcllcaster is

hit and can’t cast .spells, he or she can still use

a speil-casting item.

Once you have accomplished your mission

in the ruins, do notgo out the wayyou came in.

That will only involve you in unnecessary

combat with a small horde of nasty critters.

Just before you leave, invoke the genie and

take your three wishes, and the last one

should be for his help. That will get you

where you want to be without a lot of fuss.

'I'he final combat is going to be rough. Tr>'

to dispose of the first wave as quickly as you

can, with as little damage and spell use as

possible. There is a short breather before the

second group appears, so use this time to heal

the injured and save the game.

When the elites show up, use as many dis-

abling/obscuring spells as you can, such as

Glitterdust, Rainbow Pattern, Dust Cloud,

Solid Fog, Quicksand, Stinking Cloud, Con-

fusion and Chaos. You want to slow the

troops down and prevent them from attack-

ing. Make no mistake about it, they arc accu-

rate and hit very hard, especially the com-

mander. Don’t overlook the mages at the

back, cither. They will merrily throw fireballs

and ice storms your way at the first opportu-

nity.

You will do best if your side gets the initia-

tive. If it doesn’t, you’re very likely to lose, as

the troops will clo.se in fast, using bows until

they reach melee range. Should things go

badly for you, restore and try' again. When it’s

all over, you may want to back up the save

files to bring your part)' into the sequel. For

this, you will need at least two files. The first

one is SAVECI-1AR.GFF. The other is

whichever SAVF'XX.SAV that holds your fi-

nal save. For instance, if your final save is in

slot six, you’d copy out SAVE06.SAV. If you

went through the game with more than one

team, you can copy out their final saves, too.

CGW

THE ULTIMATE ROLE-PLAYING AID
Introducing The Ultimate Character Editor. This exciting new product features full

mouse and keyboardsupport, online context sensitive helpandacompletewindowing

system (does not require MS Windows to run). This editor allows you to edit 30 of the

games listed below (including Might and Magic 1 -4, Ultima4-7, all SSI AD&D games,

Bard's Tale 1-3, Wizardry 6-7 and more). The price for this editor is $59.95. So, for

the price of 3 editors, you will be getting 30 editors. Upgrades will be available to

handle new games as they are released for only $9.95 per game.

• CHARACTER EDITORS • $19.95 each

Might and Magic (1,2,3, 4 or 5), Pool of Radiance, Hard Nova, Bard's Tale (1, 2 or

3), Wasteland, Dragon Wars, Space Rogue, Wizardry (Edits 1-3), Wizardry 4,

Wizardry 5, Bane of Cosmic Forge, Crusaders of the Dark Savant, Treasurers of the

Savage Frontier, Sentinel Worlds I, Knights of Legend, Secret of the Silver Blades,

Curse of the Azure Bonds, Champions of Krynn, Space 1 889, Orakkhen, Keys to

Maramon, MegaTraveller (1 or 2), Keef the Thief, Darklands, Escape from Hell,

Ultima (3, 4, 5, 6, 7 or 7 pt. 2), Savage Empire, Dark Heart of Uukrul, Tunnels and

Trolls, Lord of the Rings (1 or 2), Countdown to Doomsday, Eye of the Beholder (1,

2 or 3), Darklands, Death Knights of Krynn, Fountain of Dreams, Magic Candle (1,

2 or 3), Pools of Darkness, Ultima Underworld (1 or2). Twilight 2000, Planets' Edge,

Dark Queen of Krynn, Prophecy ofthe Shadow, Martian Dreams, Realms of Arkania

• HINT BOOKS • $9,95 each except where noted

Might and Magic 1, Knights of Legend, Curse of the Azure Bonds, Champions of

Krynn, Legacy of Ancients, Dark Heart of Uukrul, Wizardry (1 , 2, 3, 4, 5, Bane or

Crusaders ($12.95)), Eye of the Beholder 2, Might and Magic 3 ($12.95).

IBM listed. Apple and C64 versions also available.

Please add $4.00 for shipping and handling.W Open from 9AM -9 PM everyday for your convenrence.

GOSSELIN COMPUTER CONSULTANTS
P.Q. 60x 1083 • Brighton, Ml 48116 • (313)229-2453

Circle livcKlcr Service ft77

Pciue l.iO

.

'

turns ym keybo^ into a mkpil^liol (and

jirmomwf
Send check or money order lor S28.95 plus

54.00 (CAN S7.0D)(or snipping ond handling to:

HOnS BASl PRODUCTS
3025 Timberline Dr. Eugene, OR 97405
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upgrade up to a Sound Blaster ' 1 6, and you've got PC

audio as real ns it gets,

Real CD-quality, 16-bit stereophonic sound. Real built-in

iipgradability. And best of all, real 100% Sound Blaster

compatibility.

All of which may just be why we're the 16-bit PC audio

standard, And why those other manufacturers spend so

much time comparing themselves to Sound Blaster.

THE 16-BIT SOUND STANDARD.

But like the man says, Get Real. Because there's

only one card that's

"as good as a

Sound Blaster 16'.'

And that's a

Sound Blaster 16.

For information, call

1-800-998-5227.

CREATIV!
CREATIVE LABE, INC.

U5-liiquiri«;CreameLibs,lnc.,Tri;K‘«l«i-'«i->227orl'lrtS-l’,S-«<ii Inittnjtiimjl Inquiiks; CiL'jliveTwhnolpsy llil Bbsler.jnd l}wS,'und

LlJ. All (i(kttr,iJimjiV,«ari'llwpriip<’rtyoflheirrtNp«tiv<!lirtili'rvCCi'pyn[^ll‘*i3Cn-ahu’Trthnolof;vl.lii.All nfihtViHonnl.
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Review

S
everal years ago, there was one game

that drew more of my attention than

any other: Firebird’s Elite. In Elite, the

player was an interstellar tradesman strug-

gling to remain profitable in a galaxy of

bloodthirst)' pirates, overzealous police, and

invading space aliens. Over the years, several

attempts have been made at updating the

/:7/Veuniverse, with Light5p€ed‘M\d Hyperspeed

from MicroFrose and Origin’s Space Rogue

being the most recent efforts. It’s not difficult

to pin-point the source of this genre’s ap-

peal—it’s freedom. All of these games offer

the gamer real choices about how to live one’ .s

simulated existence. Flic next step in the

adventure is not scripted in these games; pi-

racy or peaceful trade, assist a cause or fight

against it—the player makes the call.

With the release of Privateer, Origin Sys-

tems puts their own spin on the genre, mak-

ing strides in some areas and stepping back in

others. Privateer is set in the tumultuous

Gemini sector of the Wing Commatider wwx-

verse, situated along the edge ofknown space.

True to the Wing Commander siory, the Kil-

rathi will occasionally appear, harassing mer-

chant vessels and threatening human
settlements. Most of the time, however, one

will encounter the rifiralf of Gemini sector; a

potpourri of criminals, pirates, thugs, merce-

naries and religious zealots that frequent the

space lanes of the frontier. The player is

thrown into this fertile mix as an opportun-

istic space pilot for hire, a character not at all

unlike Star WTn-j’Han Solo,

rhe game begins with the player on the

Achilles mining colony and in command ofa

lowly Tarsus-class ve.ssc!, a gift from the late

grandlather of the player’s character. There

are a few places to explore on Achilles, among
them a commodity exchange, a ship dealer

and a bar. This format is used at most of the

locations the player can visit, and each type

of base (i.e., agricultural, mining, refineiy,

pirate hide-out) looks the same. While this

provides a consistent layout and interfitee, it

docs get a bit monotonous.

Trading Spaces

Origin’s

Wing Commander: Privateer

by Jefflames

At the onset of the game, there are two ways

to malce money. Players with an independent,

capitalistic streak can buy inexpensive metal

ore, ship it to Helen {an agricultural planet in

the same star system as Achilles), sell it for a

profit and purcha.se cheap foodstuffs, then

return to Achilles and sell the food there. This

process of ferrying cargo between mining/ re-

finery planets and agricultural ones can be

used wirh succe,ss throughout the game. The
other potential for j'lrofit is in missions. 'Fhcre

are normally three ways to obtain missions:

the mission computer, the Mercenary’s Guild

and the Merchant’s Guild. -The mission com-

puter—located in the center of the base—
serves as a clearing house for a variety of

money making ventures; ferrying cargo from

one planet to another, patrolling nav points,

defending bases and the like. The Merce-

nary’s Guild specializes in gun-for-hirc work,

with the bulk of the missions devoted to

hunting down pirates, patrolling space lanes

and eliminating Kilrathi. The Merchant’s

Guild is rhe perfect organization for less dex-

terous gamers, wirh profitable commerce tak-

ing precedence over combat. The

guilds offer more lucrarivc missions

than the mission computer, but

there are two caveats; these unions

require dues (Si 000 for the Mer-

chant’s Guild, S5000 for the Mer-

cenaiy’s Guild) and one must

usually travel out of the current sys-

tem to complete the mission, re-

quiring the addition of a jump drive

to one’s craft. A jump drive is abso-

lutely essential to complete Privateer : with

over four dozxn planets/bases scattered

throughout more than 60 star systems, the

world of Privateer is a very big place.

A jump drive isn’t the only component that

can be added to a player’s ship. The local ship

dealer offers a menu flush with expensive,

high-tech delights. Shields and engines are

offered in five strength levels, with scanners,

ECM packages, and armor plating available

at a variety ofprice points. Eight different gun

types arc available, ranging from the quick-

firing laser cannon to the awesome phtsma

gun. For even more firepower, proton torpe-

does and four missile types can be added,

turning a passive trading rig into a potent

offensive vessel. The ultimate upgrade is a

new ship, and the player will want to upgrade

ASAP. The decrepit Tarsus that one starts

with gives players boxy, utilitarian view

screens and displays with a limited field of

vision. It is an awful ship and should be

turned into scrap metal before the un-

friendlies in space do ir first.

Once launched into space, the playing per-

spective shifts to the cockpit of the craft. In

terms of playability, PrivateeryXzys much like

its predecessors in the Wing Commander st-

ries. All the same keystrokes arc used (“W”
still c)'cles through the available missiles,

“Tab” still engages the afterburners, etc.), so

Wing Commander aficionados should feel

right at home. Gamers should know that the

same joystick calibration routine used in

Strike Commander, does not work so well

Wing Commander: Privateer

TITLt:

PRICE;

SYSTEM;
REQUIREMENTS;

IBM
386 or belter, 4MIJ RAM.
VGA yr.ipbics, 23MB h.ird

drive fiiacc- (with speech
|wck); Ad Lib. SoundBlii^let

sound CJrcis supported
Origin Systems
Austin, TX
I512)335-52CX)
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ALL WRAPPED UP
and ready to go
for the holidays

and cn

A gill subscription to CGW makes a wonderful holiday gift. No endless ti*eks

through massive malls seeking that elush'^e something. If someone you know
plays computer games, they will cherish a subscription to the #1 computer game
magazine. Cony:)uter Gaming World. A year's worth of enjoyment is less tlian the
cost of a single game. Please call today to ensure your Gift Card will reach
special person before the holidays.

To order call toll

12 Exciting Issues

For only $28
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here. It rehised to accept my CM Product’s

idiglitstick at face value; a cal! to Origin’s tech

support provided the answer in the form ofa

text file entitled “JOYB.DAT”, hllcd with

several “X’s” and placed in the C:\PRI-

VA'I'ER director)^ Even when things are

working as they should, the joystick control

in Privateer is somewhat coarse. Players used

to the sensitive combat controls in Wing

Corm/uiJi^iernrAy find Prmr/m'difficult to get

used to.

Plotlines And Pirates

Whereas Wing Commander ! d"//Ieatured

veiy structured storylines, Av/w/ee;' sheds the

linearity of its predecessors and gives the

player free reign to explore where and when

he desires. In Privateer, the player can travel

to any location in the game, provided he

doesn’t get blasted to bits in the process. The
game does start the player off in the relatively

docile Troy system, allowing players to get a

feel for the game before being pounced upon

by experienced opponents. Even so, the early

going is tough, with the player having the

very minimum of weapons and armor. Some
might become frustrated with this long and

shaky start, but those who diligently work

their way out of the Troy system will he

rewarded.

Privateer does have a storyline. A loose

backbone of missions sen^e to guide the player

towards the eventual conclusion of the game.

Unlike the storj’line in Wing Commander I&
H (which cssentkdly led the player by the nose

through a string of tightly connected combat

missions), Privateer\iits the player proceed at

his own pace. Once one gets on the right

track, an exciting storyline unfolds, begin-

ning with the discovery ol a bizarre alien

artifict and culminating in an encounter with

an advanced alien civilization—and the enig-

matic alien spacecraft alluded to in the Priva-

teer introduction. Privateer's, treatment of

plot and stoiy may be crucial to some gamers

enjoyment of the product. Gamers who pre-

ferred the connected, structured How of

events in the Wing Commander siixlas may be

disappointed; on the other hand, players, like

myself, who felt constrained by rhe same

structured plotline should find Privateer a

much more enjoyable gaming experience.

As enjoyable as I found Privateerio be, two

aspectsof the story were troubling to me. The

first concerns Privateer’s, decidedly sopho-

moric streak, first evinced when the player

attempts to communicate with other space-

craft. During thc.se exchanges, the player is

given dialogue choices siicii as “Can I borrow

a donut, Lard-0?”, “What’s your sign?”, and

“I’m going to slow roast your nuts!”. This

boyish approach extends to the portrayal of

women in Privateer tts well. The female sec-

retary in the Mercenary’s Guild is shown

filing her nails and chewing gum, while most

of the other females encountered in the game

are portrayed in a similar, stereotypical fash-

ion. In these two aspects, the scriptwriting of

Privateer lacks the relative sophistication of

Origin’s other games.

In another aspect, the world of Privateer \s

up to par with Origin’s Ultimasenes in terms

of offering real moral choices. In Privateer,

the player has the opportunity to smuggle

drugs and sell human slaves for profit. Traf-

ficking in cither cargo is viewed as criminal

by the “good” side of the Privateer universe

(i.c., the Confederacy and local planetary mi-

litia). Conlederate and militia patrol craft

often will scan the player’s ship for contra-

band; if drugs or slaves arc detected on the

player’s ship, they immediately attack. Un-

fortunately, gamers who scoop unmarked

cargo out ofspace after a fierce dogfight could

unknowingly find themselves in possession of

either of these illegal cargoes and be attacked

immediately by the authorities. Origin

should be given credit for providing the,sc

options and leaving the heavy hand of moral-

ity out of it. If they wish, players can go over

to the “Dark Side,” but they must be willing

to deal with the consequences. On the other

side, it would be nice to have the option of

free captured slaves or carry out raids on

pirate bases trafficking in questionable cargo.

This Is Not Your Father’s

Wing Commander

Privateer iSoesd

x

require quite the invest-

ment in hardware that Strike Commander

does, but potential pilots should be fore-

warned: space smugglers do not fly on slow

486s alone. Origin recommends a machine

with a 486 CPU running at least 25 MHz— it

should be a requirement. Privateer doesn’t

offer any controls to adjust game detail set-

tings, something chat would allow users to

match the game to the speed of their ma-

chine. When engaging multiple bogies,

screen updates become very choppy on any-

thing less than a 486/33 with gobs of RAM.

The situation worsens when a dogfight occurs

within the blue mist of jump points, with

screen updates slowing to a crawl. The ideal

gaming .system for Privateer is a fast 486

machine with a speedy local bus video card

and 8 MB of RAM. Allocating at least 4 MB
ol m\M to SmartDrive helps smooch out

choppy frame rates and prevent pauses lor

hard drive access during gameplay.

Although Privateerworked perfectly with a

Sound Blaster Pro, it refused to work cor-

rectly on a machine with the Gravis Ultra-

sound in Sound Blaster emulation mode.

Privateer \vo\\\d also not work with the Pro

Audio Spectrum (PAS) in native mode; it

only worked when the PAS was configured

for Sound Blaster emulation (although the

Privateer configuration program incorrectly

lists the Pro Audio Spectrum as a valitl op-

tion). Sotmd cards compatible with the

MPU-401 General MIDI Interface standard

will work with Privateer, although the Roland

l.APC-1 sound card is not directly supported.

Privateer's, incomplete sound card support is

puzzling, as robust support for a wide range

of .sound cards is vital to any entertainment

product.

The Privateer soundtrack (by Nenad

Vugrinec) is a model ofunobtrusiveness; after

dozens of hours of playing time, 1 still found

myself enjoying the game music enough to

continue listening to it. Graphics are polished

throughout, with plenty of ray-traced objects

to complete the gritty, hard-edged portrayal

of life in a distant, violent ftiture. I'he 64-page

mantial is an excellent one, complete with a

pithy quick start section to get novice players

up and gaming in a hurry.

Privateer isn’t for evciyonc. Like Strike

Cotnmander, Privateer \s a deluxe, high-end

product designed for use with 486 machines

sporting last video cards and vast hard drives.

Gamers with less capable gaming hardware

should look to WingCottimanderAcademy \ox

a less hardware-intensive slice of the

Conimander ndwcxsc. Gamers able and will-

ing to pay the high hardware admission

price—and patient enough to endure a slow

Starr, hardware glitches and minor bugs

—

should finti the cash-for-game exchange rate

to their liking, cbw
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The World's First Photorealistic Interactive CD Sci-Fi Adventure

\yQBn supply
is critically law.

g leVBl: IS%

Estimated
time:

Address Book
BioChip Mappms
BiaCMp - Pepasus

COltflPAtsn SPACIAl/MPOsriiCfltlD^

t
^
'^'wawnw wacRilr^

6 June 2318, 065 IZ,

Winner!

INVISION 1 993 MultimediaAwards

Award ofExcellence

plus

•Gold-Best Animation/Graphics

•Bronze -Best Production

Design

•Bronze -AdultGames

"...the world of interactive

gaming is never going to

be the same."
MarkRhodes, MultimediaEdilor,

MicropublishingNews

Travelthrough time

A rip has been detected in the fabric of time. Only moments remain until

all that mankind has accomplished is- laid waste. Your objective-journey

through time...from prehistoric lands to the distant future, to prevent any

compromise in the established continuum. But before the game is over,

you must discover who...or what.. .is the source of this mayhem, and bring

it to a halt. Intense arcade action

• Photorealistic 3D modeled worlds to explore

* Integrated arcade action and puzzles to

challenge any player

* Intuitive interface featuring easy-to-use

inventory and movement controls

• Original soundtrack

* Over 30 minutes of full motion video

* No set order in which the goals must be

accomplished

* More than one solution to each prob-

lem you encounter

* Also available on Macintosh CD
Multi-levelchallenges

Take a ride through time on the CD Adventure

that will alter history.

Available at retailers throughout the continuum or by contacting:

Quadra Interactive, Inc., P.O. Box 188033, Carlsbad, CA 92009-9793

CCopyrigbtl992,1993PrMtoStadios,inc.;

MPCvenionbyQutdralnteraclIve.Inc.
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Interview

W hen Sierra On-Line decided to

publisli another game in tiieir Po-

lice Qjieststnes, they decided to

guarantee that the game illustrate proper po-

lice procedures and exploit the celebrity status

of a well-known law enforcement official.

The company contacted former L.A.P.D.

Chief Daryl Gates and signed him as the

celebrity designer. As the game neared com-
pletion, Sierra provided an opportunity for

CGW to interview the controversial police

chief Rather than trodding over the well-

beaten ground of past controversy, the inter-

view focused on Gates’ involvement in Police

Qiiest 4: Open Season. Gates was joined in the

CGW^offices by d'ammy Dargan, the Police

Project Manager and former television

producer with credits for America’s Most

Wanted aviA other television series.

CGW: So, luhat's a successfid talk show host

like you (Gates hosts an evening talk show on

Los Angeles radio station KFl) doing helping to

develop an adventure game about the police?

(polite chuckle)

The Chief: Well, when T retired, I told

myself that I wouldn’t do anything that

wasn’t fun. This has turned out to be a /of of

fun. I’ve learned a lot. In playing the game,

though, I’m not very good (laughter). I’m still

a novice.

CGW; So, what wasyourfirst reaction when

Sierra approachedyou about this product?

The Chief: For years, I worked with main-

frames, but my staff worked with PCs. The
only games 1 had contact with were those

reflex-oriented games for kids. When Ken
Williams called me, I told him to send me the

game and I’d run it by a couple of kids to see

if I wanted my name on it. When he actually

sent the Police Qz/erf games, I thought, “Uh,

oh! What have I agreed to?”

THE CHIEFS

QUEST
An Arresting Interview With Former

Los Angeles Police Chief, Daryl Gates

CGW: What wasyour actual involvement in

Police (luest 4: Open Season?

The Chief: I started right from the begin-

ning—looking at the script. They sent me the

first draft and I suggested a lot of changes,

particularly adapting the language they used

so that it would be more like authentic police

procedure. I originally thought the script was

a pretty bizarre case. But then 1

thought back to some of the ac-

tual experiences that I’d had as a

detective and thought of several

that were even more bizarre.

CGW; Hoiv many cases were

you involved in as a detective?

The Chief: That would be

hard to say since I supervised all

the detectives for eight years un-

der [former Police Chief] Ed
Davis, as well as when 1 was

chief, of course. You know,

every chief is a detective at heart.

That is something that never

leaves you. As a result, you

sometimes drive the detectives crazy looking

over their shoulders and offering your “sug-

gestions,”

CGW: So, how realistic is Police Qiiest 4?

The Chief: I’m ver)' happy with the realistic

aspects of the game. We made some compro-

mises, of course. For instance, in a shooting

where an officer is the victim [as happens in

the game] we wouldn’t have merely two offi-

cers, one detective and a criminologist. We’d
be all over the place. As it is, though, there is

more burden and involvement on the player.

It probably has more ofthe feel ofthe old days

when detectives were responsible for one case.

Today, each detective is responsible for too

many cases.

Anyway, the game points out that systems

solve crimes. You gather a lot of information

and clues. There are a lot of things that turn

up that look kind of interesting and you may
want to go off [on a tangent], but an officer

has to stick to his focus to solve crimes.

CGW: Will the player have to use actual

policeprocedures?

The Chief: Essentially, yes. One of the first

things I did was encourage Tammy [Dargan,

the Project Manager] to go through the

L.A.P.D. manuals. 1 was surprised that she

read them all. These are thousands of pages

of fine print! The department manual comes

in 5 parts and the homicide manual is pretty

thick [indicating 3-4" with his fingers]. After

she read them, she cross-referenced them for

direct relationships to the game.

Tammy Dargan: For example, in Homi-
cide, all paperwork for each case is placed in

its own blue binder called a “murder book.”

When you go there, the desks and shelves are

filled with these murder books.

In fact, the documentation is .sectioned just

like it was an abridged version ofthe L.A.P.D.

CC'vv tciicor Wilson deliberates whether or not to play "bad cop"
in CeW's interrogation of Chief Gates.
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Dcp;ircmenr Manual. Ir’s broken down into

.subjects, like the ofticcr’s oath, deadly force

anti Sam Brown belts. 1 didn’t know before I

read these manuals, for instance, that officers

can wear velcro belts.

CGW: What are the other realistic elements

in the game?

Tammy Dargan: One ofmy favorites is the

shooting range. Did you know that you have

to qualify once a month in real life? The range

pictured in the game is the actual Police

Academy shooting range for the L.A.P.D. It

not only provides the player a chance to do

better in the game, but also reveals the neces-

sity oI qtialiiying.

The Chief; That’s right. II you don’t qual-

ify, you’re suspended fora day, just like in real

life. This sequence oflcrs good evidence for

why police officers want to switch from 6-

sliooters to 9mm guns Iwith 15 shots per

clip]. They’re trained to fire three round

bursts per target: two to the upper body and

one to the head.

1 like this feature, fhe police department

runs an officer through large-screen scenarios

to teach them when to shoot and when not

to shoot. The game is similar and will give the

player some of that feel,

CGW: Anything you don't like about the

game?

The Chief: Well, the language seems kind

of unrealistic. “Bugger off’ is not repre-

sentative of what you’re going to hear when
you knock on a person’s door and they don’t

want to talk to you.

CGW: What’s different about this Police

Qjiest?

Tammy Dargan: ft’s the first game where

we’ve used a digital camera [Kodak’s DCS-
200] to capture the backgrounds, all ofwhich

arc actual locations in Los Angeles, selected

by Daryl. Then we video-captured the actors

in 236 colors (20 colors of the 256-color

palette were reser\'cd for Windows) and trans-

posed them over the top using a chromakey

process.

CGW: We've seen this product as it's come

along and the lines around the characters seem

much smoother than in earlier versions. Have
you learned a neiu trick in handling the radial

aliasing [smoothing the outside lines]?

7'ammy Dargan; Yes. Our 255th color is

gray. We get smoother lines by dithering all

of the outside lines with a gray dither.

CGW: Sinceyou used real sites, didyou have

to pay extrafor their use?

Tammy Dargan; We didn’t pay site fees,

but we did get releases from all ofthe building

owners.

CGW; Were there any sites that haveparticu-

lar memories associated with real cases?

The Chief: Outside of Parker Center and

the Police Academy? I can say that the open-

ing crime scene isn’t an actual one, but I’ve

seen crime scenes identical to that one. And
the map thatyou use to go from place to place

uses the actual map and numbering system

that is used by the L.A.P.D.

Tammy Dargan: There’s tlie Shortstop

Bar!

The Chief: Right, that’s a story. Sierra

JNKvSl IviNKSl tJNKSi
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wanted a bar where police officers

hung out. There was this one bar that

I really hated when 1 was chief be-

cause a lot of officers hung out there,

drank too much and got into trouble.

When we asked for permission to use

it in the game, the owner couldn’t

believe it. “The Chiefwants to use my
bar?”

CGW: Speaking ofsites and releases,

we ’re curious. Did you have to get a

license to use the L.A.P.D. name?

The Chief: No, everybody does

it—good /r;7r/bad.

CGW: Did the police department

cooperate in the game?

I'ammy Dargan: They were very

cooperative, thanks to Chief Gates. They

took me up in a helicopter and we partici-

pated in establishing a perimeter. 1 found out

that police helicopters orbit to the left all the

time because there is always an observer on

the left. On one occasion, we saw a perpetra-

tor drop a knife after a gas station robbeiy.

CGW: Are some of the more unpleasant as-

pects ofpolice work simulated in thegame?Afier

she ambush does the character have to explain to

Internal Affairs that it was a good shooting?

The Chief: Actually, Internal Affairs

doesn't investigate a shooting unless some-

thing seems irregular. It’s the Officer-In-

volved Shooting Team that investigates and

that is in the game.

Tammy Dargan: Yes. After the ambush

.scene, the player’s character is stripped of his

weapons because they’ve gone to the S.I.D.

for ballistics testing.

CGW: What about that other luipleasant

aspect ofpolice work, dealing with the media?

The Chief: Oh. that’s in there, too. It’s

another compromise in that you only have to

deal with one reporter instead of a whole

group, but she makes up for it.

CGW: She's a composite of all your

worst nighmiares?

The Chief: You’ve got it.

CGW: So, what's }iext for Dmyl
Gates. Are you going to consult on any

more computer games?

The Chief: Well, it’s just like any-

thing else, a lot of it is going to depend

on how this one is received.

Tammy Dargan: Actually, we’ve

thought a little bit about it. Chief

Gates instituted S.W.A.T. (Special

Weapons And Tactics) when he was

with the L.A.P.D. and this would be

an ideal opportunity to blend strategy

and role-playing. Nothing definite has

been decided, though.

The Chief: I have particularly enjoyed

working with Sierra, though. I really appreci-

ated their allowing us to put some D.A.R.E.

[Drug Abuse Resistance Education] refer-

ences in the game, and there is a public service

announcement on the CD-ROM version of

the game.

CGW: We want to thank you for your time.

Is there anything else you want to say about the

game?

The Chief: 1 think it’s a tough case to solve.

CGW
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Review

I
t is to the ocean we must now turn to

satisfy our most basic needs, While food

and various natural resources appear

plentiful, we have no choice but to accept the

fact the nearly 60 million square miles ofland

which occupy the planet Eartii are no longer

able to provide sufficient natural surround-

ings to satisfy today’s population ofcomputer

game players. Similarly, the surrounding skies

and the galaxy in which our planet resides,

once thought to be limitless, now approach

their capacity for dogfights, strategic bomb-

ing and interstellar conquest. Fortunately,

Capstone now offers young computer users

an opportunity to explore humankind’s near-

est and most evasive frontier, the sea.

Mucho Cousteau

Discoveries ofthe Deep (DOD) is an educa-

tional and entertaining piece of software that

is designed primarily for school children. Far

less complex than a submarine battle simula-

tion, yet in many ways more colorful, it simu-

lates deep sea exploration in portions of the

Caribbean and Atlantic oceans. Players re-

ceive their instructions from the Manatee

Harbor Oceanographic Institute based in

Miami, Florida. A ship travels from the insti-

tute to an exploration sight where a deep-sea

sub is then launched. 'Fhese expeditions may
take the player as far away as Spain, so that it

by Alien L Greenberg

is frequently necessary to stop at a port for fuel

and supplies.

While it is possible to simply hop in the

boat and explore some random location, the

institute offers seven pre-defined assignments

from which the player may choose. While the

assignments vary in complexity, they are not

ranked and need not be undertaken in any

particular order. Regrettably, there is no role-

playing aspect to the game, and no cumula-

tive record is kept of tiie player’s successes or

failures. A successful mission entitles the

player to view an on-screen certificate that

vanishes after a single showing, like a single

drop of rain on the ocean.

Finding the exact ocean location at which

to submerge and explore the deep can be as

challenging, though not quite as interesting,

as the exploration itself. For each ofthe seven

missions, the player is provided with a lati-

tude and longitude. One of two ships are

available for traveling there, one of which

features a “flat” window while the other has

an angled or “perspective” view. Steering

these ships can, at first, be a frustrating expe-

rience. There is a lag of several seconds after

the wheel is turned before a change in direc-

tion registers on the dashboard compass, so

that oversteering is likely. Also on the dash-

board is a true-time clock that is tied in with

the game’s graphics so that players will see the

same day/night conditions on their computer

monitors as appears outside their windows.

tedious dead-time broadcasting pleas for help

from the on-board radio. A recreation room
is also available, which boasts a dartgame

simulation and an arcade machine in which

players enter a tank in order to destroy several

helpless polygons.

The Implements Of Instruction

Within a special instrument room, players

will learn the value of instruments somewhat
more complex than the ship’s compass, An
electronic map and navigation station pro-

vides a greater wealth ofinformation than any

other location, and it is from here that the

“hyperspace” leaps are planned and initiated.

The “sonar-magnetometer” is used to iden-

tify large objects or high concentrations of

metal, while a “depth sounder” provides both

a graphic and numeric indication of ocean

depth at the ship’s current location. While

the workings of these last two machines are

Due to the time involved, a

real-time voyage is clearly otit of

the question. Once the ship has

cleared the institute’s docks and

moved into the open sea, players

may make hyperspace-like

jumps of as much as 100 miles

at a time. Still, a miscalculation

of fuel, supplies or the unde-

tected presence ofsome shallow

waters may cost the player some

Discoveries of the Deep

TITLE:

PRICE:

SYSTEM: IBM
REQUIREMENTS: 386 or Boiler, 2MB RAM, VGA

graphics, 1 2MB hart! drive space;

AdLib Cold, SoundBlaster, PAS,

Roland MT-32 sound cards supported

PROTECTION; None
PUBLISHER; Capstone

Miami, FL
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obscure, proper use of the information they

provide is certainly simple enough.

Players may also wish to keep a journal of

both their travels and their underwater expe-

riences. For this purpose, a clipboard and

notepaper is available on the ship. Anything

that is H'ped onto this document will he

presers'ed as a permanent record. Since the

player only has a limited time to remain

underwater, it is often useful to note the exact

latitude and longitude of areas worthy of

(tirthcr exploration. Also on board is a large

map of the area onto which may be posted

colored flags marking the journey, as

well as areas referred to in the journal.

Unfortunately, it is not possible to save

a mission in progress to disk.

Once the player enters the hi-tech

mini-sub. Discoveries of the Deep be-

comes far more interesting. Guiding the

sub is not unlike piloting a slow-moving

flight simulator, using the keyboard’s

directional keys to approximate the

function of a joystick. Very precise read-

ings oflongitude and latittide are shown,

as is a numerical display of the stih’s

heading and depth under the ocean’s

surface. The majority of the undersea

display consists of a large circular window

that looks out into the murky water. An
external, underwater light diminishes the

gloom for only a short distance beyond the

window. As one might expect, movement

seems sluggish at first. However, the throttle

control is designed to allow the pilot to

quickly build up momentum and then, when

desired, bring the sub to a sudden and com-

plete stop.

The most useful underwater device is a

detection system that, when reasonably close,

will lead the way to any object of sufficient

mass. For particularly sentimental moments,

plus certain missions which require visual

documentation, the sub is equipped with an

on-hoard photographic system. At any time,

the player may request that the view otitside

the window be saved to disk as a photograph

for later viewing once the player has returned

to the Oceanographic Institute. Photos are

normally taken with an underwater flash,

which will often provide additional detail,

although this feattire may be disabled. Unlike

the institute’s congratulatory certificates, the

photos are not erased from disk once they

have been viewed.

In Search Of
The missions are primarily to observe and

explore, with only a minimum of interaction

with the undersea environment. I^layers will

have the opportunity to study and pay their

respects to the remains of the historic ocean

liner “Titanic" which last saw daylight in

1912. Players will find this piece of sunken

history in a condition similar to that in which

it was actually found several decades later.

Another ship, the “Capitana,” along with the

rest of the New Spain armada, became fa-

mous for safely canv'ing nearly S70 million in

gold and jewelry to the ocean floor near the

Florida Key islands in the year 1733. In Dis-

coveries of the Deep, players will follow the

salvage project which took place over 200

years later by locating the “Capitana.”

The popularized Bermuda triangle is the

setting for an attempt to locate the missing

“Flight 19" which disappeared, somewhat
mysteriously, in 1945. The attempt here is

not so much to explain the disappearance, but

to prove that the flight did not, contraiy to

some questionable journalism, terminate on

some other planer's runway. Years later,

Flight 609, hound for London from New
York, was lost midway over the Atlantic. Fhe

cause for this plane’s misfortune is believed to

be hidden in its black box flight recorder,

somewhere in the plane’s submerged wreck-

age. It is now up to the player to find that

black box.

The player is further requested to augment

and corroborate some dangerous and fasci-

nating research by entering the mysterious

“Blue Hole” of the Bahamas. This area may
once have been an above-water cavern, in

which case it may contain stalactites. By pho-

tographing the area and returning with one

of the stalactites, the player will advance the

study of earth’s early history. Another deep

discovery took place five miles below the

surface in the Romanche Gap where scientists

were stirprised to discover the presence of life

under such high pressure. One particularlv

large creature caused qtiite a bit of interest

when it appeared only as a blurred photo-

graphic image. The player is now requested

to further investigate this creatuie.

The final mission involves an attempt to

control a dangerous leak from a rusted con-

tainer filled with nuclear waste material. The
player’s job is simply to sample the radioac-

tive stuff by extending a mechanical arm over

to the defective container, d'his mechanical

arm is also nccessaiy elsewhere in the program

and requires the player to orient the subma-

rine so that the arm, when extended, is able

to reach out and fulfill its function.

Discoveries ofthe Deep features some color-

ful graphics, and its underwater scenery is

often captivating. Were it a flight simulator,

however, pilots would be quick to complain

about its slow frame rate. Since it takes

place underwater, one can more easily

excuse its slow motion. However, slow

motion need not be jerky motion, and a

more fluid movement of scenery would
have made the program somewhat more
enjoyable.

The keyboard is probably the most

convenient device for isstiing the various

commands, although a mouse is fre-

quently useful. The program’s designers

are to be complimented for including

extensive on-line help, fhe player may
instantly call up either a short list of

commands or several pages of extensive

information.

Obviously, there is much more to oceanog-

raphy than appears on this game’s shimmer-

ing surface. Even the children for whom the

program was designed may find themselves

wishing for a more extensive or interactive

experience with the creatures, fossils and

other objects they find in Discoveries of the

Dee/is waters. However, there is a lot to enjoy

here, and many young minds may find their

appetites nearly as whet as their diving gear.

CGW
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Notebook computers are great— except when

it comes to playing simulation and action

games. That’s because they don’t come

equipped with a game port. Introducing the

Parallel Game Port'" from Genovation. I'he PGP

turns your notebook into a gamebook by

converting the computer’s printer port into a

“virtLiiil giune port”. With PGP you also get a

gender changer adapter, which lets you

connect a joystick, yoke, pedals or even a

weapon sytems controller to your notebook or

desktop DOS PC.

Tlie PGP is an indis-

pensable accessory for

todays serious gamer.

Whether you fly combat, race a car,

maneuver a tank or wing along at 100

knots, the PGP’s software features will

enhance your play action. Use it to

program die joystick’s keys and customize

them for specific games. This enables you

to take control of the game. What’s more,

PGP eliminates the computer speed depen-

dencies of some game ports. And it’s easy to

install, so you am be up and running in min-

utes. Look for the Parallel Game Port in

the softwai'c seaion of

yoLu- neaiest comptiter

dealer. Or call us at

(800) 822-4333.
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CD-ROM Review

A Spectacle

Blerbund's Macintosh Adventyra
^akes The Most Of QDj^ROM

by Christopher Breen

A nyone who has given more chan a

cursory glance ar the popular media

has seen that entertainment CD-
ROM is the Next Big Thing. “MEGABY'rE
UPON MEGABYTE OF GRAPHIC DE-
LIGHTS, HOURS OF ENTHRALLING
DIGITAL AUDIO, BOLD ANIMATION,
CAS'F OF THOUSANDS. SINGING
WAITERS, DANCING BEARS...”

Bah!

the reader—quite literally—to fantastic

lands. So adept at this skill is Atrus that he has

stocked a good three shelves of Myst Island’s

library with these magical tomes. With hor-

ror, Atrus discovers that his books are being

destroyed and his himascic lands ransacked.

The population of the island being confined

to the writer and his two sons Sirrus and

Achenar, suspicion for these nefarious deeds

rests heavily on one of his progenies. Filled

with remorse, Atrus flings

himself and the book link-

ing the outside world to

Myst Island into a large fis-

sure. Somehow this power-

ful book makes its way to the

player, who is left to unravel

its mysteries.

Cracking open the book

with an innocent mouse

click, one is instantly trans-

ported into the adventure

via an aerial tour of a hazy,

tree-encrusted Myst Island.

After this brief QuickTime flight over the

stunning landscape, the perspective shifts to

the island’s dock. From here, one must ex-

plore the island, solve puzzles that gain access

to other lands, and gather clues to reveal the

identity of the book-destroy-

ing perpetrator. As it turns

nut, this is not a particularly

easy task.

Myst is one of those games

that offers virtually no initial

instruction—the information

provided in this review is actu-

ally a bit more than the player

will glean from the manual

and the back of the box. Al-

though this can be confounding at first, a

quick jaunt around the island is enough to

provide sufficient information to begin the

game proper. One of the charms of the game

is that the player experiences the freedom to

make discoveries at his/her own pace in a

non-threatening environment. Tliere is no

game clock, the puzzles need not be solved in

any particular order, and nothing in the game

will cau.se the player’s character to meet an

untimely end. That’s right! The game is open

enough to allow anyone to try any bone-

headed thing they desire like without fear chat

Something Really Bad is going to happen.

HyperCard Hits Hyperspeed

Most current Mac games available on CD-
ROM are put together with Macromedia’s

Director, a program that, among other

things, provides developers with a highly so-

phisticated animation system. The drawback

of Director is that the processing require-

ments for the animation slow down the al-

ready poky CD-ROM performance. The
Millers elected to forgo this route and take

another, more familiar, path. Although they

have experimented extensively with Director,

Rand and Robyn chose to use their old buddy

HyperCard as the engine to drive Mysi.

Mysl
S.S9,95

Macintosh with CD-ROM
8-bil 2S6-col()r Macintosh.
CD-ROM drive, 3MB h.ird drive

yjace, 4MB RAM (2.SMB free

RAMI, System 7.0.1 or hifjlier

None
Rand and Robyn Miller

for Cyan, Inc.

Broderbund
SOO Redwood Blvd.

P.O. 80x6121
Novato. CA 94<)48

(415) .382-440!)

The unfortunate fact is, many CD-ROM
games are high on glitz and low on substance.

That’s why, when I began to hear the faint

rumblings of an amazing new game from

Rand and Robyn Miller, the creators of Cos-

ffiic Osn/o and Spelunx and the Caves ofMr.

Sendo, I was more than a bit skeptical. As it

turns out, I was also more than a lot wrong.

Myst is eveiything it’s touted to be and is,

quite simply, the best CD-ROM game cur-

rently available for the Macintosh.

A/j'^ris a game of discover)'. In order not to

spoil it, I will reveal only these few plot de-

tails: Atrus, a rather talented author, has

picked up a magical power from his father

that enables him to write books that transport
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A rift in the fabric of time and space, a deadly foe from

the past and the judgment of all humanity await the

crew of the Starship Enterpriser

... the five year mission continues.

Join Captain James T. Kirk and the crew of the U.S.S. Enterprise'''

in all new episodes that place you in command. Beam down to

alien worlds, communicate with new life forms and take the helm

as you join the legendary crew of the Starship Enterprise''' in their

continuing five year mission to explore the final frontier.

17922 Fitch Ave.

Irvine, CA 92714

(714) 533-(i678

Sofhvare©!993[nk'rplny I’roduclions, Inc. All rights rescni'd-Sl.ir Trek",® and ©1993 Paramount I’icturi's. Ail rights rostni-d.

Star Trek is a regislured trademark of Paramount Pictures.
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aniinatioii, over 40 minutes of original

music, megabytes of digital-audio sound

effects, and 2,500 ray-traced images that

will, on occasion, cause one’s jaw to drop

in admiration. The difference between

and some other CD-ROM games is

that the technology is not the star of the

show. Yes, the graphics are mesmerizing,

the live-action QuickTime sequences

are stunning, and the musical score,

cinematic in its scope, enhances the

feel of the game without being intru-

sive, but Myst is more than just a

collection of sparkly graphics and

stirring sound. The substance of the game

is every bit as good as the package.

'fhe danger inherent in fantas}'/adven-

ture games is that, all too often, plot lines

become convoluted and farfetched. Not

so here. Mysts narrative is straightfor-

ward and simple enough to be believable,

given the surreal nature of the surround-

ings. In addition, information that drives the

plot is released at an even pace—the gamer’s

pace. One doesn’t feel as if someone racked

on a harebrained ending simply to tic up loose

ends.

The puzzles, like all good puzzles, are tough

but fair. One need only pay attention to

everj'thing going on within the immediate

vicinity (well, perhaps a little musical training

and a compass would help too). Observation,

both aural and visual, is the key. There’s

not an unjust trick in the bunch, and

once the puzzles are Figured out, players

are likely to smite their forehead mightily

and wonder why they didn’t get it hours

earlier.

The Complaint Box

I hate to knock a product that is bound

to set a new standard in Macintosh CD-
ROM games, but I do have two small

complaints. First; When one clicks the

cursor to the left or right side of the

screen, the perspective turns either 90 or

180 degrees, depending on whether the de-

signers thought it important for the player to

see what is to the side. 1 understand that

some of these views might seem extrane-

ous, but in some areas the scenery is so

similar that one can become too easily

disoriented. This results in extra clicks

between one scene and another to deter-

mine the exact location.

Complaint Two: When a game in pro-

gress is .saved and later restored, the player

is transported to the opening location of

the scenario. Although evetything ac-

complished up to the point of the save is

still intact, the player may have to travel

a fair piece across the island in order to return

to the spot where the game was saved. This

occurs more often than would be expected,

because much of the Information needed to

complete a task is contained in books stored

on Myst Island, and the only other way to

retain that information is to scribble it down.

For lazy sods like me who are unwilling to

transcribe page after page of text, this means

restoring a game saved from Myst Island,

looking something up, re-restoring to the first

location, and then tramping back to where

this all began. Fortunately, it is possible to

ameliorate this situation somewhat by

switching into Zip Mode, an option that

allows paths to be traversed in a few leaps

rather than several steps.

An Instant CD Classic

Along with the CD-ROM (which, in addi-

tion to the game, contains a 1 4-minute

QuickTime movie of the making Myst),

the game package includes a notebook for

jotting down obseiwations and three game

hints to get the gamer started. Should these

hints be insufficient, Broderbund offers the

Myst Official Came Secrets hint book for

$14.95. Personally, though, I can’t under-

stand why anyone would want to rush

through the game by getting an easy answer;

with Myst's, graphic beauty, lush sound, and

compelling plot line and puzzles, it’s over all

too soon. CGW

Because Myst\s HyperCarti-basccl, it has a

different look than games created with Direc-

tor. Each scene is presented as a 3-D ren-

dered, stationaty backdrop. Any animation

that may occur is contained within Quick-

Timc windows that are .seamlessly integrated

into that backdrop. Navigation is controlled

by clicking on the screen in the direction

desired. Likewise, objects are activated by

clicking or, in the case of levers, clicking and

dragging. When one moves from one loca-

tion to another, each scene cross-fades to the

next. Ifthcse fades seem too slow, it is possible

to opt for fast transitions that fling one di-

rectly into the next scene.

Although it may seem as if the Millers are

not raking advantage ofthe latest and greatest

whiz-bang technolog)', working within the

limitations of HyperCard actually enhances

the game. MystisvtX. a shoot-’em-up, so there

isn’t a pacing problem. Besides, a good deal

of the player’s time is spent staring at the

screen and tapping thoughtfully on the of

noggin. There’s really no need for fully ani-

mated Director sequences when one has such

pleasant scenery, along with Chris Brand-

kainp’s soothing environmental sounds, and

the delightfully diverting toys scattered

throughout the game.

Don’t get me wrong: Myst doesn’t ignore

the elements that make CD-ROM the Next

Big 'filing. Like any worthwhile 462-mega-

byte game, plays to the strengths of the

medium. It boasts 66 minutes ofQuickTime

Pane N6 Cfiinpitler Gaiiiin}’ World



A Note From
The Editor

By Peter Scisco

C
hange is in ihe air. We hear that

phrase a lot from Washington.

We read the same words in pa-

pers and magazines. But as we move
through our lives day by day nothing

much seems different. Not so at Kids &
Computers. Change is a reality.

Recently, technology publishing giant

Ziff-Davis acquired Golden Empire

Publications, the publisher of Kids &
Computers and the magazine you hold in

your hands. Computer Gaming World. If

you're a CGW subscriber, this may be

your first introduction to Kids & Com-
puters. Briefly, we are dedicated to help-

ing parents and kids harness today’s

technology for their benefit now and in

the future. In this .special section, you’ll

find reviews of some of the latest educa-

tional. creativity, and entertainment pro-

grams geared toward kids.

If you're a Kids & Computers sub-

scriber. you might well wonder what has

happened to your magazine. That’s

where the change comes in. We have

decided to revamp Kids tfi Computers.

We look forward to a more responsive,

assertive, informative, and attractive

magazine in 1994. That requires us to

step back and regroup, to assess our

goals and determine how best to achieve

them.

But it also requires something of you,

our faithful and enthusiastic readers. It

will require some amount of patience as

you wait for Kids c'J Computers to re-

emerge. Don’t let this time go idle. Use
it to communicate your needs and wishes

for a new Kids & Computers. (I'll give

you an address at the end of this column.)

Not everything has changed here. In

the most important elements, the song

remains the same. Kids ct Computers,

along with its new publisher, remains

committed to presenting timely reviews,

opinions, and reporting to parents who
are concerned that their kids be prepared

for the information age.

Now let's turn our eyes to this special

section of CGW. Inside, you’ll find the

latest crop of kids software reviewed by

our educators and writers—people who
make it their job to know kids, know
teaching, and know technology. When
you step into the computer stores this

holiday season, or when you go thumb-

ing through the software catalog looking

for Just the right piece of software for

that special child in your life, you’re

likely to be swamped by the sheer num-
ber of titles available. The Software Pub-

lisher’s Association marks educational

software as the fastest growing area of

the software publishing business. I can

attest that the number of programs cross-

ing my welcome mat is astonishing.

New ideas and new approaches to

Iciirning are evident everywhere. As the

editor of Kids & Computers, as a father,

and as a volunteer in the public schools,

I think it’s more important than ever that

all kids have access to these new tech-

nologies. Equally important, adults and

kids need to share the possibilities and

oppoi'tunities made available by new
technology so that they can build a path

together into the next century.

It occurs to me as I write this that the

kids in the elementary .school half-a-

mile away will be leaving high school at

the start of the next century. What we do

now, as parents, friends, guardians, and

teachers, will make a big difference

when the numbers spin round to 200 1

,

I only need to see the faces of those

kids light up when I enter the classroom

to understand the potential of computers

and software to influence their learning.

And 1 hope that in the coming few years

we will learn better how to harness this

technology so that it can be integrated

into classrooms and into lessons. It’s one

thing for a parent to buy a program for

the computer at home, when scheduling

isn’t so much a problem, when the needs

of a child are clearly defined. It's another

thing altogether when computers are

seen in school as just another subject to

teach, rather than accepted us a tool to

enable learning.

Reviewed This Month
The Amazon Trail, 20th Century

Video Almanac, Amy’s Fun-2-3

Adventure!, Slater and Charlie Go
Camping, Sir AddaLot's Math
Adventure, Mighty Draw, Sticky-

bear’s Early Learning Activities,

A.J.’s World of Discovery, Kid

CAD, EZLanguage for Windows,

The San Diego Zoo Presents: The

Animals!, Discover Space, Bailey’s

Book House, My Own Stories,

Ready, Set, Read, Mayo Clinic’s

Family Health Book, The Deluxe

American Heritage Dictionary, 3rd

Edition, Wayne’s World,

From the letters I have received in the

last year, it’s evident that many families

and teachers have come to the same con-

clusion. And it's evident from their com-

ments that they need a magazine like

Kids & Computers because they simply

can’t find enough of the information

they need anywhere else. I ask that those

writers, and the many others who read

our magazine and look forward to it ar-

riving in their mailbox, remain patient

during this change. I also ask that you

write. Let us know what you need and

what you'd like to see in Kids ct Com-

puters. Address your correspondence to

Editor. Kids ct Computers. PO. Box 730,

Yorba Linda CA 92686-9963.

We’ll be listening. In the meantime, I

wish you a joyous and peaceful Holiday

Season, ksc
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With Peter Pan, EA*Kids is doing

something absolutely new with

storytelling and giving real meaning

the phrase ‘interactive adventure’.

-Peter Scisco, Kids and Compiitcrs



^Cemember the sense of wonder you felt as

you watched Peter Pan discover he could really

fly! Well, in Peter Pan, A Story

Adventure from EA*Ridsr

it's your child’s imagination that

really soars. Boys and girls ages

5-9 become the “hands of the

animator,” to help Peter save Wendy from the

evil Captain Hook. Along with the Paintbox

(Actual computer screen shot)

Palsr children actually change events in the

story, expanding their reading, problem-solving

and decision-making skills like never before.

It’s the kind of fun your children will

return to again and again. Unless of course,

you’re playing it yourself.

To order a FREE EAa=Kids demo disk

or videotape tail I 800 KID-XPRT.

For IBM® compatibles, Macintosh® and 3D0.®

Available on floppy disk and CD-ROM.

Circle Reader Service ^145

©1993 Novotrade

IBM, Kacintosh and 3D0 are registered

EA*Kid5, Electronic Arts, Story Painting Imd -Paintbox Pals are trademarks of Electronic Arts,

of International Business Madtines'-C-ofjh-,' Apple Computer. Inc. and The 300 Company respectively.



KIDS & COMPUTERS

The Amazon Trail

An invitalion lo Ihc sighLs and sounds

of the Amazon jungle awaits every child

who savors exploration, discovery and

danger. This educational adventure

game sends kids into the wilds of South

America, with splendid animation and

authentic native music. Kids see and

hear the mammals, birds, fish, and in-

sects of the rain forest from the relative

safety of their comptiter canoe. All the

while, they are looking for a medicinal

plant that can save the ancient Incas.

The Amazon Trail

Price: $59.95

In Brief: An interactive science/geogra-

phy/history simulation centering

around the flora and fauna of the Ama-
zon River basin.

Requirements: IBM or compatible with

1 MB RAM; VGA display; hard disk with

7.5MB free space; mouse; DOS 5.0 or

higher.

Audio Support: Ad Lib, Sound Blaster,

and compatible sound devices.

For ages: 10 to 16

Other Versions: Macintosh ($59.95)

MECC
61 60 Summit Drive North

Minneapolis, MN 55430-4003
(612) 569-1500

Circle Inquiry #160

Pirhana, headhunters, and greedy

Conquistadors stand in the way of suc-

cess. But the oddest and most compel-

ling obstacle is the eerie blue mist that

occasionally descends upon the player

and transpoils him or hei' to another time.

In this way. kids are exposed not just lo

the geography and ecology of the region,

but to its history as well. They rub el-

bows with Henry Ford. They contact

Theodore Roo.sevelt. Historical figures

and events find their way into the game

and into the minds of young players.

Strategy is important, as explorers

must evaluate their progress throughout

the game and make crucial decisions.

Rationing the food to fit the pace is para-

mount lo the success of the expedition,

as is navigating the 1 1 rivers of the Ama-
zon basin. A health meter displays the

fitness of the party. Should sickness be-

fall the expedition, resting a day or .so

migln be a good idea. Trading with the

local villagers entails making even more

decisions.

The arcade portion of the game occurs

both on land (investigate and survey)

and in the water (navigate and fish).

Each brings with it a real sense of envi-

ronmental consciousness. On land, play-

ers use a camera instead of a gun lo shoot

animals, birds and bugs. The skill and

fun are still high pitched: Kids must ob-

serve with a keen eye and target their

quarry with the camera. When fishing,

players are given the option of releasing

the fish after classifying it. Pictures of

captured land and aquatic specimens are

then referenced in the Amazon Guide-

book and identified. On sound-equipped

computers, proper pronunciation of the

species can be played. All information

goes into a scrapbook for evaluation at

the end of the game. A shield garnered

with jewels representing the animals and

plants identified attests to the success of

each expedition.

The use of sound and the animated

set|ucnces make severe demands on

computer hardware. Computers de-

signed for today’s multimedia software

shouldn’t have any trouble running the

game, but older computer models may
suffer from slower performance.

With The Amazon Trail, kids learn

critical planning skills, gain a .sense of

historical development along this impor-

tant river, and have the opportunity to

sharpen reference and research skills.

And they get all of this in the form of an

entertaining adventure that’s sure to

keep their interest.

— Jeff Kingston

20th Century
Video Almanac

Take a compendium of (he most im-

portant and intriguing events of this cen-

tury and present them with more than

1 00 video clips, 2000 photos, text, music

and narration. What you have is an ex-

cellent introduction to a fine series of

CD-ROM discs.

20th Century Video Almanac

Price: $99.95; entire series of five CD-
ROM discs sells for $1 99.95

In Brief: A multimedia examination of

the important events and people of the

Twentieth Century— first in a five-disc

series.

Requirements: IBM compatible
386SX or better with 1 MB RAM; SVGA
display; hard disk.

Audio Support: Pro Audio Spectrum,
Sound Blaster, or compatible devices.

The Software Toolworks
60 Leveroni Ct,

Novato, CA 94949
(415) 883-3000

Circle Inquiry #181

In this introductory collection, stu-

dents can lap into this information base

of Twentieth Century history from a

timeline, which shows eight piciui’es of

events as if they were frames on a film

strip. Starting in 1890 with early motion

pictures and the development of the

automobile, the timeline moves forward
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Fatty Bear and his friends have a iot to do before Kayia wakes up.

Matilda Rabbit's busy with the cake. Gretchen's working on the

decorations. The puppy's getting into mischief, and the garage door

opener has disappeared.

Fatty Bear's Birthday Surprise™ is an adventure game designed

especially for children. Children enhance their problem-solving

skills, while happily exploring Fatty Bear's world; the goals even vary

in response to your child's actions.

So, what are you waiting for? Morning's almost here,

and a bear can only do so much alone.

Circle Reader Service §150

Humongous Entertainment™ Creating software that doesn't underestimate your child. Available on Disk or CD-ROM
for Macintosh and IBM PC systems. SRP $49.95 Disk/ $54.95 CD-ROM. To purchase, visit your favorite software retailer



iiUl
to 1 990 and such subjects as the sentenc-

ing of Michael Milken and the decline of

American cities. Along the timeline, it’s

possible to move back and forth, even to

leap to the end or beginning of the time-

line.

Photos are clear and of high quality.

The video clips are equally impressive

and effective. Old film clips look and

sound old, while newer clips show the

advances in audio and video technology.

The major drawback is that the informa-

tion can’t be printed.

The program’s search feature can be

accessed through the Library icon. Kids

or parents can search for a particular

word, view the information by category,

or investigate the subject index.

From Babe Ruth to the Beatles, from

Benny Goodman to Thomas Edison,

from Presidents to princesses, this pro-

j

gram covers them all. It’s an excellent

reference for kids and parents alike —
and fun to boot.

— Joel Schwartz. M.D.

Amy’s Fun-2-3 Adventure!

What better way for children to leant

counting and numbers, than assisted by

a lovable puppy? Amy, star of Deva-

soft’s Amy’s Fun-2-3 Adventure, leads

kids through four progressively chal-

lenging episodes that help beginners

grasp what numbers are all about.

Younger players will want to start out

in Amy’s doghouse — literally! After

clicking on any of the numbers above the

doghouse, the child is rewarded with an

animated example of the number. The

program also provides verbal cues, as a

pleasant female voice repeats the num-
ber, and then counts up to it.

Next, kids help Amy check out a

friendly computer named Marty, who
plays a matching game. Maity displays

a random number, and then offers two

sets of objects, one of which adds up to

the number shown. To make a match,

children must recognize the number

Marty has generated, and be able to

count the objects in the sets. This teaches

comparison skills, as well as number
recognition and counting.

The game also offers a journey to

Cookie Castle, where Amy is helping

with a repair project. Children are

prompted to drop a brick into a num-

bered position, dictated by Amy’s silent

counting on her paws. This is a bit more

Amy’s Fun-2-3 Adventure!

Price: $39.99

In Brief: This engaging early-learning

program teaches counting, number
recognition, and comparison skills.

Requirements: IBM compatible with

640K RAM; VGA display; hard disk.

Audio Support: AdLib, Sound Blaster,

and compatible sound devices.

For Ages: 2 to 6

Devasoft
P.O. Box 41250

San Jose, CA 95160
(408) 927-9645

Circle inquiry #182

challenging than the first two games, as

there are no verbal cues. Kids need to

tally Amy’s count themselves, then lo-

cate the correct number in order to place

the brick.

An additional segment allows kids to

play a variety of familiar children’s

songs on Amy’s xylophone, which has

numbered keys. The notes are cued by

the program; kids can also play their own
compositions.

The program’s animation runs

smoothly with bright, attractive graphics

and crisp, engaging sound. The manual

is helpful and straightforward, Overall,

Amy’s Fun-2-3 Adventure is well done,

and should appeal to eager young minds.

— Dennis McCauley

Slater and Charlie
Go Camping

Camping trips can supply a family

with anecdotes for a lifetime. But no

matter how exciting that last campout

was, it probably couldn’t hold a candle

to the outrageous adventures of the car-

toon protagonists in this interactive sto-

rybook.

Like most good storybooks, this one is

all fun. There’s no pressure on the kids

to learn to count, pronounce carefully

selected diphthongs, or identify the color

purple. Each passage is read aloud; some
are followed by a brief animated se-

quence.

Once the page has played out, the great

big white hand that signals wait changes

to a big black cursor arrow. That gives

kids a clear indication of when they’re

free to mouse around the screen looking

for hot spots. When they find one, they’ll

be regaled with another cartoon treat.

These tidbits expand upon the main il-

lustration which, in turn, amplifies the

text. The overall effect is a remarkably

smooth blend of children’s storybooks

with Saturday morning cartoons— and

the kids are in charge of the action.

That action is exactly what we’ve all

learned to expect from cartoons: an ir-

reverent blend of slapstick, pratfalls, and

cheerfully gratuitous but silly violence.

Slater and Charlie themselves are so

sweet, and their antics so good-natured,

that even the most timid children will

enjoy their adventures without feeling

threatened. And even politically correct

adults will have trouble containing their

laughter.

Slater and Charlie Go Camping is the

sort of program that kids will want to run

Stater and Charlie Go Camping

Price: $49.95

In Brief: A pair of lovable dinosaurs
take chiidren on a hilarious camping
trip in this interactive storybook.

Requirements: iBM or compatible
with 2MB RAM; VGA display; hard disk;

mouse; sound device.

Audio Support: AdLib, Sound Blaster,

Pro Audio Spectrum, Disney Sound
Source, Roland MT-32, and compat-
ible sound devices.

For Ages: 3 to 8

Sierra On-Line
P.O. Box 485

Coarsegold, CA 93614
(800) 326-6654

Circle Inquiry #183

over and over again, but for those limes

when they can’t use the computer. Sierra

has packaged a working compass and a

genuine picture book version with the

software. Kids won’t have to leave

Slater and Charlie behind— even when
they go camping.

— Virginia Soper
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Step right up! Six

different circus puzzles

are just a click away.

Everyone's favorite little car is back,

and this time he's playing games.

Whether an advanced
speller, or just learning

the ABC's, this game
has a level for everyone.

Relax and play a game
of Tic-Tac-Toe. Putt-Putt's^

a whiz at the hardest level.

Create your own
pinball machine, and
play away!

King me! Putt-Putt's

a patient teacher who's

always ready to play again.

Practice memory and pattern

recognition skills. Putt-Putt

provides plenty of support

and encouragement.

Humongous Entertainment™ Creating software that doesn't underestimate your child. Available on Disk or CD-ROM
I for Macintosh and IBM PC systems. SRP $39.95. To purchase, visit your favorite software retailer or order direct from

Humongous Entertainment, 13110 NE 177th PL. Box 180, Woodinville, Wa. 98072. (206) 485-1212.
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Select from four different skill levels

Practice matching and pattern recognition

Sharpen letter and spelling skills

Develop logic and spatial relationship abilities

Designed for ages 3 - 8

Have a lot of fun!
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Sir AddaLot’s Math
Adventure

Under the guise of battling dragons,

this educational game helps students

master number skills and basic math

equations.

Each of the game’s levels displays 16

squares, each with an addition, subtrac-

tion. multiplication, or division problem.

The player must solve the equations to

advance inside each of 25 castles to save

them from Scorch, the dragon.

An added incentive is a picturesque

moat, which players create as they suc-

cessfully progress through the levels. At

the end of each level, players select an

item to place in the moat. It can be a fish,

plant, sea creature or treasure, depend-

ing on the level. Animated sequences,

such as swimming fish, enliven the

moat.

Sir AddaLot's Math Adventure in-

cludes an activity book keyed to the

game that players can use without being

at the computer. The activities include

colonng, word searches and puzzles.

Answers are in the back of the book.

Parents and older children can easily

set up the game using the Options Menu.

I like the blue ones.

Younger players will need assistance.

The Options Menu controls the speed,

sound, high score display and mouse.

Game settings also control the difficulty

Sir AddaLot's Math Adventure

Price: S19.95

In Brief: A simple math drill program
for basic number skills.

Requirements: IBM compatible (386
or better) with 640K RAM; VGA display;

hard disk with 2.1MB free space; DOS
3.3 or higher.

Audio Support; AdLib, Sound Blaster;

Disney Sound Source; Audio Pro, Ro-
land MT32; and compatible sound de-

vices.

For Ages: 6 to 12

Landmark Solutions

P.O. Box 80520
Fort V\/ayne, IN 46898-0520

(800) 543-7947
Circle Inquiry #184

level. The.se range from practice to level

five, the hardest.

While not as glamorous or as techni-

cally stable as some other math pro-

grams, Sir AddaLot’s under-$2() price

tag makes it appealing to parents looking

for a basic math drill program.

— Jack Germain

Mighty Draw

From the lime they start teething on

car keys to the day they drive olT to

college, kids get a special sense of satis-

faction from mastering adult tools. A
good paint and draw program can put

them in the driver’s seat when it comes

to using the computer. Abracadaia has

designed Mighty Draw with the whole

family in mind.

Steady-handed preschoolers can use

the line and sketch tools to scribble in

one color and watch while a second color

fills in the outlines they’ve drawn. Since

choices of colors and line breadth must

be preset from the menu bar at the lop of

the screen, they’ll need some help IVom

their parents. Young kids will also enjoy

How can yoi

at any momi

the earth just

Pachycephalo



typing with the program’s text feature,

especially in 30 point boldface.

School-agc children will enjoy ex-

ploring M/g//n’D/Yni'’s symbol libraries,

choosing images to embellish their crea-

tions. These older kids can also make
more sophisticated use of the line and

iTTViTTninimn-M
’ '

~
|

Cmt

Mighty Draw

Price: $49.95

in Brief: A general purpose graphics

and drawing program for kids and
adults.

Requirements: IBM or compatible
with 640K RAM; Hercules mono-
chrome, CGA, EGA or VGA display;

hard disk.

Other Versions: Windows ($59.95);

Macintosh ($49.95)

Abracadata
P.0, Box 2440

Eugene, OR 97402
(503) 342-3030
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shape tools. They may enjoy making

their own sets of Hash cards for school

and matching games just for fun.

Adolescents should be able to master

all the functions that Mighty Draw can

perform. The scholars among them will

appreciate the professional touch that

pie charts, bar graphs, and column chails

can give their science reports. Come
Valentine’s Day. young lovers can turn

the computer into a private printing

press, creating personalized greeting

cards. If they’re asked nicely, the teens

might even help Dad lay out those gene-

alogy charts he promised for the family

reunion.

While Mighty Draw is certainly not

ideal for very young children or profes-

sional artists, it’s a good all-purpose art

program that should serve kids for many
years.

— Virginia Soper

Stickybear’s Early
Learning Activities

What do little kids want to be when

they grow up? Bigger kids, of course.

And what do big kids have that little kids

covet? An education— believe it or not.

Stickybear has a new program for

those young learners. In Stickybear’s

Early Learning Activities, he’ll guide

them through a clutch of pre-math and

pre-reading activities that will hone their

cognitive skills. All six games have free

play and directed activities in English

and Spanish. That’s 24 ways to learn and

have fun.

For each game, the screen is divided

into two parts. The upper register is a

picture window into Stickybear’s ani-

mated world. The lower third always

displays the buttons that allow the kids

to navigate the game. In the Alphabet

and Counting activities and the free play

mode of the Opposites game, this regis-

ter contains the buttons children use to

indicate their choices. In the Shapes

game, this panel has a shapes scorecard

that shows which shapes have been lo-

cated and which are yet to be found. In

the Colors and Shapes games and the

structured mode of the Opposites activ-

ity, children click on the pictures to

make their choices. At the lop of the

screen is a small box kids can select to

two bother with such trivial matters when

nt an asteroid the size o1 Cleveland could hit

like the one that is said to have eliminated the

saurus species of the late Cretaceous period.

Deep beneath surface pleasures

like throwing dirt and eating

paste, in every child there lurks

a desire to find out the function

of ihose vertical iailplates on a

Stegosaurus. That s wher

Knowledge Adventure

comes in. Wtth our full-

motion video, lifelike illustrations, and stunning sounds and

music, your child can find out how and where dinosaurs

lived, ate, fought, and disappeared. And its availahie on

disks or CD-ROM for the PC or Mac. child may find

- this so inspirational that he’ll stop eating

vii V paste. And switch to catfood.

c ft.,,,™;,,/.™//: IBIMKnowledge
(so0).i.MY-DiNo Adventure'
fi,, i„fc cJI:

(800) 4-MY-DINO

KIDS WILL BE KIDS. YOURS WILL BE THE SMART ONES!
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switch from free play to slructiircd

games and back again.

Stickybear is at his very best in the

Counting activity, during free play. Kids

can choose a number for the program to

count out. Then they can raise or lower

the ante by clicking the up or down but-

tons. Three bunnies can add up to nine

even faster than, well, bunnies. To add

to the fun, there's no telling which car-

toon Sticky will choose to represent the

chosen numeral. Youngsters have an

added incentive to play longer and ex-

plore more numbers, hoping to catch

their favorite characters in action.

Stickybear’s Early

Learning Activities

Price: $59.95

In Brief: Very young learners can ex-

plore six pre-math and pre-reading
concepts in either English or Spanish,

Requirements: Macintosh with 2MB
RAM (System 6,0.7) or4MB RAM (Sys-

tem 7): 256 color display; hard disk.

Audio Support: Optional recording ca-

pability with System 7.

For Ages; 2 to 6

Optimum Resource
5 Hiltech Lane

Hilton Head Island, SC 29926
(800) 327-8008

Circle Inquiry #166

The weakest game is Opposites. The

concept itself is hard to illustrate, and the

problem is compounded, in free play, by

the mouse. Impatient clickers aren’t go-

ing to appreciate the difference between

go and stop, for instance. And with the

inevitable time lag that occurs while the

computer loads animated scenes, a quick

clicking youngster may end up believing

that a hajo means up high.

Stickybear gives youngsters broad

control over the pace and responsiveness

of the program. The exception is the

choice between English and Spanish.

Mom or dad will have to help out there.

No matter which language the kids are

using, Stickybear's right at home. In the

world of early learning software, it’s dif-

ficult to find anyone who does it better.

— Virginia Soper

A.J.’s World of Discovery

Any parent looking for a way to sneak

a few basic math or reading skills in with

their child’s standard fare of video

games will be pleased to discover A. J. ’.v

World of Discovery, where candy re-

wards grow on trees and a character

named A.J. provides all the mechanical

guidance most four to seven-year-olds

will need. But don’t wander too far from

the computer, as A.J.’s no substitute for

an observant parent.

The main program consists of ten ac-

tivities. two of which are designed to

build early reading skills. The Writing

Game is a simple typing tutorial rein-

forcing spelling and .sentence comple-

tion skills, and the Picture-Maker

involves matching words to pictures to

create either a country landscape or a

scene from outer space.

A.J.’s World of Discovery

Price: $49.95; Lesson Disks: $19.95
each

In Brief: An interactive series of game-
oriented exercises designed to build

early math and language skills.

Requirements: IBM compatible with

640K RAM; VGA display; hard disk with

6MB free space; mouse.

Audio Support: AdLib, Pro Audio
Spectrum; Sound Blaster, Sound Blas-

ter Pro, Thunderboard and compatible
sound devices.

For Ages: 4-7

Bright Star/Sierra On-Line
P.O. Box 485

Coarsegoid, CA 93614
(800) 326-6654
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The remaining activities include a

computerized version of Mr. Potato

Head, a racetrack, an electronic coloring

book, a paddle ball game, and a jigsaw

puzzle. There are also examples from

four Math and Language Lesson Disks,

which are sold separately. These addi-

tional Lesson Disks each contain 15 ac-

tivities similar in format to the Writing

Game and the Picture-Maker.

A.J.'s World can help to build math

and language skills if the child finds the

exercises entertaining. Most of the pro-

gram’s educational content comes on the

Lesson Disks. Parents seeking to help

their kids develop these skills should

choose a Lesson Disk carefully, and plan

on purchasing it soon.

— Tommi A. Troia-Griffin

Kid CAD

Imagine your kids building a house,

castle or fort with electronic building

blocks; decorating it with bubble gum or

ice cream cone wallpaper, supplying fur-

niture and pets (dinosaurs are optional)

— all in three dimensions on the com-
puter screen. Then imagine them demol-

ishing what they’ve built with lasers,

bubbles or lawnmowers. And think of no

mess or clutter to clean up afterward!

Kid CAD is the real thing, not imagi-

nary. It’s an electronic building kit with

all the features and capabilities of a real

CAD (computer-aided design) program,

but scaled for kids.

Kid CAD

Price: $49.95

In Brief: A 3-D building kit with grown-
up features and just-for-kids fun.

Requirements: IBM compatible (386
or better) with 4MB RAM; VGA or

SVGA display: hard disk with 10MB
free space; mouse; Windows 3.1

,

Audio Support: Sound Blaster and
compatible sound devices

For Ages: 7 and up

Davidson & Associates
P.O. Box 2961

Torrance, CA 90509
(800) 545-7677
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The program opens to an animated

panorama of a farm, town or city setting.

Kids will enjoy clicking on horses that

whinny and windmills that spin, as well

as discovering the many other interac-

tive features of these first screens. They

can then choose whether to build in a

city, town or farm. First-time engineers

may want to look at one of the sample

files, which include houses, mazes, ten-
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Or a stork
Or stretch your Imagination with

PaintPower. This easy-to-use

graphics tool gives you the

versatility and creative latitude

of programs costing 2 or 3

times more.

If you've ever considered

painting or drawing with your

PC, PaintPower is the program
you've been waiting for. It

gives you the power to paint,

color, sketch and trace—adding

textures, shadings, patterns and
other "special effects" previously

found only in the most
expensive paint programs.

PaintPower was designed for easy

access by aspiring artists of all ages. It's a

creative playground for the younger set and an electronic

"studio" for the art student or at-home artist.

Learning By Doing
From the moment you install PaintPower, the program's

on-screen Help windows explain every option in clear,

jargon-free language. Right from the start you learn by

doing—choosing and using the many creative tools at your
fingertips.

Start by selecting from a palette of 256 colors. Then
choose a brush tool or line-creating tool from the Tool Bar
and begin freehand painting. As you proceed, the screen

displays your drawing board, painting tools and Color Palette.

Or a stallion
You can modify you work as

you go—manipulating the

image with powerful tools

that let you cut and paste; fill

areas with colors or patterns;

shade and blend; or zoom in

for detailed touch-up. When
you're ready to look at a hard

copy of your work, you can print

it in screen-size, larger or smaller

One Up On The Cave Man
PaintPower also contains an

extensive library of clip art,

background art, curves, geometric shapes and

for text. You can import images from other programs,

including most popular graphics files (PCX, GIF, TIFR.

And export to other graphics programs, such as our new
PrintPower Pro Plus.

Every artist since the cave man has developed artistic

skills by constantly experimenting. The beauty of

PaintPower is the way it lets you
try different brushstrokes,

colors, shadings and
patterns-until you arrive at your

best creative expression. So
before you know it, you're

painting up a storm.

HITECH
EXPRESSIONS Available

to order call 1 (800) 447 6543 MC/VISA/AMEX
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nis courts, checkerboards and other lay-

outs and creations. Each of the samples

can be modified.

Kids can start their buildings from the

ground up. or chose from a set of ten

prefab structures (houses, mansions,

farm buildings, apartmeiit buildings).

They can select from complete founda-

tions or use building blocks that snap

into place. Windows, doors, yards, and

other objects are available simply by

clicking on the item and dragging it to

the building site.

Once the outside is built, kids can

zoom in to work on the interior. The

program supplies a huge variety of

paints, textures, people, plants and ani-

mals, all geared toward kids. Building

tools allow kids to easily erase, move,

copy, link, unlink, rotate or hide objects

with the simple click of a button. With

the program's mtillivicw capabilities,

pint-sized engineers can also pan the

entire scene in four different directions,

zoom out, rotate the camera 1 80 degrees

or tilt the camera to see the design from

a bird's-eye or ground-level view. These

are all important components in grasp-

ing the concept of spatial relationships.

Kid CAD is a very sophisticated pro-

gram, and demands a lot from the com-

puter. A complex drawing may take a

few minutes to redraw, but it is well

worth the wail. Small changes (like

switching pets from dogs to dinosaurs)

are handled immediately. Davidson has

put a tremendous amount of thought into

designing a product that not only spurs

creativity, but is sophisticated enough to

meet the demands of budding architects

or engineers.

— Felicia Donovan

EZLanguage for Windows:
Spanish and Japanese

Both parents and kids will have a blast

learning foreign languages with these

programs that will replace those head-

phones and language lab tapes. The pro-

grams do not teach language basics, such

as verb tenses and conjugations, but

rather teach the vocabulary and phrases

needed for travel to foreign countries.

The EZLanguage series is designed as

multimedia software, but doesn’t require

a CD-ROM drive. Each program will

occupy about SMB of hard disk space.

The introductory menu screen offers

eight areas of study: Basic Phrases, Ar-

rival, Eating Out, Shopping, Sightsee-

ing, Hotel. Public Services, and Sports.

Each lesson starts with panels of simple

words, shown with a drawing that sug-

gests the word. The English word is writ-

ten below the picture, the target

language word is above. Either can be

hidden with the click of the mouse.

Click on the picture or the written

words to hear a native speaker pro-

nounce the word. A good strategy for

students is to hide the target language

word, read the English equivalent, then

listen to the native speaker say the word.

Then, display the words in the target

language to complete the ieaniing proc-

ess.

EZLanguage for Windows

Price: $49,95 each

In Brief: This enjoyable multimedia drill

program teaches common Spanish,

French, German, Italian, Russian, or

Japanese words and phrases. (Each
language sold separately.)

Requirements: IBM compatible with

2MB RAM; VGA display; hard disk;

Windows 3.1 or higher.

Audio Support: MPC-compiiant
sound card required for speech, but is

optional; microphone required for re-

cording responses, also optional.

Other Versions: Windows CD-ROM— All six languages on a single CD-
ROM disc that sells for $99.95.

Future Trends Software
1508 Osprey Dr., Suite 103

DeSoto, TX 75115
(214) 224-3288
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After a few eight-word panels comes

a phrase drill, offering typical guidebook

phrase.s in both languages. The phrases

start with the simple ( wv, no. thank you)

and move to the more complex (Do you

take credit cards?). The native speaker’s

renditions become increasingly impor-

tant in this more taxing leiritory.

After a dozen or more drills, the pro-

gram tests the student on the nouns and

phrases covered in the previous lessons.

The colorful drawings and sounds de-

noting cort'ect and incorrect answers

make the tests fun.

The EZLanguage recording option is

a boon for studying. Using a micro-

phone, the computer records the

learner’s pronunciation of the words and

phrases. Matching the student’s version

with the native speaker’s version

quickly reveals differences, allowing the

student to mimic the correct accent.

Kids will enjoy the challenge of re-

membering the words and phrases;

adults will enjoy the u.seful knowledge

they’re picking up. As long as yotir fam-

ily is interested only in words and

phrases, and can leave the formal gram-

mar for more structured study, the

EZLanguage series offer a quick path to

a u.seful vocabulary.

— Richard O. Mann

The San Diego Zoo
Presents: The Animals!

The San Diego Zoo and its companion

facility, the Wild Animal Park, are re-

nowned as one of the world’s finest zoo

complexes, due in part to their innova-

tive ways of displaying and teaching

about animals. Now that unique style

combines with computer technology to

produce a multimedia zoo.

The San Diego Zoo Presents:

The Animals!

Price: $99.95

in Brief: A multimedia visit with the

San Diego Zoo's mammals, birds, and
reptiles.

Requirements; IBM compatible with

1MB RAM; VGA display CD-ROM
drive; hard disk with 2MB free space,
MS-DOS 3.3 or higher. MSCDEX 2.1 or

higher.

Audio Support: Sound Blaster, Sound
Blaster Pro, Pro AudioSpectrum, or Ad-
Lib Gold 1000/2000

Other Versions: Windows CD-ROM
(MPC compatibile) — $99.95; Macin-
tosh CD-ROM — $99.95.

The Software Toolworks
60 Leveroni Ct.

Novato, CA 94949
(415) 883-3000
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New
Printpower

Pro Plus gives

you more print power
per dollar than any other

graphic design program. It's as

easy to use as it is to afford.

With Printpower Pro Plus, you can tap

into a user-friendly Help system for

step-by-step instructions on every

option. Soon you're designing

and printing graphics like a pro.

(The program supports virtually

any popular b&w or color printer

made.)

Signs, Banners, Cards etc.

Every PC user can find dozens of

creative and practical uses for

Printpower Pro Plus. You'll learn quickly

how to combine graphics, headline,

border and text into an attractive

professional poster up to 3 1/2 x 4 feet.

Signs, banners and invitations are also a

breeze to produce. Calendars-weekly,

monthly or daily-can be customized with

personal dates. Greeting cards can be

designed to include individual names
(and inserted automatically from the

program's Database as they are printed).

You can edit, modify and add to your
work as you go, and save it in the

capacious Memory Manager.

Why Pay More For Less?
New Printpower Pro Plus turns your
computer screen into a versatile drawing

board, where you will soon be matching

the work of a trained graphic

designer. Select from 100 prepared

graphics in the program's clip-art

library. Or import your own from

other graphic files (PCX, IBM,
BMP, or GIB. Use your mouse
or arrow keys to "click and drag"

images to the desired size,

shape and position. Then use
"click lines" like a T-square to

align the elements of your
design. When you're shopping
for a graphics program, it's easy to

pay more for less. But if you stop to

compare, you'll get more for less with

Printpower Pro Plus.

Available at your local Software Retailer or to

HI TECH

TO YOU

order cam (800) 447-6543 MC/VISA/AMEX EXPRESSIONS
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Using more than 120 video sequences,

1,300 color photos, two hours of audio,

and more than 1000 written pages. The

Animals delivers an encyclopedic

knowledge of the animal kingdom in an

entertaining way. Animal lovers young

and old will visit this virtual zoo over

and over again with delight.

The program begins with an aerial

view of the zoo park. The mouse cursor

highlights program choices, which in-

clude the world’s ten hiomes (tundra,

savanna, tropical rain forest, and .seven

more) and the specialty areas, which in-

clude the Kids’ Corner. Tour Bus. S1017

Theater, and others.

Each biome exhibits the animals

found in that environment, including re-

lated special exhibits. Working through

the list of animals invariably leads to

related topics, presentations, and exhib-

its that’ll keep zoo visitors endlessly en-

tertained and enlightened.

Not everything in the zoo is nari'ated;

only selected special exhibits, movies,

and introductory items arc read aloud.

The developers have chosen to include

more animal sounds and movies than

simple expository readings. This deci-

sion allows for more written material.

Special features provide thematic

ways to attack the zoo’s information.

Kids’ Comer, for example, includes a

quick tour of baby animals, an animal

sound quiz, and even a dinosaur exhibit.

The Tour Bus offers nine tours, in-

cluding Animals in Disguise (a series

about protective coloration) and Jaws,

Claws, and Creature Features (a series

about horns, claws, antlers, and other

distinctive animal parts). The Nursery

teaches, with movies and text, about car-

ing for newborn animals in captivity.

Storybook Theater tells detailed true sto-

ries about zoo happenings, such as the

birth and nurturing of Gordy the Gorilla.

The Center for Reproduction of Endan-

gered Species shows an extensive series

of exhibits and movies explaining the

Center’s work in preserving near-extinct

species.

A visit to the Library provides lists of

all multimedia elements in the zoo. Pic-

tures, sounds, movies, maps, and so forth

are listed for quick access.

Visitors to the San Diego Zoo and

Wild Animal Park never have enough

time to experience everything they’d

like to see. This CD-ROM title lets ani-

mal lovers revisit the Zoo time and

again, to explore the far-Hung, lesser-

known corners of the facility—without

getting bitten.

— Richard O. Mann

Discover Space

This computerized astronomy book

and star chart lets kids and their parents

set up star charts, probe the sun or the

planets, retrace the history of space ex-

ploration, view deep sky objects, and fly

along with comets and asteroids. The
program makes good use of graphically

superb animated sequences.

Discover Space

Price: $39.95

In Brief: An animated database of cos-

mological information, with a review of

super power space programs.

Requirements: IBM compatible with

640K RAM; VGA or Super VGA dis-

play; hard disk with 7MB free space.

Audio Support: Sound Blaster and
compatible sound devices,

Broderbund
500 Redwood Blvd.

Novato, CA 94948-6121

(415) 382-4639
Circle Inquiry #191

The best part of Discover Space is the

section on star maps. Kids can examine

the heavens with or without a skyline, set

the horizon with city or country land-

scapes, even adjust sky brightness for

light pollution. Adjustments to the view

help to find objects and to zoom in or out.

When kids print star charts, they can add

star names and their choice of constella-

tion outlines or mythological pictures.

The planets are also plotted on the

charts.

The program’s section on planets lets

kids and parents watch any body of our

solar system rotate on its axis. The

mouse can be used to fly over a planetary

map to identify features. Vital statistics

and unique features can be examined;

wail until kids start making comparisons

between the planets— the animated as-

tronaut is a treat to watch.

The Sun section also includes some
interesting animation, although the solar

eclipse demonstrator is flawed. During

this review, the moon eclipsed the sun.

then moved off in reverse. Deep Sky
Objects includes photos and text, but

avoids an animated stellar evolution se-

quence. Missing is any discussion of

variable or binaiy stars. The program’s

asteroid-collision lets kids program the

size and speed of an asteroid, then dis-

plays the collision’s crater over a com-
parably sized city or state.

The program’s remaining sections

consist mostly of photographs and text.

The Space Exploration section covers

almost all planetary probes, even rarely

mentioned ones like the Ranger and Sur-

veyor from the sixties. Soviet, European

and Chinese rockets, probes and manned
space programs are covered, in addition

to America’s program.

Despite some flaws, kids can discover

a great deal about space with Discover

Space. Even when the rest of the pro-

gram loses its glamour, the star charts

will remain useful for years to come.

— Larry Krumenaker

Bailey’s Book House

This entertaining pre-reading program

combines five different activities into an

integrated and charming whole. Every-

thing starts and ends at Bailey’s combi-

Bailey’s Book House

Price: $64.95

In Brief: An engaging literacy program
for pre-readers.

Requirements: IBM compatible with

640K RAM; EGA or VGA display; hard
disk; mouse.

Audio Support: AdLib, Sound Blaster,

Disney Sound Source, and compatible
devices

For Ages: 2-6

Other Versions: Macintosh ($64.95)

Edmark
P.O. Box 3218

Redmond, WA 98073-3218

(800) 426 - 0856
(206) 556 - 8484
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Eaci' of the five leiHIB^ve ne'

exalting castles to es^bre,

Match the equations while dodging the
^

fireballs in this dazzling arcade style gaffie.

Kids
® Face the fierce Dragon, Scorch
® Help Sir AddaLot break the Castle’s spell

* Create your own moat
® TVack high scores for comparing with friends
® Eiqjerienoe 256 color animations
8 Great sound effects and music

Attention Parents ^
® Hel^ kids improve addition, subtraction,

multiplication, and division skills ,

® Separate equation and dexterity controls

allow kids of all abilities to enjoy the game
® Provides positive reinforcement
® Low price, high quality game by Landmark

Visit your local Retailer or Call 1-800-543-7947 and
I^HjOSULiX receive $10_off retail price! Dealer Inquiries Welcome.

Requires VGA, 386SX or better, hard drive, 640K RAM.
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Mickey’s ABC's 21.00

Mickey's Follow die Reader ...30.00

ad-n-Roli 30.00

ill 35.00

35.00

Reader Rabbit Rdy iorLtrs 35.00

Reading Adventu^s in Dz 35.00

Ready, Set Read 30.00

Speed Reader 30.00

StickyBear Reading Comp 29.00

SuperSolvers; Midnight Resc...3D.D0

TnlkingSpellitPI

Talking Word Attack Pius 30.00

^hers.„ 20.00

Zug'sSpellirrg Adventure 22.50

Discovering America 28.00 Math and Me

Eagle Eye Mysteries 30.00 Math Rabhit 2.0

Easy Street 32.00 MathBlaster Mystery..

21.00

EcoQuest2 30.00 Math Magic

Fatty Bear's B-day Surprise. ...30.00 MaHiDlogy

Fatty Bear’s World Pack 30.00 Millie's Math House....

Fun School 18.00 Operation Heptune

Kid Cuts 26.00 PnnciplesofCalc/Stat.

Kid Desk 26.00 Tronpiira Mntfivrnrni

Kid Pix.. 35.00 Treasure Mountain

English/Second language...„...79.00

CALL

CALL

CALL

CALL

....119.00

Russian CALL

Spanish CALL

Kid Pix Companir

McGee at the Fun Fair 32.00

Melrgnome Music 30.00

Mickey's Jigsaw Puzzle 21.0''

Mixed Up Mother Goose 29.00

Mixed Up Fairy Tales 29.00

Mosaic Magic 27.00

Playroom 30.00

American Heritage Diet....

BannerMania...

Putt Putt Joins the Parade 30.0

Putt Putt's Fun Pack 25.00

Scooter's Magic Castle 30.00

Secret Island/Dr. Quandry 30.00

Elementary Grade Builder IS

Elements of Style 42

Fisher Price Picture Diet 22

Grade Quick 52

SimAnt... ...37.00

Hebrew/Greek Bible 25

Junior High Grade Builder 19

Key Diclionarv 22

ri'M FfZoF^^SoR FihJpCthJTy VoUR
l&aiP5 To TH£ woRLP OF Furuee visio}J...

, ivMe/ee learNims is more e-tcmM&z
\uKe ^fTH F.IPWOKK5 Z, vJhUCF WILLMAJF£\
\wRmN& -Tour faper fun LemhUF Sou
PRAW PICTUZEF ANP REAPING- SOUR PXbR^
BACK TO SOUlf

SimCity

,

27.0D

SimLife., 39.00

Snap Dragon 30.DQ

Snoopy's Game Club 26.00

StoiyBook Weaver 30.00

Super Munchers 27.00

Think Quick 30.00

Treasure Cove 37.00

Treehouse 37.00

Mario Teaches Typing 25

PC Bihle Allas 46

PC Globe 5.0 42

Print Shop Companiorr 24

Print Shop Deluxe 47

Random House Enc^lopedia ..62

Studyware: ACT, CBEST

GMAT. GRE. LSAT.SAT....3I

Test Quick 39

U.S Atlas 3.0 33

ALL PRODUCTS S

• Phone orders accoptod IVI-Ffrom 8:00am • SiOOpm PST
• Fax orders accoptod 24 hours a davt days a weeX.

• Asl( for a froc catalog of our compioto software selections.

FutureVision 644 N Santa Cruz Ave Suite 12 • Los Gatos CA 95030
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Na surcharge tor Visa or MasterCard orders.

C.0.0. orders welcome with aS5.00 charge.

School, government and corporate purchase orders accepted.

FORANBaBIDEDENGAGEMEN
t CAST OF THOUSANDS OF BLOCKBUSTER SOFTWARE TITLES!

..YOU'VE SEEN'EM IN PC SOURCES!
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oBv Woiks 47.QB

O.DO

32.50

36.00

30.00

6.00

fe And Death 1 35.00

e and Death 2 30.00

0.00

35.00

36.00

36.00

g.OD

'herein Space IS CSD t6.DQ

37.00

Aces Over&Jinpe 42,00

AD8D Llnlimited Adventure ....38.00

istSeciet/Oainforest 32.00

istTribe 26.00

igersWorid Geography 25.00

inTi

upper's Adventure in Time ...32.00

iBthe U.S.A.NewQui2 26,00

me Ridets/Amer. History 36.00

me Treks 36.1)0

i'sPast 34.00

'here in Europe CSD 29.00

'liereinTime CSD 29.00

'here in USA CSD 29,00

'here in USA CSD -Olx 45.00

'here in World CSD 29.00

'here in World CSD - Dlx 45.00

tLL WARRANTIES <

Alone in the Dark

Detrayal atKrondor

36.00

39.00

39.00

Civilitation MPE 47.00

38.00

Conquered Kingdoms 36.00

Dark Side of Keen 41.QD

36.00

35.00

Eric the Unready 35.00

Eye oi die Beholder III.... 45.00

32.00

Frontpage Football 39.00

25.00

49.00

35.00

42.00

Police Quest IV 40.00

36 00

32.00

Privateer 52.00

36.00

Railroad Tycoon Deluxe.. 49.00

32.00

Seven Cities oiGDld2.... 38.00

39.50

34.50

35.00

Strike Commander 47.00

42.00

37.00

47.00

Ultima VII (Part lor 2)... 47.00

35.00

X-Wing 39.50

Capitalist Pig

8 Div de

Freddy Pharkas

K CAD

wA+En
ltlewA+ English Gi

NewA+En

New A+ English Vocah 2 ...

NewA+ Science!

NewA+ Science 2

NewA+ Science]

New Math Blaster Plus

Omar Sherif on Bridge 31.00

Picture il French 45.50

Picture it: German 45.50

Picture it: Italian 45.50

Picture it: Spanish 45.50

Prince of Persia 2 41.00

Random House Encyclopedia ..S9.QD

Ready. Set Read 32.50

Risk 30.00

Scrabble Deluxe 3Q.QQ

Second Conflict 34.00

Shadowgate 32.0D

SimAnt 39.00

SimCity 32.50

SimEarth 46.75

SimLifa 45.50

30.00

Spaceward Ho 30.00

Spanish 45.50

Super Tetris 30.00

Take a Break Crossword ... 30.00

Take a Broak Pinball 30.00

Tetris Classic 27.00

II.S. Allas 3.0 52.00

Vocuhuleam 45.50

Where In Space Is CSD 46.00

..39.00 Ward finder Thesaurus 42.00
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nation living room, library and work-

room. Kids start by clicking on Bailey,

who is quietly sitting in his favorite chair

reading a book. He introduces himself,

then invites kids to play in his book

house.

The program’s typewriter game intro-

duces the keyboard to very young users.

In the divergent (many correct answers)

mode, a click on any letter will result in

a cute animation. In the convergent

mode, kids must find a particular letter

on the keyboard. Tabitha the giraffe will

help if kids have trouble finding the right

key.

The Edmo & Houdini activity invites

youngsters to play with position words

like in. behind and on. In the Read-A-

Rhyme game, kids get to finish five dif-

ferent Mother Goo.se rhymes in silly

ways.

There are also two printer related ac-

tivities; Kid Cards and Make-A-Story.

Children use Kid Cards to create cards

(what else?); in Make-A-Story, kids can

design a storybook with multiple-choice

endings, using their own illustrations.

Adults can modify the program to suit

individual children. Just about every-

thing can be controlled, from the layout

of the keyboard in the Typewriter game
to the kind of printout Make-A-Story

produces.

Bailey's Book House combines the

best of educational theory with a loving

attention to detail and an engaging pres-

entation. Kids will be completely en-

chanted by the warm voice and attractive

graphics. This one is a real winner.

— Leslie Eiser

My Own Stories

My Own Stories is an excellent way to

motivate reluctant writers or introduce

children to the magic of desktop publish-

ing. It features an extremely easy to use

interface consisting of menus, buttons

and icons. Even children with reading

difficulties can use the program. All the

stories are based on real experiences,

and set in real locales that kids can iden-

tify with.

To make a personal storybook, kids

first create a Title Page, which can con-

tain information like the story title and

author, and be decorated with a colorful

border. Next, kids put together the

pages of the stoiy. Each page can contain

just text, or an illustration with a few

lines of writing below.

Creating the illustrations is an espe-

cially motivating experience for chil-

dren. Scenery is made by mixing or

matching background and foreground

My Own Stories

Price: $49.95

in Brief: Children can create their own
illustrated story books.

Requirements: IBM compatible (386
or better) with 1 MB RAM; VGA display;

hard disk; mouse.

Audio Support: AdLib, Sound Blaster

and compatible sound devices.

For Ages: 8 to 14

Other Versions: Macintosh ($49.95)

MECC
6160 Summit Drive North

Minneapolis, MN 55430-4003
(612) 569-1500
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Mother’s Little Helper

for Windows

Memoirs is an electronic diary with a twist. Of course, you can

make daily entries into your diary (throw away all those you have

stacked in the closet, and store it on a single disk.) There is also

a Photo Gallery where you can view your favorite pictures, print

the gallery, even store information pertaining to the person or

add a funny caption just below. With Memoirs you can search for

a key word, name or date and print a specific entry or all entries.

Forget about buying a new diary each year, Memoirs stores up to

5 years. The whole family can use Memoirs, each person can

enter their information and it will be password protected. Memoirs

graphical no fuss interface makes the program easy and fun to

use.

We’re expecting!! Join us in welcoming a new addition to our

family of products

An electronic baby book from the time you find out that you’re

expecting through age 4. Featuring a 9 month term calendar

which advises you of the trimester, symptoms and even displays

beautiful photos to show you how the baby is developing. In

addition, it also contains a family tree, Nanny Application, Shower

Guest List, Shower Registry, Medical Records for Mom and Baby,

Birth Announcements, Family Photo Album, over 2,000 baby

names and their meanings, plus much much more... Coming

Soon, Mother's Little Helper— The School Years.

Memoirs: Retail Price: $34,95

Mother’s Little Helper: Retail Price: $44.95

Due Date: June 1st, 1993

Athena Software, Inc.

986 NE 79th Street Tele; (305) 861-6356

Miami, Florida 33138FAX; (305) 758-1803

Educational CO Home Entertainment H Productivity Tools t

Microsoft Windows^*^ 3.

1

Compatible Products

Circle Reader Service #140
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Explore the depths of Fribbulus Xax Journey through dangerous, yet
in search of your baby sitterl beautiful alien territoryl

The arcade adventure hit of the year!

Aliens Ate My Baby Sitter features
breakthrough graphics technology that
beats anything you've seen before!

Travel through beautiful, but
dangerous alien territory, discovering

weird and wonderful new creatures.

Can you solve the puzzles and locate

the treasure that leads to Molly?

Fantastic animation and breathtaking
music make this fun and exciting

adventure the best In its class.

FormGen Corporation P.O.Box 279 North Andover MA USA 01845-0279 (416)857-4141 (800)263-2390

Discover the secrets of the alien
machinery to aid you in your questi

4-360° VGA Full Screen Smooth "The

Scrolling

4- Original Sound Track and Sound
Effects for Sound Blaster & Adlib

4“ Multiple Play Levels Fun for the "Gi

Whole Family

4- Arcade Quality Action & Cinematic

Sequences

4- Special Challenges for Advanced
Players

Circle Reader Service # 1 47
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“COMPUTER TOOTER®” Pal

T-Shirts

CODE *001 APPLE

«Tex File™” The “Quotations"

CODE 0005 TEX CODE IIIW6 QUOT

ORDER FORM

CODE
«

SIZES

QTY

CHILD

T-SHIRT

$12.95 EA.

ADULT

T-SHIRT

$14,95 EA.

SUB-

TOTALS
Child Adult

S M L M L XL

Ml APPLE

002 FLOPP

003 UFEE

004 HAST

005 TEX

OMQUOT

QTY TOTALS NYS TAX S $

$

ADDRESS

emr/TOWN STATE ZIP

PHflMF

POSTAGE A H
Total* CM

Up 10 S25.M

$50.01 to $75.00

ANDLING

$2.50

$3.50

$5.50

Send check or money order lor the total amount to:

'COMPUTER TOOTER®" Pale, East Market St., P.O. Box 2030, Hyde Park, N.Y. 12538-2034,

Tel. 1-800-358-3646.

EACH CARTOON CHARACTER IS PRINTED IN FULL COLOR. 0 1993. Dr. E.R.L.
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scenes. For example, children can choose a highway picture for

the foreground and mountain peaks for the background. The
computer automatically combines the two images to create a

landscape.

Once the scenery has been selected, children can place

objects on top (more than 500 different objects are available in

several categories). Objects can be edited in several ways,

including changing the skin and clothing color on the child and

adult figures. Objects can be resized, flipped horizontally, and

placed on lop of each other.

Once the scenery is complete, the writing begins. The lower

portion of the screen can contain several lines of text. Kids can

switch between font styles to enliven their publishing efforts.

The entire book can be edited by inserting, deleting, copying,

and swapping pages.

An excellent feature of the program provides proper spelling

for each of the objects in the scene. For example, when a child

is writing a story, he or she can select the object and click on a

spell button. The software inserts the name of the object into

the story.

Integrated music and sound capabilities add life to electronic

storybooks. Books can also be published in traditional fashion,

on paper.

My Own Stories is a powerful learning tool allowing children

to write about their own experiences. The illusti'ations make

wonderful story-starters for reluctant writers, and can help any

youngster with the writing process.

—Gerald Crisci

Ready, Set, Read

There once was a princess who turned to her toy chimpanzee

and jack-in-the-box for help in learning to read. Jack and

Bananas succeeded so well that now they’re applying for

tutoring work on your

home computer. Par-

ents might remember

the pair’s first effort,

called Alphabet

Blocks.

In their latest ap-

pearance, Ready, Set,

Read, this whimsical

teaching team pre-

sents six drill-and-

practice exercises that

sharpen skills in

.sound, letter, and

word recognition,

give practice in alpha-

betizing and rhyming,

and teach syntax. Jack

and Bananas greet

kids right at the start,

in a hallway, in front

of six doors. The as-

piring reader chooses

any door, and the

same begins.

Ready, Set, Read

Price: $49.95

In Brief: Bananas the chimp and his

pal Jack-in-the-Box coach youngsters
through six phonics games.

Requirements: IBM compatible
(386SX or better) with 4MB RAM;
VGA display; hard disk; Windows 3.1

or higher.

Audio Support; Sound Blaster and
compatible sound devices.

For Ages: 4 to 7

Other Versions: Macintosh ($49.95)

Brightstar/Sierra On-Line
P.O. Box 485

Coarsegold, CA 93614
(800) 326-6654

Circle Inquiry #194
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Opcode Interactive"^”
3950 Fabian Way, Suite 100
Palo Alto, CA 94303

ALLIE'S PLAYHOUSE
MAKES LEARNING FUN!
Your Child Will Love Allie's Playhouse.^”

Written in conjunction with a team of educators from both
Kids learn about continents

and how to identify them.

the Montessori and Public School Systems, Allie's Playhouse
adheres to important early learning curriculum guidelines.

IMo more of the old computer "blip" sounds and "robot"

voices Allie's Playhouse fully utilixes multimedia-rich

voices of actual children as narrators and characters, CD
quality music, singing and more

Allie's Playhouse is a comprehensive collection of 16 different

educational activities designed to stimulate young minds, including:

d Math/counting dAlphabet/spelling dAnatomy

dTeilingtime dAstronomy d Problem solving

dGeography d Music and singing dArtand creativity

d Perception skills And much, much more. .

.

ffi'

MiddiiiediuPC.

mine

HISS

the cute little alien friend

who serves as the guide to countless hours of valuable educational activities.

i t
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Each room contains, besides one of the

tutors, a chalkboard, a wall border with

a decorative frieze, game equipment,

and a light switch. Either Jack or Ba-

nanas explains the game, displays the

game pieces, and challenges the children

to click on the appropriate answer.

There’s no fooling around in Banana’s

and Jack’s classes. They pul their stu-

dents to work immediately, and each

exercise is timed.

Within this framework, the program

offers lavish rewards and encourage-

ment. Each correct answer earns praise

and a banana orjack-in-the-box from the

classroom frieze. IncoiTecl or slow re-

sponses cause options to disappear, lim-

iting potential mistakes. Jack and

Bananas are as enthusiastic about the

choice of the last remaining option as

they are about the quickest picks. The

only way to miss out on a reward is to

refuse to answer at all. If that happens,

the program moves to the next problem.

After each right answer, a cartoon fig-

ure trundles across the screen. Eight

right answers, each accompanied by

praise, popping Jacks, zipping bananas,

and cartoon antics, earns a brass band

fanfare, a fireworks display, and an invi-

tation to play again. A click on the light

switch sends kids back to the hallway to

choo.se another game. They can exit by

clicking on the stop sign.

One of the nicest things about this

program is that kids keep most of their

rewards. Once they’ve earned an icon

from the frieze, it’s theirs to play with at

the click of a mouse. The animation re-

wards respond to the child as well,

changing their shapes and antics at the

child’s whim.

This feature compensates for the pro-

gram’s single-minded focus and the ab-

.sence of any free-form discovery

options. Parents, particularly those

whose children have a hearing defi-

ciency, will want to keep the tempo slow

to maximize the amount of time their

children can spend questioning Bananas

and Jack. It is, after all, the program’s

faultless realism in speech that sets

Ready, Set, Read apart from other early

reading programs.

Mayo Clinic’s Family
Health Book

The Mayo Clinic Family Health Book
is a multimedia version of the health

reference book of the same name. But

this isn’t merely a book copied to a CD-
ROM disc. The creators spent quite a bit

of time developing the interface, and

bringing the pictures and sounds into a

seamless reference package. Be pre-

pared to devote quite a bit of time to

exploring the nooks and crannies of this

software behemoth.

As a comprehensive medical index for

the general public, parents can use it for

reference, or let their children use the

fantastic anatomy section to learn about

the human body. The program’s anat-

omy section shows a diagram of a per-

son. A “slider” bar allows the user to

“peel away” layers — from the skin, to

the muscles and organs, to the bones. At

any time, poinl-and-click on a body part

for a detailed description of the part, its

function and its relationship to the body

as a whole.

The Mayo Clinic

Family Health Book

Price: $59.95

In Brief: A multimedia reference to

health and body information, and to first

aid tips.

Requirements: Macintosh with 4MB
RAM; color display; CD-ROM drive;

System 6.0.8 or higher; QuickTime ex-

tensions 1 .5 or higher.

Other Versions: Windows CD-ROM
($59.95)

Interactive Ventures
1380 Corporate Center Curve #305

Eagan. MN 55121
(612) 686-0779
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Most items in the book feature a writ-

ten entry, as well as some combination

of photographs or drawings, QuickTime

movies and audio. As a bonus for chil-

dren, the computer nanaior can read

aloud just about any text, be it a chapter

entry or a picture caption. The narration

is rendered in an easy to under.sland

computer voice. Audio levels do vary

— Virginia Soper

Not Just Another Roll OfThe Dice
HYPER-BACKGAMMON™' is an

exciting, new, fast-paced, CD-ROM game that just

might be the antidote for all those "other" video

games that are turning your kids' brains to mush.

Because, unlike any other game on the market,

HYPER-BACKGAMMON™ was programmed

to calculate over 32 million different playing

scenarios and is accurate to ±1%. Not only

does this make your opponent a formidable

three checker backgammon expert, it can

also teach your kids a thing or two about about

mathematics, probability theory, and risk management!

HYPER-BACKGAMMON^" uses only three playing pieces a side

which makes the game faster, more exciting, and much more fun than original
/ •Ty

backgammon. It also makes it a lot easier for kids (and parents!) to understand

the basic mathematics behind the game, like the probability that double sixes are going to

save them from a crushing defeat, or the odds that doubling the computer will

#
!ead to an unexpected increase in your score. Who knows. ..this game could

actually help improve your kids' interest in mathematics. Heck, they might

even become a World Backgammon champion.

Available at CompUSA and your local soft\\'are store, or call 1'3 10-659-6707.

mm WE SyMi'in lUqiiiremcnts; ‘PC or PS/2 compatible computer, ‘CD-ROM
drive that supports the lSO-9660 standard, 'vich interface card, cable,

and software, •miniinum fi40Kof RAM with 400K available, -DOS 3.1

or later, ‘VGA curd and VGA color monitor.

1C. All riKins reserved, llistnbiiied by KOMTIME, .a dlvisloix of ARCTG, INC. HYPER-

Circle Reader Service #160
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X^cleKeader Service ^62

^ Slieprloeh

The 3dwnh!r0S o1

Take your new CD-ROM drive for an incredible test ride II!

Interactive fiction for the gifted child in us ali, with the DictioPedia NinjaNannica, a
National Ent^uirer for knowledge culled from university libraries, enhanced with video,

music and museum-quality clip art.

. Pouble-5pin Version $69,95 + s/h - requires 486 with 8ME ram & Windows 5.1

110+ Videos & Deiightful Animations !1!

Singie-Spin Version (no video) $34.95 + s/h - requires 386 with 4MB ram & Windows 3.1

Hundreds of things to ciick on ill

Silicon

To order, coll (415) 921-0409
1993 iriTsractive Noveis on the Cor 'piiter
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Children's

Creativity

Software

typefaces
Hot Fonts forCod Kids!

Kid Pix/Kid Works 2

Enhancers

If you like

KID PIX or

KIDWORKS 2,

^ you'll love 'em with

KIDART!

Fa DCS & Mac

For a free brochure or

the ctealer nearest you,

1 call:

" nmaiNG.
Westfield. New Jersey

1-800-374-2614
(In NJ: 9(»-233-9155)’
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from segment to segment, which can be

slightly irritating.

The program's Image Index features a

glossary of medical terms, diseases and

parts of the body. Click on a glossary

item— alhleie'sfoul, heart pacemaker,

vasectomy, for example — and you’ll

clearly see (sometimes grotesque) pic-

tures (or diagrams where appropriate.)

The computer narrator explains what

you're seeing,

The disc also contains a I’irst aid I’efer-

ence; howevei', don’t count on consult-

ing it in a real emergency. By the time

the program loads, the victim is likely to

be long past the need for first aid.

Installing the Macintosh version, re-

viewed here, is fairly simple. For best

results, copy the main program to your

hard disk. The program requires the

QuickTime extensions, but those utili-

ties are not on the CD-ROM itself. Par-

ents can get the extensions, free, from an

on-line service or from an Apple dealer.

No medical reference is without omis-

sions, including this one. For instance,

although there is information about

AIDS, there isn't an illustration of HIV,

the AIDS virus. But even if the Image

Index, which contains a wide variety of

obscure and common ailments, is not

complete, the program as a whole is

genuinely useful for study and reference.

— Kevin Savetz

The Deluxe American
Heritage Dictionary,

3rd Edition

Students—and adult.s—think that us-

ing dictionaries is a pain. The American

Heritage dictionary on disk relieves the

agony of searching for that exact entry.

The program is ideal for high school and

college level work. It should be in any-

one’s computer who writes reports or

has to use the English language inten-

sively for work.

This electronic word database, which

includes Rogel’s 11 Thesaurus, makes it

easy to become an expert wordsmith.

The combination is unbeatable. The pro-

gram makes it cpiick and simple to look

up multiple words, confirm alternate

spellings, read multiple meanings and

find synonyms for each alternative. It

even provides a pronunciation key for

each word.

One very useful feature is WordHun-
ter. It's a reverse dictionary of sorts.

Instead of typing in a word to see its

meaning, type in a dcllnilion to find

words. This is a great way to build an

eager student’s vocabulary. By typing in

two related words with parameters like

“and," “not" or “or." WordHuiUcr will

find other words that have that meaning.

For example, entering trip OR lour will

produce Junket.

SSixi: 03EEI Qia

'CDS]

The Deluxe American Heritage

Dictionary, 3rd Edition

Price: SI 29

In Brief: This on-line reference tool has
more than 200,000 words and a peppy
search engine for alternative spellings,

synonyms and definitions.

Requirements: IBM or compatible
with 4MB RAM; EGA or VGA display;

15MB hard disk space; Windows 3.1 or

higher

Other Versions: A smaller Standard
Edition requires 6MB of hard disk

space. It sells for $59.95.

Star Press/WordStar International

201 Alameda del Prado
P.O. Box 61 13

Novato, CA 94948
(800) 227-5609; (415) 382-8000
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Several other features give this pro-

gram advantages over the print edition.

One is abbreviations. Type in. for exam-

ple. CPU to find its relationship to a

computer. The biographical and geo-

graphical dictionaries are also fantastic

sources. Students just type in a historical

name or place to get an identification.

Curious highschoolers can type in a col-

lege name to get its location. Wild card

searches let students and parents use a

question mark or asterisk for unknown
letters— the program will compile a list

of possible woixls.

Like the excellent print edition, the

computer version includes details about

a word’s Indo-European roots. The De-

luxe Edition also has information on

word etymologies, usage notes, regional

notes, world history and antonyms. The

last word on this dictionary; an excellent

resource for the entire family.

— Jack Germain
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BINARY

Repeal ihe law of gravity! Create your own music video!

Search for the treasures of the Smitli.sonian Museums!. ..

Welcome to the Binary Zoo. The Binary Zoo lives in

every child's imagination. Everyone who dreams about
new ideas, who loves to explore and discover, has a home in the
Binary Zoo. It's a place to play, learn and jusi have fun.

The Binaiy Zoo gives kids innovative tools to explore and expand
their horizons:

Wild Science Arcade is a fascinating program of scientific explo-
ration. While playing a challenging arcade game, kicLs gain hands-on
e.xperience with gravity, mass, friction and other scientific phenomena.

Rock and Bach Studio lets children of all ages learn about music.
Kids compo.se .songs, discover music history and explore hannony,

Circle Reader Service 41

rhythm and sound. Kids can assemble their own band
and make a music video.

Mystery at the Museums brings home the excitement
and discoveiy of the Smithsonian Museums, while

encouraging problem solving and creative thinking. Over 16 games,
puzzles and activities cover a wide variety of topics including art. his-

tory, astronomy and much more.

The be.st way to experience the power of our software is to watch
children as they explore and di.sco\'er with the Binary' Zoo - you'll

see the magic of learning in action.

Available now for IBM' anti 100% compatibles.
Oi^^by.

Binary Zoo 518-298-2740 « .

Box 3210 Champlain NY 12919-3210 DrOOCrDUnO''
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Wayne’s World

I
This is one of the most educalionally

sound, creatively designed computer

programs ever designed

—

not'. The TV
comedy sketch spawned the movie,

which in turn has spawned this computer

game for diehard Wayne and Garth Ians.

True to the sketch and the movie, the

game is an unpredictable odyssey that

doesn't seem to have any rules.

What passes for a plot concerns the

mayor, who is cutting funds for Commu-
nity Access Television. If Wayne

doesn’t get $50,000 in private donations

in three days, his zany TV world will go

off the air forever. Players must help the

duo save their show.

Wayne's VVorW resembles an interac-

tive video arcade. The screens are rec-

reations of scenes from the movie.

Players watch a series of comments and

i
retorts from Wayne and Garth that are

i

spelled out on the screen. To advance to

I

a new panel, players must select the cor-

• rect response.

The game increases in intensity as

' players solve bits and pieces of the puz-

- zle and wind up in more elaborate

mazes. Game sessions can be saved and

And they can be creative, taking players

on flights of fancy. But while some

Wayne and Garth fans will find Wayne's

World truly excellent, the rest of us will

think it’s bogus.

— Jack Germain

Price; $49.95

In Brief: More of a novelty than a crea-

tive adventure game.

Requirements: IBM compatible with

640KB RAM; VGA display; hard disk

with 6MB free space.

Audio Support: Ad Lib, Roland LAPC-

1, Sound Blaster, and compatible de-

vices.

Capstone
7200 Corporate Center Dr.

Suite 500
Miami, FL 33126

(800-468-7226); (305) 591-5900
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reloaded. There is no quick solution, and

very little help.

For an introduction to computer ad-

venture games, there are more compel-

ling programs available. Adventure

games can be educational, as they draw

on creative problem solving techniques.

Autoworks

Auiow'orks is a great way for mechani-

cally inclined kids to explore the auto-

motive world without rolling up their

sleeves and getting their hands covered

with grime. The program isn't limited to

kid.s—parents can also learn about the

inner workings of the family car. too.

And it’s much easier than reading tech-

nical manuals. But. like driving, once

kids gel past the basics they will want

something more.

Annworks is an interactive informa-

tion system that uses text and pictures.

Users work at their own pace. They start

with a full view of an automobile and

work their through its major systems.

The program doesn’t insist on a set se-

quence. Users can start with any part of

the car and move to another as interests

direct.

Wayne's World

EARLY CHILDHOOD
Alpliiit30l lilocks (Win)

Jusi Grnndiiiu ancJ Mo CO-RC
Kid Do5k
Kid Fix

Miokuy'5 1-2-3's

Mickey's AGC's
Millie's Math House
Playiooinvl 1

Putl-Pull Joins Parade
Putl-Piill's Pun Pack
Poadoi Rabbit 1

Ready Pot l.ottors

LAHGUAGE ARTS
Rc:.idiii Rubbil ?.

Reading Adventurus In Oz
Word Attack Rug

MATH
Algcblasler Plus

Island ol Oi Brain

Mental Malh Games
New Math Blaslui Rug
Number Muncheis
Operation Neptune
Super Solvers Outnuinbetud

froasute Cove
rreasure Mathslnrm

GEDGHAPHY
AuloMap USA
Carmen Sandiogo-fimu
Camien SD-USA Slc)/Olx

Cattnun SandiogoWoild Std/DIx

PC Globe
PC USA

FOREIGN LANGUAGE
French AGSisIanl

Fmnch Word lotiure

Gorman AGGistant

Goimnn Word Torture

Learn to Spt«k Spanish CD-ROM

Spanish Word Torture

Word Attack Plus - French
Word Attack Plus • Spanish

CREATIVITY

A-Irain
Mir.iclo Piano leachei

GENERAL LEARNING

Ailhur's Teacliei Trouble CD ROM
Bodyworks
Chemistry Works
Complon's Family Ericyclo CD-ROM
Dinosaur Adventure
Family Tree Maker
Kid Works 2

Mario leaches Typing

Mavis Beacon Teaches 1 ypintj v2.0

Mystery al tlie Musouin
Oregon Trail Dtx

Space Adventure
Timu Riders in American Hisloiy

Tieehouse
Your Personal Trainer SAT

rompadblB PC's Call For Titles Nol LlaledlSollware and Hardware tor IBM Ct

New Attitude 1407 Foothill Blvd., Suite 236 LaVerne, California 91750
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Can you think of a software that is loads of fun, encourages creativity and
produces a useful print-out? Probably not. However, this description does apply
to a new program called CartoonMania.

CartoonMania is an easy to use software that lets you design and write your
own cartoons. It contains a gallery of over 200 pieces of clip art from which you
can choose sceneries, props and characters. The special graphics feature of
CartoonMpia enables the characters to change facial expression and body posture.
To add a dimensional look to your scene, arrange and re-size the characters and
props. Finish off your piece of work by writing your own dialogue. This program
allows you to print your art work or save it as a TIFF, BMP or PCX file.

CartoonMania offers an endless source of entertainment by stimulating the
creative side of both children and adults. Younger kids get a kick out of arranging
and coloring their art work, making their own story or coloring book. Teenagers
and adults will enjoy designing unique letters, greetings, invitations and posters.

CartoonMania requires a PC with DOS 3.0 or
higher, VGA or EGA monitor, and a hard disk. The
suggested retail price is only $39.95. Registered users
will have the opportunity to purchase additional chp
art at extremely reasonable price.

Visit your iocal software deaier today or
cali (904) 483-2934 and mention CODE 20
to receive a speciai discount.

JPlnmnCflff 12505 Pine Glen Drive
vKlliniadUi V Leesburg, FL 34788
Screens taken from a VGA monilor. JemmaSoft and CanoonMania are Uademnrk.s of JemmaSoft

"Our 8tfi grade students tdorougfiCy
^oyecC'working witfi CartoonMania,
They -were aBCe to exjn-ess their
creativity with this software. I am
impresseawith the straightforward
apjrroach of this program, it's ease of
application, anathefinishedprodiict."
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Lunar CommandI
Shareware

i
for Kids!

{ Call today for our FREE

j colorful & animated disk

catalog containing over

800 IBM compatible

I

programs JUST FOR KIDS!

I Or ask for our sample pack

I
Send $6.00 for an HD

t’ 5.25 or 3.5 floppy filled

I with shareware for ages 3-14

I AND a copy of our catalog!

Familyware
PO Box 82747

Tampa, FL 33612

1-800-827-KIDS
1-813-933-6625
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Adventure LearningWare™
presents

Treasure Hunt Math’“
“Treasure Hunt Math is a good example of how

educational software can be downright fun for kids.”

—Shareware Magazine.

“This is a great game, my 6-year old can multiply,

level 2; my 9-year old will actually sit

and do fractions!"—J. Stevenson, MD.

^Includes MathTris™, the addictive,

^ 0 falling-blocks style math game!

Perfect for your kid; makes a thoughtful gift too.

' 0 •Non-stop action game featuring colorful,

animated graphics and sound presents

elementary math for grades 1 through 6.

•Over 1000 math facts covering addition,

subtraction, multiplication, division,

decimals and percents.

•Record keeping to track the student's

progress and identify weak areas.

•A math problem editor to customize or add

to the existing problems; this is a program

your child won't outgrow.

•High score list and printing of certificates.

•School lab packs & site licenses available.

Requires IBM® PC or compatible with EGA or VGA graphics.

Suggested List Price. Now, through this dircci offer

Only $19.95 + $2.95 postage
(California residents add $1.65 sales la.'<)

5-user lab pack S^59fSS, Only S79.95

Order with Visa/MC: (800) 829-5519, 7 days a week.

Fax (408) 224-4455. Inquiries (408) 224-5519.

Or send check or money order to: Adventure LcamingWarc

5667 Snell Ave. #236 San Jose, CA 95123

Our 30 day money back guarantee:

Your complete satisfaclion or your money back.

Circle Reader Service #/.i9

The screen is divided into four iritiin

parts. A picture shows the selected sys-

tem. As each part's name in a list on the

right side of the screen is clicked, a line

jumps to show that part on the picture.

A row of menu options sits atop the

screen. Each menu item offers further

choices. Under this menu row is another

row of icon buttons. Each button selects

another mechanical system.

Autoworks: Key to the

Mechanical Mystery

Price; $69.95

In Brief: Explore the world under the

hood without getting your hands
greasy.

Requirements: IBM and compatibles

with 640KRAM; VGA display; hard

disk.

Software Marketing

9830 South 51st Street

Building A-131
Phoenix, Arizona 85044

(602) 893-3377
Circle Inquiry #198

The program shows each automotive

system in a dual view: profile and over-

head. This makes it easier to view the

car’s working parts in perspective. A
zoom-in button enlarges the picture. As

the user moves the cursor across the

picture, the name of the automotive part

beneath the cui'sor appears at the bottom

of the screen,

Some of the menu items provide brief

historical glimpses of the automotive in-

dustry. Other options provide animated

sequences ofthc car’s working parts and

a game module—essentially a quiz.

The testing portion oi'Aiiloworks is the

most educationally useful, as it rein-

forces knowledge ofear parts. However,

the quiz game is limited to testing mem-

ory—not very challenging. All things

considered, Auioworks is a well-de-

signed program that does what it sets out

to do. Il won’t turn kids into backyard

mechanics or explain the rules of the

road. Tho.se limitations give it a poten-

tially short life span.

— Jack Germain

The moon is a harsh place. There’s no

atmosphere, no water. Harmful solar and

cosmic radiation constantly zaps the sur-

face. Temperature goes from above boil-

ing for two weeks to hundreds ofdegrees

below zero for two more.

But. then again, there's no place like

home. Lunar Command is a computer

simulation that allows kids to manage a

lunar colony. What they don’t bring to

the moon, they have to make.

As base commander of this colony, the

player decides what kinds of buildings

are needed and how many, What labs are

needed for scientific research? What

about manui'acliiring plants? What about

the fuel to power the buildings and Ihe

staff to run ihcm? Where will those peo-

ple live? They can’t exactly park an RV
on the lunar plains.

Lunar Command

Price: $59.95

In Brief: Manage a lunar colony in this

colorful simulation.

Requirements: IBM compatible 386 or

better with 2MB RAM; VGA display;

hard disk.

Audio Support: Sound Blaster or

compatible

Mallard Software

3207 Justin Road
Flower Mound, TX 75028

PHONE TK
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Kids can build houses easily enough.

But what about food? It costs money to

import food—about $3000 a pound. Il

takes money and lime to build a green-

house and grow food. Greenhouses need

water. A player can get that from a min-

ing or manufacturing operation. But that

needs more power. Tradeoffs and plan-

ning are the key to maintaining a lunar

colony—strategic and creative thinking

combined with careful management.

In Lunar Command, kids have to

weigh the checks and balances of man-

agement. Players have 1 0 years ol’ fund-

ing to find the right combination of

buildings, cut expenses, and increase

Piif^e 176
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Help Kids Key Into Computers.
The Computer Learning Foundation.®

We're here to help you.

Kids are the key to America’s future.

And computers are the tools of their

times. By the year 20 1 0, virtually everyjob

in America will require some use of tech-

nology. That means we must prepare all of

our youtli today to take on technology to-

morrow.

Computers benefit children today.

Computers can enhance children’s

learning and unlock their creativity, They
can help children be more productive and

develop better communication skills.

Computers make learning come alive and

create learning experience.s that weren't

possible before. Plus, children love using

computers, so children maintain a positive

attitude toward learning.

The Computer Learning Foundation is

here to help parents and educators

The Computer Learning Foundation is

an international non-profit foundation tak-

ing the lead in computer literacy efforts.

We ai'e here to help parents and educators

with the inibnnation and resources they

need to help our children.

Wc have involved millions in di.scover-

ing the benefits of technology. Our lesson

plan and resource guides help pai'cnts and

educators u.sc technology with children.

Our Computer Learning Month* each Oc-

tober is a focus for thousands ofcommunity

and .school programs. And we award thou-

sands of dollars in technology products

each year in our Computer Learning Month
contests.

The Computer Learning Foundation is

helping schools obtain more computers.

In ournew ComputerLearning DoUar.'T
program, schools* can earn free computers,

software and other technology products by

saving Tetra Pak Tetra aseptic symbols

from fruit, juice, milk and other non-car-

bonated drink boxes and by saving receipts

from North Carolina Office Depot stores.

Write to us today.

We 're here to help you.

Help kids key into computers.

You Won't Believe What You'll Achieve!

For more information, write to:

B
Computer Learning Foundation

P.O. Box 60007, Dept KC
Palo Alto, CA 94306-0007

A vailable only in Massachusetts, New Jersey and North Carolina during the 1993-1994 school year.

The Computer Learning Foundation’ is a non-profit educational foundation funded by corporations.

Corporate Partners: Sega Youth Foundation
Tetra Pak Inc.

Office Depot, Inc.

Corporate Associate: IBM/EduQuest’“

Principal Sponsors;
Kids & Computers
Microsoft Corporation

T.H.E. Journal

MAC Home Journal

Teaching K-8

Curriculum Product News
Media & Methods
Technology & Learning



revenues from kiniir producls and tour-

ism. Lunar citizens can die from mis-

takes. After 10 years, the money

stops—the colony can only survive if it's

self-sufficient.

But managing a static colony isn't the

real challenge. Dealing with the unex-

pected is. A lunar lander crashes. A me-

Environmental
Computer Game
In Recyclemanin you hnlancc between

use and abuse. Action varies with your

habits, easy to difficult. Send $19.95 to:

Handyman Computing- K3, l3ox 91521,

Portland, OR 97291. EGAA'GAPCs.

This easy-lo-use

computer grapltics program

provides drawing and painting

fun for all ages! window.s . . m95
1X)S.

800-451-4871 mac

Call fora

FREE
catalog!

S49.95

S49.95

-Abracadata

iW-i-

mmm
‘achesn

Play and Learn
with a tall^g, dancing dinosaur

named Danid.

CALL •503.645-6760

c^ollwarc Enterprise J!i!nited

P.O.Box91370. Portland. Oregon U.S.A. 97291-1370

PROMOTING SCHOOL READINESS
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leor hits a power plant. A labor strike is

called. The program pi’ovides all the in-

formation needed to make decisions.

Data regarding market conditions,

power use and generation, heal,

budget—all are available in graph or

table form whenever needed. But the

software can't call the shots—that’s up

to the player.

A short, direct u.scr’s manual is com-

plimented by a decent 80-page space

novella. The story lets players see how

things can be done, or ought to be

done—or how things should not be

done. The story is so good one wishes it

were longer.

Limar Command is suited for kids in

middle school and older. And though it's

a simulation now, there may come a time

when kids will need these skills for real.

In the meantime, creative thinking and

strategic planning arc always in demand.

So arc worthwhile computer games.

This is one.

— Larry Krumenaker

Ready for Letters

Make learning letters a fun and mean-

ingj'ul experience for pre-readers and

firsl-lime computer users with this early-

learning program. Readyfor Letters lol-

lows the popular Reader Rabbit to his

grandparents' cottage, where kids join in

six entertaining activities that have been

carefully constructed to develop critical

pre-reading skills.

The program provides a delightful en-

vironment with all the intriguing ele-

ments for learning and exploration.

There are many wonderful surprises

waiting to be unveiled. Clicking the

mouse on anything and everything guar-

antees success. The player is enticed to

explore freely, while learning to identify

objects, letters and shapes by sorting

through or investigating their similari-

ties and differences with respect to color,

pattern, and size.

At the Hoppy Hollow pond, for exam-

ple. children can prompt the animated

animals to pop out of hiding and play

musical instruments (this element is

comparable to a game of hide and seek,

a favorite of this age group).

Inside the collage are five rooms. The

kitchen and the workshop engage the

player in goal-oriented tasks. The child

can help grandma find the ingredients

ncccssai'y to prepare a delicious snack or

Reader Rabbit’s Ready for Letters

Price: $49.95

In Brief: A delightful program that

teaches pre-schoolers to identify ob-

jects, letters and shapes, early lan-

guage skills, and other concepts.

Requirements: IBM compatible with

640K RAM; VGA display; hard disk.

Audio Support: AdLib and Sound
Blaster compatible sound devices.

For Ages: 2 to 5

The Learning Company
6493 Kaiser Dr.

Fremont, CA 94555
(800) 852-2255
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work at grandpa’s workshop matching

shapes and colors. The bedroom engages

the player in a more self-directed goal.

The youngster can decorate the room

with different combination of colors,

patterns and designs. In the bathroom

and the picture parlor, the player is ex-

posed to letters and simple words that

commiinicale abstract relationships and

comparative terms, such as more, less,

between, and beside.

Readyfor Letters is even more fun and

effective when played on a computer

cquip|)ed with an audio card. The sound

effecls and narration exercise the child’s

listening comprehension. Parents inter-

ested in helping their kids develop early

language skills should hop right out to

pick this one up.

— Jasmin Toroussian

rasi' I7H
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Zero’s & One’s u

I

800) 788-2193
^dDfnmaaMdDm GmU
02) 897-2797

®i? IHSIIm = SsWms&isd a|?®§ slh®wm i?M®@ Alcorn Enterprises i

ASTRONOMY
J

Amazine Universe-CDR $49.95
Carmen^an Diego Space Dix. 47.95
Dance of the Planets 129.95
Distant Suns-CDR 83.95
Mars Explorer-CDR 43.95
Mission UFO 24.95
Orbits 29.95

BIOLOGY

Space Adventure $49.95
Animals in Motion-CDR 39.95
Animals MM Encyclopdia-CDR 47.95
Biology 24.95
Body Illustrated 47.95
Bodyworks 29.95
Cuckoo Zoo 3-6 31.95
Mammals (Natinal Geog)-CDR 24.95
San Diego Zoo: AnimaTs-CDR 37.95

FOREIGN LANGUAGES

French-Berlitz-CDR $1 1 9.95
French-Learn to Speak-CDR 49.95
Cerman-Berlitz-CDR 119.95
Italian-Berlitz-CDR 119.95
Play w/Lang German-CDR 29.95
Play w/Lang French-CDR 29.95
Play w/Lang Italian-CDR 29.95
Play w/Lang Japanese-CDR 29.95
Play w/Lang Spanish-CDR 29.95
Spanisn-Berlitz-CDR 1 1 9.95
Spanish-Learn to Speak-CDR 49.95
word Attach Plus-Spanish 29.95

LANGUAGE ARTS

Aesop's Fables-CDR 10-t- $32.95
Annabels Dream-CDR 11-i- 59.95
Berenstn Bears-Letters 3-7 24.95
Don Quixote-CDR 10-t- 32.95
Kid Works 2 2-10 34.95
phonics -

1- (Talks) 5-8 29.95
Play w/Lang-English-CDR 29.95
Read 'N Roll 8-13 29.95
Reader Rabbit 1 2-6 34.95
Reader Rabbit 2 5-8 34.95
Ready for Letters 2-5 34.95
Reading Adventure Oz 2-10 35.95
Midnight Rescue 7-10 29.95
Stickybear Reading 5-8 24.95
Storybook Weaver 5-8 29.95
TalkClassics-CDR 7-11 54.95
Word Attach Plus English 29.95
Word Munchers 6-11 19.95

GRAMVIAR, SPELLING,
WRITING, V0CABUL7\RY

1

Child Write/Pub Center 7-14 $39.95
Grammar Gremlins 8-11 29.95
Mutanoid Word Challenge 7+ 24.95
Spell It Plus 9-Adult 29.95
Spell-A-Saurus 6-13 29.95
Spellbound! 6-12 29.95
Writer Rabbit 7-10 29.95
Word Attack Plus! 9-i- 29.95

GENERAL

Career Opportunities-CDR $34.95
Compser's Quest-CDR 54.95
Crossword Magic 8-t- 31.95
Eagle Eye Mysteries 8-i- 31.95
Fun School; Teddy Bear 4-7 19.95
Greatest Book Col fection-CDR 29.95
Jazz MM History-CDR 54.95
Just Grandma & Me-CDR 38.95
Knowledge Adv. 5-105 39.95
Library of Future 1 st-CDR 59.95
Lost Tribes 8-i- 24.95
Mavis Beacon Typing-CDR 24.95
Mario Teaches Typing-CDR 24.95
Metrognomes (Music) 4-7 29.95
Monarch Notes-CDR 61.95
Mozart-CDR 29.95
Musical Instruments-CDR 54.95
MM Beethoven-CDR 54.95
Mystery at Museums 7-14 34.95
Playroom preschool 29.95
Putt-Putt Joins Parade 2-5 29.95
Reasoning Skills-CDR 57.95
Rock & Bash 7-14 34.95
Rodney's Funscreen 2-5 29.95
Scooter's Magic Castle 5-8 31.95
Shakespeare Mlus Works-CDR 29.95
Thinking Games 2-8 14.95

ELEMENTARY MATH

Berenstn Bears-Count 4-7 $19.95
Clock/Money Works 6-8 19.95
Marketplace 8-14 15.95
Mental Math Games 6-12 35.95
Math Blaster+-NEW 6-1 1 29.95
Math Rabbit-NEW 2-7 29.95
Millie's Math House 2-6 29.95
Mutanoid Math Challenge 7-i- 29.95
Number Munchers 8-i- 19.95
Operation Neptune All Levels 34.95
Path Tactics 5-11 15.95
2nd Math 6-11 29.95
Stickybear Math 6-9 29.95

ADVANCED MATH

Algebra-1 St Year 14-t- $51.95
Alge-Blaster Plus 1 2-»- 29.95
Algebra Plus V.1 13-i- 29.95
Calculus: Prin. 14+ 24.95
Chemistry 24.95
Chemistry Works 41.95
Mastering^Math-CD Rom 129.95
Physics: Trin. 15+ 24.95
What's My Angle (Geom) 12+ 29.95

HISTORY

Atlas US Presidents-CDR $24.95
Desert Storm w/Coalition-CDR 29.95
History of Art/Entrtanment-CDR 29.95
History of Science/Innvtion-CDR 36.95
Knowledge Adventure 8+ 47.95
North Amrican Indans-CDR 1 2+ 34.95
Oregon Trail Deluxe 10+ 35.95
Prsident:Start w/Grge-CDR 14+ 94.95
Time Rdrs Amricn Hstory 10+ 29.95
Time Treks 9+ 34.95
1 2 Roads to Gttysbrg-CDR 1 2+ 46.95
US History-CDR 37.95
Sports Adventure All Levels 47.95
LJSA War:Civil War-CDR 12+ 51.95

GEOGRAPHY

American Vista-CD Rom 10+ $47.95
Automap 11+ 54.95
Bushbuck Glbal Trsure Hunt 1 2+ 24.95
Crmn San Diego;Ameri Past 1 1 + 34.95
Crmn San Diego:World Dix 10+ 47.95
Crmn San Diego;USA Dix 9+ 47.95
PC Globe 5.0 12+ 41.95
PC USA 2.0 12+ 32.95
World Vista-CDR 10+ 47.95

REFERENCE WORKS

Compton Intrctive Encyc-CDR $249.95
" " Upgrade-CDR 99.95
Encarta MM Encyco-CDR 244.95
Macmillan's child. Dict.-CDR 31.95
Reference Library-CDR 37.95

ALL IBM COMPATIBLE
ZERO'S & ONE'S 3315 EAST RUSSELL RD. SUITE H- 177 LAS VEGAS, NV 89 1 20
ORDER: 800-788-2193 FAX: 702-897-1571 TECH/INFO: 702-897-2797
Prices and availability subject to change. All sales final. We do not guarantee compatibility. All sollware is factory fresh and unopened. We are not responsible for

manufacturers defects. Contact publisher regarding detects. Shipping: tst game $5; add’l games add $1 each in Continental US. 2nd Day Air S6 1st game: add1 -

games add $1 each in Conlinental US. COD add $4.50. All prices are US Dollars. WE ACCEPT MASTERCARD AND VISA.



Review

by Neil Harris

Neil Harris is aformer editor ofthe iti-house

magazine, Atari Explorer. In this article, he

tahesQQ'^ readers back to the days when Atari

ruled the coin-op world via Microsoft’s latest

package ofentertainment titles.

M icrosoftArcade is quire a trip down
memory lane. Microsoft has

turned five classic Atari quarter-

suckers from days of arcades past into amaz-

ingly faithful Windows renditions. Missile

Command., Asteroids, Coitipede, Tempest and

Battlezo)ie ingested billions of quarters in

their heyday, and it’s hard to imagine that any

gamer over 25 years old doesn’t remember at

least one of these games fondly,

Memories can be deceiving, though, ’rhere

is nothing inherently wrong with these

games, taken in context. Unfortunately, their

context is 1980, not today, and the accurate

port from arcades of yore onto my modern

system left me feeling displaced in

time. To a great extent, these games have been

made obsolete by technology. Yet, as one of

the CCrll^editors said, playing them today is

like watching reruns of your favorite old sit-

coms on Nickelodeon: they may be corny and

technologically inferior, but they also have a

somewhat perverse pleasure to offer.

For this reason, the package will sell like

mad. I am convinced chat there is

a huge audience ofplayers for these

games, just like there was for the

series of Microsoft Entertainment

/^rrcX’rthat preceded them. It’s hard

to imagine, though, that the read-

ers of CCU^are the intended audi-

ence. We might be altogether too

jaded to appreciate the experience.

And Battlezone Begat

Spectre...

Bnttlezotie was my personal fa-

vorite in this batch. It w.as one of

the great vector graphic arcade ma-

chines, with wire-frame tanks and

UFOs rendered in bright mono-

chrome. it was the first game I

fired up in this package. Yes, it certainly is

Battlezone. 1'he sound effects, the play action,

ever)'thing is nearly identical to my memories

ofthe original. It’s possible to quibble that it’s

a bit harder in the computer ver-

sion to avoid oncoming missiles,

but that could be a mistake in my
recollections and not a design mis-

cue.

The thing is, it's been done bet-

ter since. You would ex-

pect that. In these days of

high-speed 486s with

digital stereo sound and

super VGA graphics,

simulating vector graph-

ics and one channel sound

is a bit strange. People

who like this kind ofgame

have no doubt graduated

to games like Spectre by

now.

If It Moves, Kill It

Tejnpest'N-as the hardest game in the pack

to get u,sed to. The original arcade machines

iKsed a controller that included a round knob

that spun freely, allowing the player to posi-

tion shots around the perimeter ofthe screen.

Micro,soft’s designers use the mouse to simu-

late this. Moving the mouse side to side posi-

tions shots clockwise or counterclockwise

around the playing field. 1 found a trackball

ro make this a bit easier, and eventually 1 had

better luck with the computer version.

Missile Commands the game that holds up

the best our of the batch. It adapts naturally

to mouse or trackball control. I'hrcc keys on

Missile Command: Nuclear holocausl for (he entire family.

Microsoft Arcade

TITLE;

PRICE:
SYSTEM:
REQUIREMENTS;

PROTECTION:
DEVELOPER:
PUBLISHER:

Microwll Ar< .iclo

$10.95
IBM wilii Wiiidijws 3.1

3B(>SX-20MH/ or hflltir,

2Mli RAM, VGA lir.ipliics,

mouse
Mono
Dim.) P,)vlovi.ky

Mirrosofl Corpor.ilion

Ri'(,lmo/i(l. C‘A

18001426-9300

idihir

-O

M'
:

o ' I’:

Asteroids: That graphic and sound extravaganza.
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Experience the chilling reality

of22nd century Earth

meHeechee ruhxJ

San Francisco 2112 A.dWIMWi

Battle murderous robots, car-

nivorous dinosaurs and spear-

carrying humanoids

Based on Frederik Pohl's Hugo and Nebula award-winning Heechee saga. Rescue a prospector marooned
in a robot-controlled Heechee
starship

Escape a frozen planet where
crystalline beings metat>bllze

electricity
• I

' •

"

Cross the event horizon and
explore the Heechee planets

hidden in the Core ofa mas-
sive black hole
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Conlipecle: The yame on the market.

IJaltk'zone: Can it be tlie same without the view-sc:o|)e?

the keyboard replace the firing buttons for the

three bases. I've seen a number of shareware

knockoffs of this game over the years, but this

adaptation works considerably better.

What Happened to the Dinosaurs?

Asteroids is the oldest arcade game in this

hatch, and it shows. There is not much to it.

The strategy for racking up points is to shoot

all the asteroids until there is only one small

fragment remaining, then avoid it while

shooting the Hying saucers. This makes for a

high scoring but ultimately dull game. Out of

all the games in the pack, this one held the

least play valtie. Perhaps there is a reason why

the dinosaurs died out.

finally, there is Centipede. I was never very

good at this game. Perhaps it’s because I never

properly studied it. Most of the very best

game strateg)’ tips back in those days came

from a t)'pical arcade denizen, ten years old

or so, with very short neive pathways whicli

yielded blindingly fast reflexes. (Surely the

little punks couldn’t have any other advan-

tages.) With Centipede, I never found any-

thing that worked.

Help for the Hopeless

Microsoft’s “flelp” system for

Windows came to the rescue. Accu-

mulating the lost lore of those same

ten-year-olds (doubtless now slaving

away on a campus in Redmond,

WA), there is much game strategy

wisdom available for the touch of a

function key. Reading through the

help file for this game resulted in

markedly improved scores.

After discovering this mother lode,

it became clear that this is a major

feature for this game pack. All the

games are loaded with tips that reveal

the most important tactics for each.

Another nice touch is the “boss

key,” which minimizes the game by

simply hitring escape—although ex-

plaining why that spreadsheet was

generating all those strange noises is

an exercise left for the player (maybe

it was the musical spreadsheet in-

vented by a character in a Douglas

Adams’ novel?). All the games offer

the player a number of customizing

options. Adjust the num-

ber of lives, remove dis-

plays that slow down each

game, and speed up or

slowdown play according

to taste.

Overall, the implementations of

these arcade chestnuts is nearly

flawless. They play with the right

speed even rtmning inside Whi-

dows, althotigh it’s a bit prettier

playing without them. The design

work in adapting the original con-

trollers to the mouse and keyboard

is well-considered.

They figured our all the rules fast enough.

They just didn’t .sec the point. The conclu-

sion is that the only people who will go for

this package arc tho.se of us who were part of

the original arcade era, particularly those who
didn’t keep up with the state of the art. It's

kind of like my sister-in-law who still buys

Simon and Garfunkel records, even though

they’re on CD now.

Tempest: One of Shakespeare's classic clesis;ns. Software for the Nineties?

After taking a good look at all

five games, I wondered if this

wasn’t just a generation gap issue.

I'm a lot grayer now than I was

when the.se games were created the

first time around. Maybe it’s just

that 1 don't like this kind ofgame

any more. So, as an experiment, 1

brought in a panel of experts, my
two children, ages ten and seven. I

know their nerve pathways arc just

right for the.se, and I’ve seen them

glom onto the latest video games

to the point where 1 had to beg to

get the computer back.

They didn’t get it.

Pkiying ,1.1 Arcitle g,,me over .1 s|yc.itlsl,L-M
,

,

; , ,
. j

allows tor emergency exits. •'

stand how the games worked.

Jurassic Park-Ware

I predict that this package will be an instant

best seller. In a way that’s a shame, rhis is

almost an example ofJurassic P/rr^-ware. The
programmers have managed to recreate the

dinosaurs in all their original glory.

Like the lizards on the page and silver

screen, these games arc out of their own time.

1 have to think that there is a lot more game

play available on the market today. What
might be nice is to apply the awesome brain

power that went into porting these old games

toward bringing ihem up to date. I’d like to

see more than ''museum-ware." I’d like to see

Battlezone /Pi^-^with texture-mapped graph-

ics, UFOs swooping down and kidnapping

our women! Wotildn’t that be something to

see? CGw
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The Ultimate in Classicai

Fantasy Roie-Playing...

Help save a richly detailed land

ftoni self-destruction. Unite the

people of this hncient land and
together you can defeat the evil

horde that Is gathering...

growing... waiting...

Animated and detailed VGA graphics

3D lirst person" view of dam dnogeons
and musty towers
Turn based overhead tactical combat
Original musical compositions and sound

effects to get your heart pounding!

Open ended non-linear game play

^ht disciples to control and develop

Over a hundred quests to complete
Conquer towns and cities, tai the people

and raise vast armies.

Available for IBM PC and compatibles
(VGA, 803B6 or better. 2 MB of
Ram or more, sound support for
Sound Blaster and compatibles.)

emreerAtNheNr

1 37 WesI Bay Area Webster, TX 77598
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l/ankee

th's

by Johnny L. Wilson

When I left New York, it was early

evening. When 1 arrived in Lon-

don, it was early morning. Yet, 1

had experienced more chan a time change and

adoseofjetlagin chat Atlantic crossing; I had

crossed a cultural divide. All my life I had

simply viewed the British (little realizing how
artificial that term sounds to those ofEnglish,

Scottish and Irish ancestry) as an acculcurated

amalgam of proto-American culture. Upon
arriving in England, 1 soon discovered that

even with the similarity in language, it was a

foreign country.

At first, I was amused by the minor differ-

ences between the U.S. and England. How
quaint that we drive on opposite sides of the

road! How marvelous chat buildings from the

l6th century stand amidst those of the 20th

century! How neat to see a pub on every

corner! How delightful to read the names of

the traditional villages which make up met-

ropolitan London! How superb to be passed

by those double-decker buses!

Then 1 was struck by the presence of news

agents everywhere I turned. The English (as

the Irish and Scottish) must be a voracious

nation ofreaders. Alas, as I began to read their

newspapers and periodicals, a reality sud-

denly struck me. There seem to be more

English magazines and newspapers per capita

than there are in the States. Within those

English magazines and newspapers, there

tend to be mote and shorter stories chan in

those in the States, and they tend to be filled

with lots more pictures. What does that im-

ply? To me it suggests that the English read a

lot of stories on a lot of subjects, but they

don’t require a lot of information. While this

may be a generalization, it is important for

this discussion, and relevant in terms ofcom-

puter games. It explains, in part, some of the

features of European sof tware in general.

Can You Spell PlethorcR

There is more energy in the European com-

puter game community than in the U.S. in-

dustry. Employees tend to be younger and

more enthusiastic about their products than

their counterparts over here. There seem to

be more titles available per company, and

each stand (their term for show booth) tends

to be more concentrated in terms of people

and product than the equivalent booth at

the evil AI’s robots before the whole robotic

population can run amok. There is some nice

table-based A1 in the game, and there are

some awesome cinematic sequences leading

to the main game play. Alas, the game play is

the same horizontal scrolling “beat-’em-up”

we’ve seen a thousand times before. Rise ofthe

Robots is for 486s with 4MB only. A VGA
CES.

The European Community offers US companies many
Windows of opportunity.

Why? It appears that the Euto-

pean community wants more

games on more subjects, regardless

of how engaging the games may be

over the long haul. Further, it ap-

pears that the European game

player wants all the flash and tech-

nological sizzle up front. That’s

why U.S. game players often get the

feeling that European games are

unfinished. So, as a result, Euro-

pean games tend to be heavy on

action sequences (the easiest kind

of game play to implement),

graphic sizzle (the latest technologi-

cal gee whiz, regardless of whether

it actually fits the game or not), and features

upon features (whether they do anything for

overall game play or not). With these reserva-

tions in mind and my personal bias on the

record, here is a Yank’s-eye view of ECTS.

Graphic Sizzle

Mirage is a company that has no presence

in the U.S., as yet. Since they have a pending

distribution deal in the works, I was delighted

to take a look at their upcomingSVGA game.

Rise ofthe Robots. Anyonewho followsjapani-

mation in the least would get chills just look-

ing at the 3-D Studio robots they rendered for

this game, and this is combined with three-

dimensional rooms and tunnels which were

constructed by an interior designer. In the

game’s background story, a robotics con-

struction plant has been taken over by an AI

gone awry, and the player’s job is to deactivate

version will be available for 386 owners, as

well as a 32-coIor version for Amiga owners.

Ocean is a company that is well-known in

the U.S. Their latest stateside venture is to

bundle a Jurassic Park arcade game with

Packard Bell’s new line of 486-based com-

puters. Graphically, their most impressive

product at ECTS was an arcade game called

2000 AD. The game comes complete with

the graphic novel upon which the characters

and universe are based. Game play looked

typical for a “shooter,” but the game features

very impressive animation with full-screen

figures.

Coktel Vision, the French publisher, un-

veiled three products at ECTS. Two of the

three were graphically intense. Inca 2, the

sequel to their original action/adventure,

promises different-looking cockpits and tex-

ture-mapped vessels, more cut scenes, Return

Page 184 Compuier Gaining World



Today's Hottest Comic
Books On CD-ROM!
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Availabte at Babbage's, Best Buy, CompUSA,

Computer City, Egghead Software, Electronics

Boutique, Software Etc., and other fine retailers.
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A special segment gives

you a behind-the-scenes

look at the making of

CD-ROMIX!

COLLECT ALL OF
THESE EXCITING
CD-ROMIX! TITLES!

• PRIME'"#!

• HARDCASE'"#1
• FREEX”#!

Available for DOS MPC CD-ROM

MALIBU COMICS^**, ULTRAVERSE^** and all

ULTRAVERSE characters are trademarks of

I

and copyright 0 1 993 Malibu Comics

Entertainment Inc.

CO-ROMIXt™ C 1993
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EA draws a rowdy crowd witli their latest 'footsy' game.

to Zork Style video-overlays with synchro-

nized speech, and four or five new ctiltures to

enrich the scenarios, hiai 2 lecls much more

like Wing Cornmiuider iW.m the original and

features many more weapons chan the origi-

nal game.

"I'he other Coktel Vision game is Lost hi

Time. Published as two separate games in

France, the game will come to the U.S. as one

game. Interestingly enough, the game lea-

tures three completely different graphic

looks. In the first part ol the game (set in

1 840), the female protagonist is trapped on a

ship which features 3-D first-person polygon-

filled graphics that look vaguely like Alone in

the Dark. The next phase of the game, how-

ever, is presented as taking place in the mod-

ern era. All of the graphics arc digitized

photographs and video clips (inset movies).

Finally, there is an island sequence which was

drawn by a well-known French cartoonist.

The company says they chose those graphics

to suggest a dream-like state. To American

audiences, this will no doubt seem schizo-

phrenic. To European audiences, this may

well serve to provide some of the graphic

variety and frenetic pace they seem to like in

both their printed and digitized media.

Finally, Electronic Arts used the show as an

opportunity to show offsome of its affiliates’

CAPECOD Connection
YOUR SOURCE FOR

w- Competitively priced used & new entertainment

software. A Consignment Shop through which

you can sell your used software - call 1-508-457-

0738 for info or a used software for SALE listingl

Tabletop war & role playing games & sports apparel

FIVE (5) years of good, reliable & honest

customer service.

S&H flat $5 in cont. U.S. Other areas adjusted axording to

actual weight Defective replacement only; sales final.

Overseas dealers welcome!

21 PLEASAM VIEW AVENUE FALMOUTH, MA 02540

24Hr Ordering 1-800-729-6733

Info 1-508-457-0738
Fax 1-508-457-4558

wares (Three-Slxcy Pacific and

Origin, in particular), as well as a

new data disk for Bullfrog’s Syndi-

cate, and a work in progress that

will present an entirely different

look for Bullfrog, essentially mov-

ing from the dark future of Syndi-

cate to a light, frothy world of

sweetness and light.

Action Reaction

Action games still rule the roost

in Europe. In addition to those

mentioned above with regard to

graphics, there are numerous action

titles being released. Electronic

Arts unveiled its entry into the

footsy sweepstakes with a large-screen display

of its licensed soccer game, and U.S. Gold

announced its Winter Olympics They

will definitely publish it world-wide on the

Amiga and the Atari ST, but a computer

manufacturer may actually bundle the DOS
version in the States. Accolade used ECTS as

an opportunity to unveil their line of sports

games, including Brett Hull Hockey and Speed

Racer X.0 the European audience.

In addition, U.S. Gold has high hopes for

Imagltek’s new Evolution: Lost In Time, an

IBM- and Amiga-ba.scd ac-

tion/puzzler in The Humansux-

dition. 'I'heir biggest action hit

may well be Raider, however.

I'his is a coin-op conversion of

a flying game where player-pi-

lots simply shoot everything in

sight. Not only was this a popu-

lar coin-op in Europe, hut the

company is hedging its bets by

putting an editor in the pro-

gram so that computer gamers

can build their own levels.

On a more sophisticated level,

Ocean was touting their up-

coming TFXasa real flight sim.

1 was skeptical at first, believing

that the company was only in-

terested in doing simple arcade

games. I was pleasantly surprised to discover

that the gamer can choose bersveen three

difficulty levels: arcade, realistic and military

specification (based on the Eumfighter 2000

specs). The latter even requires an intricate

mid-air refueling routine and offers a U.N.

Commander campaign game where each suc-

cessful mission makes the successive one eas-

ier, and vice-versa.

Digital Integration, developers of Spec-

trum HoIoByte’s Tornado, displayed their

Merlin Challenge, a helicopter landing simu-

lation that was originally programmed as a

recruiting cool for the Royal Navy and may
end up being a value-added feature on Tor-

nado CD-ROM. It’s too .short to be released

as a boxed game, but it is extremely interest-

ing nonetheless. More importantly, however,

the company was displaying Operation Desert

Storm, an add-on war zone for I ornado with

difFcreiu graphics to reflect different terrain,

architecture and vehicles than chose in the

original product.

Gametck plans to unveil Valkyrie in the

U.S. next year, a chopper simulation from

Don Hall {Fokker Triplant), as well as both

an Air Warrior II x\nd a new Air Waniorhot

World War I aficionados. Of course, it will

come as no great surpri.se chat Microsoft was

touting their Flight Simulator 5 and Activi-

sion was demonstrating its upcoming 1994

release, MechWarrior II. Both of these have

already been discussed in CGW and were

receiving an excellent response in Europe.

Feature This

Finally, the most hotly contested field of

battle in Europe is expected to be the hybrid

space pilot/merchaiu/pirate/mercenary

genre. Not only was Origin demonstrating

their just-released Privateer, but MicroProse

UK unveiled Starlordxwd Ganietelc displayed

Elite II. Both the former and latter

are primarily arcade games with

an economic/role-piaying wrap-

ping. Starlord is based on Mike

Singleton’s Play-By-Mail game of

the same name. It can be played

as a pure strategy game as the

player strives to become John

Gotti in space, or as an arcade

game with a strategy wrapping. It

has a host of features that appear

to be user-customizable (gender,

rank, difficulty, star system, facial

appearance, etc.), but we are not

positive how much they affect the

game play. Appearance wise, it

looks like sim graphics in a strat-

egy game.

Are We Cosmo, Yet?

All in all, attending ECTS provided a more

cosmopolitan perspective for me. 1 learned by

sight and sound what 1 had been told by

dozens: Europe and the U.S. arc different

markers. I discovered partly why their games

tend not to appeal as much to me: European

gamers want a short passionate fling with a

game, while U.S. gamers tend to want a sat-

isfying long-term relationship. I’m glad we
have the cross-pollination, though. I can’t

help but feel that this industry would be a

poorer environment without Populous, Alone

in the Dark and Lemmings, cgw
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YOU UlOUGHr You LOVED
CoMPUiER Games. Bur...

Draw pictures of characters, monsters, and scenes by creating picture blocks.

Empower Picture Blocks Import Graphics Animate Monsters

uim YOU wriH game-maker;
YOirVE ONLY BEEN PLAMG AROUND.

Create action adventure games, as \A/ild and unique as your

imagination. With Game*Maker’s game design tools, you
can design 256 color VGA computer games \A/ithout

programming.

y Design unlimited numbers of animated monsters and good guys,

y Animated characters walk, run, fly, hop. pop from scene to scene,

y Design PC sounds or use SB compatibie sound clips,

y Play Sound Blaster compatible music,

y Characters respond to joystick or keyboard,

y Full screen scrolling scenes

y Design multi-level professional quality games.

Mouse driven and graphics based, GAME'MAKER is

Computer Aided Game Design at its best. Is a game too

easy? increase the speed. Too boring? Add danger, sounds,
and monsters. Too plain? Dress up the graphics, add
animation. Too short? Add new ieveis.

GAME'MAKER inciudes iots of extras: hundreds of picfures,

monsters, objects, good gals and guys, and detailed scenes
and worlds. Use or modify these extras in creating your
own games. Plus you’ll enjoy the sample games includ-

ed with GAME-MAKER.

Available at your local retailer

or from:

KD SOFTWARE
Great Falls Avenue, Box 448

Rochester, NH 03867

VISA/WIC Orders: 1-800-533-6772
Call Toll Free for latest price.

Information: 603-332-81 64 FAX: 603-332-81 25

Caii the Frontline BBS 207-967-061 8 and download

games created by Game-Maker.

Game»Maker requires an IBM AT compatible 386 or better, with a color VGA monitor
and mouse. Joystick optional. GAME»MAKER is designed and produced by Recreational

Software Designs.
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of The Patrician could have been fairly easily

avoided, but as the design stands it is difficult

to become immersed in the setting and in the

game as a whole.

As you sail the seven seas, pirate attacks can

occur and are resolved using a simplistic ar-

cade-like game. This combat feature looks as

il it has been inserted as an afterthought and

does little to add to the game.

The trading is on the mundane side and,

although the political machinations are in-

itially interesting, they do start to wear thin.

The long term appeal of this game, except to

bank managers and chartered accountants, is

therefore questionable. To put it in the ver-

nacular of the time, thou willst not findst ye

a medieval Civilization herewith.

Sometimes in this column, European com-

puter leisure software is criticized as being

parochial—too British or too French in out-

look and approach. The Patrician is an inter-

esting game that is challenging could be

considered as too Germanic in appearance,

perhaps needing a bit of British innovation,

some French savoir faire, or maybe some

Stateside polish. It is nonetheless refreshing

to see quality output from Germany, and this

is surely a sign of things to come.

Back in blighty, that lot at Impressions is

at it again; each month this prolific software

company seems to release yet another new or

upgraded product. Now its ever growing

product list is swollen with a raft ofnew titles:

an enhanced version of Airbucks. Caesar De-

luxe, and newcomers in Detivit and Global

Domination. Caesar Deluxe is a full blown

re-write of their well-received Roman strategy

game and now boasts detailed on-line help

Impressions' Detroit

and many other features to improve presen-

tation and smooth out the learning curve.

Detroit is a 100 year simulation in which

you design and build the car of your dreams.

You have to handle all the decisions from

designing the vehicle to recruiting a work

force, and then to site, build and manage the

factories and assembly lines. The aim is to

A t the recent CES show in Chicago,

Guido Henkel, German designer of

Realms ofArhania, was asked about

the apparent lack ol good games from Ger-

man authors. Guido responded by saying that

there were some quality games, but that most

never make it outside of the countr)^ He also

forecast that this was about to change. A
couple of weeks later, and almost before you

could say “Brandenburg Gate,” a plain brown

your way to a successful and profitable finan-

cial empire.

Wealth is only part of the story—social

status was all in Medieval Europe. The May-

ordom of your town and, ultimately, the

position of Alderman ol the League are your

real goals. In the best European tradition of

the time, this involves well-publicized dona-

tions, less overt bribes, arranged marriages,

and all manner of methodolog)' in the pure

and total pursuit ofabsolute power. This

means clashes with the church, despotic

kings, decaying kingdoms and a creaking

class system. The Patrician is not a game

for those who are averse to compromis-

ing high moral ideals. All is fair in love

and computer strategy games; blackmail,

greed, corruption are all stock in trade

with the occasional clash of force.

The Palrician from Daze Marketing

envelope arrived with a brand new game from

the Fatherland.

The Patrician from Daze Marketing is set

in 15th century Germany and is a detailed

maritime trading game based on the Hanse-

atic League. This League was a medieval fore-

runner of the present day Common Market

(but without wine lakes, butter mountains, or

an Exchange Rate Mechanism), and its activi-

ties stretched across Northern Europe. The

League was a group of highly organized and

forward-looking traders who substantially

controlled all international trading in the

Middle Ages. In The Patrician, you take your

place as a member of this social elite, albeit as

a lowly merchant. You begin with a single

small ship and little money, and must trade

The core of the game is successful

trading, and you visit ports all over

the medieval world. The gaming in-

terface is srraightfoiward. Unfortu-

nately, every town looks exactly the

same and has the same three main

locations. The shipyard repairs and

builds ships, the town square is the po-

litical center, and the waterfront is where

business is conducted. In the latter, you

can buy and sell cargo, pay the crew, and

initiate voyages. These three areas con-

tain shops, inns and provisioners which

may be visited on a regular basis. Unfor-

tunately, the shipyard in London looks iden-

tical to its counterpart in Novgorod and the

Inn looks pretty familiar as well. This same-

ness is a real hindrance to the atmosphere and

pace of the game. In this time period, these

ports were teeming, vibrant dynamos of eco-

nomic and social activity, each with its own
character and identity. Flic generic approach
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CoTibine Star Wars characters with one

of the oldest strategy games in the world

and you get The Software Toolworks'

Strtr Wars Chess -

the most thrilling

animated chess

game in the galaxy!

Relive battles

between the Rebel

Alliance and the evil Empire through

astounding original artwork and a powerful

chess program.

It's like making your own Star Wars movie on

a chesskoardl Through dazzling animation,

Leia, Luke, C-3PO, Darth Vaderand other

characters you love come to life in brilliant

3-D sequences. Up to 72 unique capture

moves and authentic Star Wars music and

sound effects make this a chess program

like no other in the universe.

it's your turn

to pit yourself

against the

Dark Side...

and may

the Force

be with ijoul

For the dealer nearest you or to buy, call

1 -800-234-3088
Till; .SOFTWARE TOOLWORKS “.STAR WARS "CHESS game copyrig))! & IDW LutasArls Enienaitiineni Oimpiiny. All Righb Rcberved, Used Under Aulliori/alion. STAR WARS is a regislercd imdcmark of Luca^film l.ld. Underlying

compulereode© 11)93 The Sol'lftareToolworl;';. Ine. All Righib Reserved. The Siiflware Toolworks is a regislered iradeimrk of The Software Toolworks, Ine. IBM is a registered trademark of international Business Machines Corporuliuii.
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CREDIT: WIDE WORLD PHOTOS

The
mind’s eye
is never

biind.

It burns brightly for account

executive John Moore, who

writes marketing proposals on

his computer, reads his

favorite novels on talking

books, and refinishes furniture

in his spare time.

Help other blind and visually

impaired persons lead

fulfilling lives. Support the
American Foundation for the

Blind’s education and
literacy initiatives today.

Call1-800-AFB-LIND.
In New York,

call (212) 620-2147.

successfully produce and market your own

automotive masterpiece. Starting in 1 908

you have until 2008 to invest in research and

technology, decide on advertising, open up

sales ofRces, diversify your product range

with sports cars, sedans and trucks. Denvit

should allow competitive play from three hu-

man or computer opponents and may sup-

port modem play. This sounds like a

compulsory purchase (or all major auto in-

dustry executives and amateur auto-philes.

Impressions' Global Domination

Global Domination is not a home knitting

program, but a strategy wargame similar to

the boardgame Risk Adopting the simple but

appealing approach of that classic game.

Global Domination can be played at one of

two levels. At the easiest level, play is basically

“strategic” with large scale units moved by the

players, but all combat and calculations being

resolved by the computer.

At the second level, rhe more demanding

warlords can decide to be involved at a tactical

level. When combat occurs, players can then

zoom into the particular battlefields and

command their forces in smaller units and in

real time. This macro/micro approach is a

very much simplified version of the system

used by Impressions in Caesar/Cohort H, and

if correctly implemented could have a wide

appeal. Additional features include having to

defend key installations and resources, plus

possible modem support.

Global Domination will nor be limited to

just one globe. A random planet generator

will provide an infinite number of brave new

worlds for conquest, and some of the ready-

made ones will allow you to take on the

mantle of famous world conquerors from the

past. GlobalDomination'N\\\ have a combina-

tion ofstrong graphics and full sound effects,

and should be launching its first strike as you

read this.

Speaking ofwar, even though D-Day was a

memorable event, I’utura’s recently released

English version of their D-Day game will

probably cross the stage of history without a

mcjicion. That is, it will pass without men-

tion unless it is held up as a classic example of

how not lo produce a game. D-Day divided

into segments, the first of which lets you give

orders to your invasion force on a campaign

level, and the second leads you into crude

simulations ofvarious parts of the subsequent

action. The modules arc a B-17 bomber, a

M-4 Sherman tank, and a paratroop drop

simulation, and a stick-men platoon arcade

game.

Each of the simulations looks vet)' dated,

with the tank one being about the best of the

lot. The paradrop module is extremely tacky

and should not be shown to anyone who
wears, or who knows somebody who wears, a

red or green beret. The product as a whole

looks as if it wouldn’t have been out of place

in 1944, and consists of a series ofsub-games

that are supposed to give a flavor of rhe

complicated multi-service nature of the larg-

est sea-borne invasion. All it reallv does is

leave a pretty bad taste in the mouth. It is

definitely one to be avoided if it should hap-

pen to make the transatlantic crossing, but

with a bit of luck the container ship will be

torpedoed by a rogue U-boat in transit.

Futura's D-Day

rhe above games and any of the other

games mentioned in past columns can be

obtained from:

Computer Gaming World

(not affiliated with CGW magazine)

318 Kensington, Liverpool, England,

L7 OEY. Tel: 01 144-51-263-6306

Strategic Plus Software

28 D&E The Courtyard, High Street,

Hampton Hill, Middlesex, TW12 Il’D

Tel: 01144-81-977-8088, Fax 01 144-

81-977-4822, or on CompuServe on

1000014,3466

Robin Matthews can be contacted on

CompuServe at 76004,3456. cgw
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‘‘16-BitSound
Explosion!”

Ever3rthing is Crystal Clear!

l^nrth shaking, bone rauiing, crystal cracking 16-bit

44. 1 KHz stereo audio, krom sonic booms as you

devour Mach I
,
to the hottest guitar licks that rock

the house, Aztech Labs delivers, and delivers BIG:

The Sound Galaxy NX Fro 1 6 audio card leads the

multimedia revolution with the widest sound stan-

dard compatibility in the market today. Bundled

with the finest multimedia and business audio solt-

warc, headphones, and a microphone, buy Sound

Galaxy, and get the most flexible, compatible, and

affordable sound performance available foryourPCi

The Compatibility Advantage!

Aztech's Sound Galaxy NX Pro (6 audio card owns

the compatibility advantage. Only Sound Galaxy is

compatible with Microsoft Windows Sound System,

Sound Blaster PRO, AdLib, Covox Speech Thing and

Disney Sound Source. And only

Sound Galaxy gives you the

widest choice of CD-ROM
interfaces, and a SCSI and

Wave-Table Synthesis upgrade.

Aztech products give

Lookfoi ihc .S'uiipiiJ tiiiJiay

NXlho itiiuiilhuir.lat

yoiir loL.il JfiiJfr W.iy'

you greater software and CD-ROM
drive compatibility than cither Creative

Labs or Media Vision! Aztech Labs

opens your window to the multimedia

revolution like no one else can!

Your Multimedia Leader!

With over 700,000 boards shipped, a

strong commitment to R & D, and a

host of exciting products scheduled

(or release, Aztech Labs leads the

Multimedia industry into the future.

Sound Galaxy's Wavc-I’ower Digital Wave-

Table Synthesizer and new Double Speed

CD-ROM Multimedia Upgrade Kit are a

glimpse ol die future available now.

Get the Sound Galaxy NX Pro 16 from Aztech

Labs, the difference is crystal clear! Visit your

local computer dealer & insist on Sound Galaxy!

For information call 800-886-8859 today.

SOUND GALAXr NX PR0 16

OUTPERFORMS THE
COMPETTDON: EASIL'lT

COMPATIBUWrm:
SOUND BLASTER

SOUND BLASTER PRO
MICROSOn WINDOWS
SOUND SYSTEM

COVOX SPEECH IWNO
DISNEY SOUND SOURCE

SOUND
GALAXY
NX PR0 16

YES
YES
YES

YES
YES
YES

YES
YES
YES

A INTERFACE (SCSI)

ill

MEDIA VSiON

SPECTRUM W

ilZTECH
"Pioneering the hAullimedia Explosion!'

A product of Aztech Labs, Inc.

"0000*

MiGHGKOFr®
WINITOWS..
( XTMUvnBLF. Miillimedial (>

46707 Frcmonl lilvd., Fremom, CA 94538. U.S.A. Tel: (510) 623-8988 Fax; (510)623.8989

© 1993 Aztech Labs, Inc. Aztech, the Aztech logo, and Sound Galaxy are trademarks or registered trademarks of Aztech Labs, Inc.
All other names are trademarks or registered trademarks ol their respective holders. Specilicalions, terms, and services subject to changes wilhOLtt notice.
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Review

I
I is probably too much to ask of a game

called Tl)e Labyrinth of Time that it not

contain anv mazes—tempting, but too

much to ask. It may even be asking too much

to request that such a game limit it.self to a

single maze, or even to two. Is it too much to

ask, chough, chat there be something more to

an adventure game than a series of mazes, one

after another, each distinguished from the

next only by the designs on its walls?

By all appearances, Electronic Arts feels

that the answer is yes, since The Labyrinth oj

77»/t’offcrs almost nothing but mazes, linked

end CO end in a complex, irritating chain.

Now, 1 do not doubt chat there are players

out there who love navigating mazes, chough

I am notone of them; why else would almost

every major adventure game feature a maze

sequence? Still, there has to be a limit, and 1

can hardly imagine a player so enamored of

mazes chat he would not be permanently

cured of the taste after slogging through the

meandering hallways, corridors, tunnels,

rooms, hedgerows and stairwells of this game.

It would not be so bad if Labyrinth billed

itself openly as a maze game. Instead, the

game pretends to be a piece of interactive

fiction, it even has an elaborate storyline,

some pungent blather about thespirit of King

Minos try'ing to conquer all of time and space

bv compelling the spirit of Daedalus to con-

struct a supernatural labyrinth that will give

him access to all eras of human histor)'. The

player is the mortal chosen to destroy the

labyrinth and free humanity from Minos’

tyranny...

Don’t be fooled. There are no characters in

the game; the storyline is just an exctise for

the designers to sew together a patchwork of

visual non sequiturs; the game contains fewer

than three dozen portable objects, almost half

of which cannot be used for anything; and

while there are puzzles, after a fashion, they

are a weak bunch, often of the “find the right

key to open this door” variet)'. The game

comes on CD-ROM, but there is no speech.

There is a point-and-click interface, but it is

a sham: most screens contain nothing with

which the player can interact, and most ob-

jects only function in a single mode. (When

you find a book, you can’t throw it down the

laundry chute, or drop it, or eat it, or put it

under the wobbly leg of a table. The only

thing you can do is read it.)

There is one thing that the game has in

abundance—space. One wanders through

room after opulent room, each beautifully

color-coordinated and furnished in impecca-

ble taste. The relentlessly stylish visuals fea-

ture all sorts of intricate art

deco designs, high-contrast

lighting, and photographic-

quality illustrations. Since

the game uses a pivoting

first-person perspective,

there are four gorgeous

views ofeach gorgeous loca-

tion. Still, it’s all just eye-

candy and boring eye-candy

at that; no matter how at-

tractive the game gets,

there’s no getting away from the fact that it’s

one empty room after another.

Aside from the matter of boredom, there is

also the qtiestion of whether the visual opu-

lence makes sen.se in the context of the sto-

r)'line. 'I'hcse are tunnels by Gucci, ziggurats

by I.M. Pei, Daedalus as history's greatest

interior designer. The labyrinth is supposed

to intersect every moment in histor)', so the

player is treated to some Victoriana, some

1950s chrome, some 1880s Wild West

shtick, some ionic columns, some Mayan rel-

ics, some mild futurism, and a hearty dollop

ofthe pre.s'ent day, all st)'lizcd to the hilt. 'I'hc

effect is not .so much surreal (as it is clearly

intended to be) as cluttered, confused and

disorienting.

Walking through the game feels like a tour

of an abandoned movie studio backlot: here

The Labyrinth Of Time
TITLE: The L.ibyrimh OI Time

PKICE: SS'l.g.'i

SYSTEM: IMM with CD-ROM
REQUIREMENTS; TfK.-K.MIu or hcllor, 2MB RAM

(XMSl VGA KMpbic s, CD-ROM drive;

Sound lii.iMur i ompnlible sound r.irds,

VESA ( timpnliblf video card';, supporivd;

doubli' speed CD-ROM reromnwnded

PRCiTtCTION: Noni'

DESIGNERS: Ik.idley W. Schuiuk, Michal Todorovir

PUIlLlSHfR: Lleitroiiic Arls

Sail Maleo, CA
14151 S71-7171
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is where they filmed their Westerns, you can

almost hear a tour guide saying: there’s the

Roman amphitheater, there is the Midwest-

ern diner, and over there, next to the teepee,

is our rocketship. It’s not eerie or exciting

(despite the game’s use of an alternately eerie

and exciting soundtrack to spice things up).

It’s just a comely curiosity.

Time and Time Again

One of the things that makes the game
particularly frustrating, especially for experi-

enced adventure gamers, is that almost every

room contains apparent (as opposed to genu-

ine) objects with which one has no choice hut

to waste one’s time. The difference between

an apparent object and a genuine one is that

the former doesn’t really exist. One can rake

a closer look at such objects {Labyrinth has a

close-up shot of just about ever)'thing in the

game), but one cannot do anything with

them. The problem is that it is not obvious to

the player which objects arc real and which

are not, so one spends an inexcusable amount
of time riying to interact with objects that are

essentially non-existent.

For example, the CD contains a close-up of

every lamp in the game, and it is only after

one tries to take, move, open, and close a

number of them that one realizes that the

lamps are just there as decoration. One room
contains two paintings, a bed, and a phono-

graph, all merely decorative. The mirror maze

is crammed full of weird circus props, none
of which have a function, but all of which

invite the player’s scrutiny by offering close-

up views when one clicks the “eye” icon on

them. One spends hours trying to solve puz-

zles that do not exist and hours afterward

tr)'ing CO get one’s blood pressure down to

manageable levels.

Adding to the agony is the Return To Zork-

ish movement system, which has four sepa-

rate pictures for each location, one for each

primary compass direction. Each 90 degree

pivot requires the computer to access the CD,
sometimes at a cost of two or three seconds.

This may not sound like a long time, but

picture waiting two or three seconds every

time you want to turn your head to the side

and you will appreciate the discomfort of the

arrangement.

Since one never knows when the fourth

view of a room will contain something that

the other three views did not, a diligent player

will pivot four times at every location before

moving on. Each forward step also requires

disk access, so a trip down a long hallway can

be an excruciating affair, with the player

lurching about like a man on crutches. One
craves a fluid first-person movement system

as in Ultima Underworld, or at least smooth

third-person animation as in Alone In The

Dark. The system of discrete hops, bad

enough in Return To Zork (where it wasn’t so

slow and where each screen contained some-

thing to do), here is simply abhorrent.

The final insult is that even after one has

successfully explored a region, one isn’t done

with it since the game requires a good deal of

backtracking, sometimes through 50-room

mazes and once through three mazes in a row.

True, the game offers an automapping feature

so that one docs not have to trot out the graph

paper and pencils, but this is a minor conces-

sion. The fact is that even someone who likes

mazes will nor enjoy going through the same

maze, backward and forward, several times.

Time Lines

It is worth mentioning that its physical

structure and movement .system are not the

only areas in which Labyrinth fails to shine.

Writing is another big problem, both in terms

of the game’s text and its plot.

As far as text goes, the general lack of things

to do leads to any number of “you can’t do

that” lines, but none of them are as funny as

the designers must have thought they were.

There are also a number of tepid jokes scat-

tered about; some are pointless bits ofsilliness

(a detective’s office labeled “Slade and

Barcher,” a poster that says “Wanted Fred or

Alive”), while most of the rest seem to be

in-jokes about, and apparently intended for

the amusement of, the designers themselves.

The plotting is similarly misguided. Some
strings of puzzles lead nowhere: one has to

find a key to open an office, to get a key, to

open a jail cell, to get a gun which one never

has to use. Other puzzles lead somewhere but

not in a very exciting way. In addition to the

always delightful act of key collection (brass

key, iron key, silver key, gold key. card key)

there is a sliding tile puzzle, a lever puzzle or

two, aiui a combination lock to open. In other

words. Labyrinth contains all the boring

“filler” puzzles that enlightened designers

gave up years ago.

A final example of bad writing comes right

at the start of the game, which has the dreari-

est, most depressing opening sequence 1 have

ever seen. Until Daedalus shows up, the

player’s character is practically suicidal.

Is there anything the game does right? Yes.

The soundtrack, though a bit over-earnest in

its use ofEpic Themes, tries ver)' hard to make

a silk purse out of the material at hand; the

animations and sound effects, though brief

and parceled out like a miser’s gold, are good

when they come. The visuals are often stun-

ning— it would be dishonest to deny that.

Still, a book of art deco posters is equally

stunning and much less arduous to get

through; a Tangerine DreamCXD offers simi-

lar, and just as good, music; and better puzzles

can be had in almost any other game. Frankly,

if 1 were Electronic Arts, I would dismantle

The Labyrinth ofTimeznd sell it cut-rate for

clip art. cGw
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SAME DAY SHIPPING UNTIL 8: EASTERN TIME!

Adventure/Role-Playing

IBM Mac
AD&D Dragonlance Kit 43

AD&D Starter lot 31

AD&D Stronghold 38

AD&D Unlimited Adven. 36 38

Betrayal at Krondor 42

Challenge of 5 Realms 36

Darldands 42

DarksideofXeen 44

Dark Sun 49

Grey Isles Camp. Nov

Daughter of Serpents t9

Eric the Unready 22

Eye of Beholder 1 19

Eye of Beholder 2 16

Eye of Beholder 3 42

Gryphon Master Havlar Nov

Inca 37

Kings Quest 4

Kings Quest 5 42 42

Kings Quest 6

Kings Ransom
Legacy

37

17

Legend of Kyrandia 33

Legends of Orakka Nov

Legends of Valor 37

Lost Vikings 25

Magic Candle 3 37

Might & Magic 3 39

Might & Magic 4 Clouds 44

Might & Magic 5 Darksid 44

PiratesI Gold 39

Quest for Glory 3 42

Realms 22

Realms of Arkania 36

Red Crystal 36

Return to Zork 47

Secret Monkey Island 1 37 37

Secret Monkey Island 2 39 37

Shadowcaster 43 •

Shadowgate - 25

Shadowgate (Windowa) 38

Summoning, The 36

Ultima 4

Ultima 5

Ultima 6

Ultima 7

Forge of Virtue

Ultima 7 Part 2 “is

The Silver Seed 20

Ultima Trilogy 1 39

Ultima Trilogy 2 49

Ultima Underworld 1 20

Ultima Underworld 2 49

Warriors of Legend 22

Wizardry Trilogy 34

Wizardry 5 27

Wizardry 6 (Bat») 39 39

Wizardry 7 (Crushers) 42 42

IBM Mac
Alone in the Dark 36 •

Amazon 38 -

Batman Returns 42 -

Blue ForceiNext ofKIn 42 -

Carmen San Diego Series

Where in Past - 37

Where in Europe 34

Where in Space 49

Where in Time 34

Where in USA 34 46

Where in World 34

Where in World Olx. 49

Champions Dec

DaggerofAmon Ra 42 42

Day of the Tentacle 37 -

DeiaVu1&2 31 25

Elvira 2

Freddy Pharkas

Indy Jones/Fale Atlants 39 37

Leisure Suit Larry 5 42 42

Lost File Shriek Himes 26 -

Lost Treasures Infcom 33 42

AD&D Gold Box Series

All SSI Gold Box
titles are now on

for$19! Ex.iPoolof

Radiance, Gateway
to the Savage Fron-

tier, Champions of

Krynn, Treasure of

the Savage Frontier,

and many more!

Maniac Mansion 2 37

Police Quest 3 42

Return of the Phantom 38

Sam & Max Hit Road 38

Savage Empire

Seal Team

Companions of Xanth
I

' Explore Piers

Anthony's magical

world of mythic won-

ders and become a

player in a game
where the stakes are

the existence of

magic. Intuitive

design.

IBM Mac
Battletech Powerhits 20 -

Bloodnel 38 -

Cyberspace

Dominion

Dune 25

Dune 2 37

Flashback 32

Gateway 36

Gateway 2:Homeworld 36

Masters of Orion 39

Mechwarrior2 Dec

Out of this World 37 37

Privateer 49

Speech Pack 17

ProtostarWar Frontier 42

Ringworid:Revenge Patr37

Space Hulk 39

Star Control 2 37

Star Trek 25lhAnniv 36

Star Trek:Next Gen. Nov

Strike Commander 49

Speech Pack 19

Syndicate 36

Terminator^ampage 43

Ultrabots 38

Wing Commander 2 20

Spec. Ops1&2 15ea

Speech Pack IS

Wing CommdrAcdmy 33

X-Wng 42

Imperial Pursuit 19

B-Wing 19

Red Crystal
Seek out the seven

secrets of life! You
forge through the evil

that lurks in the

depths of the eerie

dungeons, ominous
castle towers and the

savage country side.

Modem Play.

DarksideofXeen 13

Eye of Beholder 3 10

F-15HI 16

Falcon 3,0 17

Legends of Valor 10

Lost Files Sherlock Holmes 11

Might & Magic Off. Guide 12

Might & Magic 3 or 4 13ea
Quest for Clues Series

Book of Orbs 12

Manual of Swords 12

Bcx}ks3or4 19ea

Railroad Tycoon 12

Realms of Arkania 14

Ringworld 8

Run 5 Magazines Sea

SiUEarth: Strategy Guide 12

SIMLife. Strategy Guide 12

Star Control 2 11

Strike Commander 10

Ultima; Official Book 12

Ultima 7 10

Ultima7Part2 12

Ultima 7/Underworld 1 11

Ultima Underworld 1 or 2 Ilea

V for Victory: Battle Book 12

Windows Shopper Guide 30

Wing Commander 1 & 2 Bk 12

Wzardry 6 (Bane) 10

Wizardry 7 (Crusaders) 13

IBM Mac
CH-Flightstick 40

CH-Flighlstick Pro 54

CH-Vrtual Pilot 66

Gravis Eliminator Card 29

Gravis Joystick Pro 39

Mitsumi Internal CD Rom Drive

w/350msSBek 189

Pilot Control Stand 26

Pro Audio Spectnjm 16 199

Pro Audio Spctmi Plus 145

SoundblasterASP16 235

Soundblaster Pro Deix 130

ThmstMaster Series

Flight Stick 66

Flight Stick Pro 102

Game Card 29

Rudder Pedals 109

TSR'S
Weapons Control

12ea

IBM Ami
B-17 Flying Fortress 19

Command HQ 15

Crisis In the Kremlin 19

Eye of the Beholder 1 19

Eye of the Beholder 2 19

Global Effect 17

Leisure Suit Lany 5

M-1 Tank Platoon 19

Meglomania 19

No Greater Glory 22

Paladin 2 25

Siege & Dogs of War 19

Silent Service 2 19

Space Quest 4 - 19

Summoning
Wizardry 6

Masters of Orion
This sci-fi strategy

program surpasses

any other in its class

in both size and

scope. Features ten

different alien races

and up to five differ

ent computer oppo
nents.

Viking Ratings
Betrayal at Krondor A

Clash of Steel A

Day of the Tentacle A

Pax Imperla A

PiratesI Gold B

Privateer A

Space Hulk

Stronghold

Syndicate

V for Victory Series A

War In Russia

Warlords 2

I

CD-ROM TITLES
1

IBMMac IBMMac IBMMac

7th Guest 57 - Day of the Tentacle 42 - Mad Dog McCree 35 -

12 Rds to Gettusburg 42 42 Dune 56 -
1

Myst Dec -

Aegis: Guardian Fleet Dec - F-15I1I 39 - Prince of Persia 57 -

Battle Chess Enhanced 47 47 Great Naval Battles 49 -
;

Privateer Dec -

Blade - 57 Iron Helix - 59
;

Sherlock Holmes Series

Bloodnet 42 -
It's a Wonderful Life 48 - Consulting Det. #1 47 47

Buzz Aldrin Race/Spaca 57 - Jet Pack 37 - Consulting Det. #2 47 47

Challenge 5 Realms Oct - Kings Quest 5 42 - Consulting Det. #3 47 47

Chessmaster 3000 57 - Kings Quest 6 47 Star Trek 25th Annivers 47 -

Chopper Pack 33 - Kings Ransom 37 - Tony Larussa2 53 -

Conquest of Longbow 42 - Legend of Kyrandia 42 - Undenwortd 1/Wing Co 2 47 -

Cyberspace Oct - Loom 47 - Ultima 1-6 Bundle 53 -

DaggerofAmon Ra 42 - Lost Tresurs Infocom 1 47 47 Ultima Underworld 1&2 53 -

Dark Sun Dec - LostTresurs Infocom 2 37 37 Wing Commander 2 Olx 29 -
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UPS RateslGround: S5.00 :}^ayair $6.00

2-day air 7.00 AK&HI: 12.50

COO add: 5.00 Overseas: Calf

Mail Rates; AK&HI: 6.00 Canada: 6.00

Overseas; Call

Prices subject to change^ so call first!

Hours: Mon-Fri lOam-epm(EST)

7am-5pm{Pacific)

SAME DAY SHIPPING UNTIL 8:00 PM EASTERN TIME!

Strategy/Simulations/Sports

ronghokjAD&DE
Air Duel

Ambush at Sorinor

Ancient Art War Skies

Archon Ultra

le & the Gray 43 -

38 -

19 -

36 Oct

19 -

37 Oct

16 -

Master Edit 45 45

Windows 75 -

Cohort 2 19 -

Command H.Q. Classic 22 -

Conquered Kingdoms 37 -

Add on Disk #1 25 •

Conquest of Japan 38 -

D&O Fantasy Empires 36 -

D&D Stronghold 36 -

Battles of Civil War Series

Voi.1 28 32
Vol.2 26 32

Vol.3 26 32

Dominion 39

Gettysburg 32

Gold of Americas 26 30

Great War, The 42

Inindo 37

Jagged Alliance Oct

L'Emperuer 38

Liberty or Death 38

Man of War 39

Merchant Colony 19

No Greater Glory 22

Paladin 2 25

Pirates! Gold 39

Populous 1 16

World Editor 15

Populous 2 36

Powermonger 31

Prelude to Jutland 26
Railroad Tycoon Classic 22

Railroad Tycoon Deluxe 42
Rampart 19

Red Baron 42 42

Mission Builder 19

Seven Cities of Gold 32

Sid Meir Civil War 94'

Siege & Dogs of War 19

Spoils of War 37

Uncharted Waters 43 43
Vikings Fields Conquest 37

Warlords

Warlords 2

37

IBM Mac
Aces of the Pacific 47

WWII;1946 25

Aces Over Europe 42

Campaign Dsk#1 Oct

B-1 7 Flying Fortress 38

Battle of South Pacific 37

Battletank Barbarossa

Carriers at War
Construction Kit

earner Strike

Expansion Dsk #1

Clash of Steel

Fleet Commander
Fleet Med 49

Grar>d Fleet 39

Great Naval Battles 42

Super Ships/Atiantic 19

Scenario Builder 25

America/Atlantic 19

Bundle 49

Grigsby's War in Russia 47
High Command 44

Speed Racer
Fiery crashes, icy

mountain roads, and

high speed leaps

over rocky chasms.

Drive the MACH 5
versus Racer X or

Snake Oiler and the

car acrobatic team.

Pacific War 47 •

Panzer Battles 26 29

Red Sky at Morning 39 •

Rommel North Afn'ca 26 29
Secret Wepons Luftwaf 44 •

00-335 20 -

HE-162 20 -

P-38 10 -

P-80 30 -

Silent Service 2 Classic 22 •

Task Force 1942 35 -

Vfor Victory Series

Gold, Juno, Sword _39 _39

Kasserine Pass

Market Garden

Stalingrad

Utah Beach

Velikiye Luki

Victory Pack
Victory at Sea

Western Front

WW1l:Battlss of Pacific

DecDec
43 43

DecDec
43 43

43 43

44 44

43 43

IBM Mac
A-10V^rthog 94' -

A Line in the Sand 19 -

Buzz Aldms Race/Sace 42

Commnche:Max Ovrkll 43

Expansion Dsk. #1 25

Expansion Dsk. #2 25

Conflict Korea 19

Conflict Middle East 19

Crisis in the Kremlin 19

Empire Deluxe 36

Scenario Disk 20

Empire Deluxe (WIN) 36

F-117A Nighthawk 28

F-14 Fleet Defender Dec
F-15 2 Classic 22
F-15III 36

Voice Commander 18

Falcon 3.0 45

Mig-29 33

Op. Fighting Tiger 25

Falcon MC • 42

Flight Sim 5.0 46

Grandest Admiral Dec
Gunship 2000 28

Campaign Disk ffl 22

Halls of Montezuma 26 29

Harpoon 26 39

Battleset 2 or 3 19 -

Battleset4 23 26

Harpoon DsgnrSries16 32

Harpoon DsgnrSries 2 26 26

Harpoon Signature EdK 49 49

Harpoon 2 49 Oct

Harrier Assault 37

Jet Fighter 2 42

Jump Jet 38

Ml Tank Platoon 29

MacArthurts War 32

Patriot 25

Perfect General 37

WWII Scenano 22

Great Battls 20th Cen25
Red Sky at Morning 39

Red Storm Rsng Classic22

Seal Team 36

Warlords 2
Play the sequel to

the highly addictive,

award winning. War- I

lordsi Now, War-

lords 2 gives you

more lands and
races to conquer,

a random map gen
erator, and more!

IBMMac
Armour Geddon 32 -

Armored Fists 38 •

Victory at Sea
Designed by Jim

Dunnigan, Victory at

Sea will be the pre

miere grand strategy

Pacific Theater game
on the market due to

it's game depth and

ease of play.

Battle Chess 4K (VGA) 32

Battle Chess 4K|SVGA}37
Battle Cruiser 2400 A.DT0A
Bld.Manknd Fut.Space Dec
Cyber Empires 32

Global Effect 19

Global Conquest 19

Lunar Command Oct

Maelstrom 42

Mantis 41

Speech Pack 19

Masters of Orion 39

Mechamander Oct

Mechwarrior 2 Dec
Meglomania 19

Mercenaries 37

Mercenaries 2 Dec
Pax Imperia Oct 43

Privateer

Speech Pack

Reach for the Stars 26 28
Rules of Engagement 2 38

Spaceward HOl(WIN) 37

Spaceward HO!(DOS) 37

War 38

1 19

1 &2 19

1Dlx49

k1 & 219ea-

13

Wing Commander Acad 33

X-Wing 42

Add on Disk 20
B-Wing 19

IBMMac
42 42

37 -

iS 22 32

is (Wndows) 32 •

is 4000 VGA 32 -

iS 4000 SVGA 37 •

Incredible Machine 32 -

Incredible Machine 2 32 -

Lemmings 2 37 -

Lost Admiral 36 Sep
Lost Admiral Enhanced Dec -

Paladin II

The long awaited I

sequel is no dis

counted for the holi

days! As an appren

tice in the Order of

Paladin you must

earn the title of

Paladin by underlak
|

ing perilous quests.

Perfect General 38

WWII Disk 22

Great B3tt.20th Cen 25

Perfect General EnhancDec
R.R, Tycoon Classic 22

R.R. Tycoon Deluxe 38

SlMCity Supreme • 61

SlMCity Supreme 2 - 47

SlMCity 2000 Dec •

SIMEarth 42 42

SIMEarth (Windows) 42 -

SIMFarm 32 42

SIMLrfe 42 42

SIMLife (Windows) 47 -

Socrates V 3.0 Chess Dec -

Solitaires Jourr;ey 38 -

32 32

IBMMac
4-D Boxing 16 31

APBA BasballAMN

ATP Tennis

All AmerCollFtbtl 92’

Andretti's Race Chall

Bill ElllfOt Nascar

Car and Driver 37

Front Page Football Pro 48

Grand Prix 37 22

Hardball 3 37

MLBPA Players Disk 15

Stadium Disk 18

Hockey League Sim2 29

John Madden Football 2 31

Jordan in Flight

Links 386 Pro 4z

Barrff Springs 19

Belhy 19

innisbmek 19

MaunaKea 19

Pinehurst 19

Microleague Baseball 4 33

Pax Imperia
The ultimate mulit-

player strategy ad-

venture casts you as

the leader on an ex-

panding empire.

You must lead your

people into the vast

frontiers of space.

NCAA Road to Fnal 4 38

NFL Challenge 56

NFL Coaches Foitball 33

NFL Video Pro Football 47
Pro League Baseball 37

Stratomatic Baseball 42

Tony Latussa Basball 2 37

92' Stats Disk 12

AL/NL Stadium's 18

Fantasy Draft 12

Wayne Gretzky 3 37

Hockey Lega Sim 28

Wilson Pro Golf 27

World Circuit 33

A-10TankfCller 10

Aces of the Pacific 10

B-17 Flying Fortress 10

Chuck Yeager Flighl 10

Commanche:Max OwkI 10

F-1S Strike Eagle 3 10

F-117A Nighthawk 10

Falcon 3.0/3.01 10

Falcon 3.0 Pro 19

Flight Simulator 4.0 10

Gunship 2000 10

Secret Weapons Luftwaf 10

X-Wing 10



Review

Merit Software Updates
Tom Landry’s Strategy Football

by Jim Gindin

W hen Tom Landiy coached the

Dallas Cowboys, he was known

as a master strategist. He stood

calmly on the sidelines during games, dressed

like a professional on his way to the office. He
never called attention to himself, and he

humbly passed on the credit for his success to

his Maker.

While he was doing this, of course, he

simply coached the jocks off countless oppo-

nents. He constantly devised new defenses to

confound the complex offenses of the 1960s,

70s and 80s, and he tailored his offenses to

make the most ofthe specific skills of the men

who played for him. When fans think about

strategy football, they think about Tom Lan-

dry.

And that’s clearly what Merit Software had

in mind when they hired Landry to help put

together Tom Landry s Strategy Footbath and

their latest release, TLSF Deluxe Edition. Un-

fortunately, Merit Software ran into the same

problem all artificial intelligence program-

mers meet: it is impossible to shrinkwrap the

human brain. It is impossible to take Tom
Landry and his football vision and package

them off to the nearest software store—at

least not in the 3.1 megabytes of hard disk

space TLSF Deluxe requites.

TLSF Deluxe v/as designed to meet a spe-

cific need within the football simulation

genre: teaching the strategy of football. Plenty

ofgames allow users to design playbooks, and

many ofthese same games explain the ins and

outs of defensive formations and allow fancy

pass patterns, but TLSF Deluxe provides the

next step. Before any offensive or defensive

play, the gamer can click the “Landry” but-

ton. This generates a screen full of informa-

tion amounting to Landr}'’s assessment of the

game situation, the expectations ofthe oppo-

nent, and a recommended plan of action.

“Landry” will even suggest a play.

Using this interface, players learn more

about game specifics. A football Ian can un-

derstand the dilemma in-

herent in coaching

against a team with an ex-

cellent running back.

Should he constantly key

the defense to follow that

back and risk having the

defense shredded by the

passing game? Or should

he let the runner get his

hundred-yard output

and tiy to keep the of-

fense from scoring on big plays?

Like Landiy himself, the game is not fiashy.

It comes with one high-density disk (3.5"

version) and a well-written 50-page manual.

It’s so elegant that installation takes only

about one minute on a 486-based machine.

includes on-line “documentation” (an

encyclopedia of terms used in the game that

turns out to be invaluable) and uses a simple

mouse-driven basic interface with windows

and click boxes, mostly in the gray, white and

blue Cowboy colors. While there isn’t a lot of

complexity in the package, it’s refreshing to

see a game which does not contain major

programming bugs.

The Deluxe version is the same engine that

drove the first version. League play was

added, as was the ability to edit player ratings

and print rosters and other information.

Some new formations and pass patterns were

added.

Exes and Ohs

This is not an action game, so most of the

product is centered around football strateg)'.

Rather than providing a playbook, TLSFo't-

fers a set of formations and options. A typical

play might involve selecting the “power-I”

formation, “right side” as the “strong” side of

the formation, “inside run,” “counter left” as

the running play and “halfback” as the ball

carrier. With these options, thousands of

plays are available, though only a subset make

a lot of sense.

Defense is provided in a similar manner,

with would-be coaches choosing from several

formations, three types of pass coverage, and

available options for individual blitzing, key-

ing on runners, or double-teaming receivers.

Once offensive and defensive setups are

chosen, 7XSA simulates the play. There is a

graphics option available, which shows the

result of the play, but impatient gamers are

likely to turn it off by the end of the first

quarter of their first game. The graphics are

reminiscent of the early action football

games, with the result ofthe play often having

little to do with what is depicted on the

screen. Ball carriers run through defenders as

Tom Landry's Strategy Football

TITLE: Tom londry’s Strategy Football Deluxe Edition

PRICE: S49.95

SYSTEM: IBM
REQUIREMENTS; 286- 1 2 Mhz or better (386 recommomleri),

I MB RAM, VGA graphics,

3.1MB hard disc space, mouse,

# OF PLAYERS; i or 2, (modem to modem option)

PROTECTION; Documentation look-up

DESIGNER: Kerry Balts

PUBLISHER: Merit Software

Dallas, TX
(800) 238-4277
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Intfoducino FLIGHISIICH PRO

FiiiinoltieBesl...

Produds' VIRTUAL
PILOT.

FLIGHTSTICK.
GAMECARD 3

automatic, and

our MACH series

where you buy

FLIGHTSTICK
PRO.

Fly The Best!

FLIGHTSTICK PRO is the ultimate
PRO gives you the winning

Made to endure the ^ you can view your

edge to take on even the mach speed ... ail at your

surroundings, activate radar blast mis
,

|
weapons, radar

fingertips. FLIGHTSTICK PRO mclu^ a ur waywite
^

rea"tSa«Lng,^andany garnet

IBM compatible computers.

FLIGHTSTICK PRO. The most intense joystick you II ever fly.

970 Park Center Drive • Vista, CA 92083 • Pfione: 619 598-2518 • FAX; 619-S98-2524
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if chey weren’t there and passes disappear into

crowds of coverage without resolution. In

some cases, nine defenders surround a re-

ceiver 30 yards downficld on a long pass play,

five defenders standing in line like some hcl-

meted version of the Rockeries.

TLSF provides the now-standard VCR in-

terface so users can replay, frame-by-frame,

the graphic equivalent of the play. It’s kind ol

like standing too close to an Impressionist

painting at the National Gallery: the more

derail you see, the less you understand. Still,

aside from the graphical limitations, TLSF

1’
. duit .I.LCia-LSavi-f . I .HilP < I

does provide a realistic outcome for individ-

ual plays. Runs against run defenses don’t

gain a lot ofyardage. Completion percentages

decline against pass defenses.

As a tutorial, TLSFslops with the outcome

of the play. There is no “Landry post-mor-

tem” burton to provide an explanation of

what went right or wrong with the play. That

would be a welcome addition, providing the

user with additional insight into how football

is played, but even Landry’s advice before the

play isn’t terribly complete. There are only a

few advice screens available when the human

coach is doing well and there’s no mention of

the individual strengths of any player.

'fhe game is strongest on single-play simu-

lation, providing a scenario editor complete

with weather options so users can try, lor

instance, repeated attempts to convert a

third-and-seven against a pass defense while

behind three points on a windy, snowy day

late in the fourth quarter. The game as a

whole, however, is not as strong.

In the manual, the writers claim that the

game keeps track of user play selection. Un-

fortunately, this only means that the program

will use the data to determine the percentage

of plays in which it will use a “run” defense

versus a “pass” defense. Even with the “player

fatigue” option turned on, it was possible to

run the same running back on the same

counter play with the same formation on

every single offensive play in the game. One

game featured a strong halfback running 87

times for more than 460 yards and eight

touchdowns. Sure, by the fourth quarter the

defense w;is guessing “run” on most plays, but

the counter play kept getting its four yards.

The same held true for the passing game.

One receiver caught more than 560 yards’

worth of long passes in one game. Another

made 66 short receptions in another game.

Every single pass is thrown to the primary

receiver, except for long passes when a “hot

receiver” is allowed. Yet, this secondary re-

ceiver is rarely the quarterback’s target. No
matter how many times the same play is run,

the computer “Landry” only provides a vague

warning about mixing up play selection and

using different receivers.

A League Option Of Its Own

League play is possible with TLSF. The

game comes with a good scheduling algo-

rithm, and is designed for single-season re-

play. Computer versus computer game play

allows simulation of an entire week’s worth

of games in about two minutes on a 486-

based machine. The game even understands

theNFL’s complex formulae for determining

playoff entry’.

When left on its own, results are fairly

realistic, with individual season totals a little

high due to the fact that injuries and fatigue

are rare. Alas, the game only tracks a few

statistics, with no mention at all of defensive

players, so statistics buffs will be disap-

pointed.

The computer’s A1 provides balanced, un-

inspired play selection. A knowledgeable hu-

man coach should garner more wins than

losses against the AI, For the most part, the

AI will stay within the realm of accepted

football strategy and won’t recognize many

unusual situations.

TLSFDehixcQOvwcs with 1 992 teams. Since
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Merit Software did not get permission to use

NFL team names, logos or player names, the

teams only mirror the NFL in terms of cities,

divisions and approximate strengths. Frue to

form, Dallas is nearly unbeatable. Individual

players are ranked from one to nine in several

categories. Dallas, for instance, has players

with nine ratings in most categories. New
England, the worst team in the league last

year, has a lor of “fours” in many key individ-

ual categories. The ratings make a difference,

but it is possible to field a team of “ones” in

every categoiy on defense and still win an

occasional game. So the difference between a

“six” and an “eight” is very', very small.

7Z5i^ allows users to edit team and player

ratings and create leagues with a variety of

structures. (Just remember to use the return

key when saving lineups or any customized

changes will mysteriously disappear.) Only

32 players are provided with each team, in-

cluding tour special teams return men. No
individual linemen exist on either offense or

defense, which greatly limits the variety and

enjoyment of putting together a good run-

ning attack.

Because 7Y.5A can’t use real player names,

the programmers made up their own. Many
names are based on real players. “R. Pecty”

and “B. Where” quarterback for Detroit,

where Rodney Pecte and Andre Ware share

duties in real life. Philadelphia features “Tra-

volta,” “Stallone” and “Hoffman” on defense.

In a form of political commentary rare in the

sports game industry, “B. Clinton” and “A.

Gore” quarterback the pitiful New England

squad.

The Post-Game Rap

In the on-line documentation. Merit's pro-

grammers write, “No game could ever be big

enough to encomp.ass all of his [Landiy’sl

knowledge.” That’s certainly true, but il they

had managed to digitized even half oi his

persona, this game could have had some ol the

feel of coaching in the NFL. As it is, TLSF)

use ofTom Landry’s picture on the box is a

lot like Hallmark marketing itself with the

image of William Shakespeare, cgw
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MODEMS

V.32 bis Send/Receive 14,400 for DOS or

Windows Int. / Ext S125/S155
V.Fast Class 24.4 bis

VFX25K lnl/VFX24K Ext ..SI 69/SI 95

Supra corporation

Supra Fax Modem V-32 bis, Inlerrtal

1
Fax Software, DOSAWindovvs .. .S135

SupraFaxModem V.32 bis, Ext. aloneS225

1

Fax Softv/are, DOS/Win .5235
1

JOYSTICKS
Advanced Gravis;

Analog Joystick S32

Eliminator Game Card S30

PC MouseStick S75

CH Products:

Virtual Pilot / Virtual Pilot ProS69 / S89

1

Flight Stick S39

1 Hi Sneed Adantor S19

j
Gamecard 3-Aut /Gamecard 3-PS/ $49

MACH 3 Joystick S29

Maximum:

MAXX Flight Yoke S65

MAXX Peda S39
Kraft:

Kraft KC3 S17

1
KraflTrackball vz/Fool Conlroler .,,,$55

Kraft Thundcrstick S27
Thrusimasler:

Flight Control $75

Weapons Control Mark 11 $99

Rudder Pedals .-,,$119

Th 11 In ltd Pro ... ....S119

NEW*NEW*NEW
Pro Audio Studio 16XL

^ ^

Consumer Electronics

SOUND CARDS

CREATIVE

SOUND
BLASTER16

Multi-CD

SOUND
BLASTER.16

SCSI-2

with Advanced

Processor

$209

Top Titles at the
Lowest Prices!

Call Us On Our US/Canadian Toil Free Number!
HRS (CST): M-F 8nm-8pm, Sal 11am-5pm FAX: (414) 357-7814

P.O. Box 17882 Milwaukee, Wl 53217

VIDEO BOARDS

*^DIAMOND
Speedslar Pro lUg,24bit, 1280x1024 S115

Sl8allti24 ISA/VLB S155/S155

Stealtb IMG. 32,000 col, 1024x768 S199

Stealth Pro SVGA ISA, 1280x1024, 16 color

1MB /2MB S235/S329

Stealth Pro VLB 1 MB / 2MB S245/S329

Viper VLB 2MB S399

Number Nine
9GXE, 1230 x 1024 Nl, SVGA:
LVL10.1MB S239
LVL 11,2MB S349
LVL12.3M8 S4^

ATI Technologies

Graphics Ultra Plus

No compromise Graphics for

Windows & Multimedia Video!

1 MB /2MB S209/S229

Graphics Ultra Pro - 2IVIB

Professional Graphics & Multimedia Video for the

Uncompromising User! VLB / EISA S349 / S375

800^554-9925

One of Wisconsin's Top 10

Wnnien Owned Riisincsses.

Cor|)oraie. Govcmmem &
School POs Welcome.

No Surcliarge

on Ciedil Cards.

• Mosi Orders Sliip[)ed

widiin 48 Horn's.

• Software Sliippinu only

S5 per order, not per title.

Hardware; 5^/ - Min. S.S.

• C.O.D tmlers welcome,

w'iih only a Sfi-(X) Cluirge.

• We Ship Latest Version

PerNonal or co
' ' '

j Return AulN.'

of Software A\'ailahle.

All PnxiucLs Sold

Cam' MamjfaetiiaTs'

FullWaiTanlics&

DsKumcntaiion.

APO. IP0)I1,AK
Piieno Rieo & Canadian

orders welcome; 691 -

Min. S6. Iiiteniational

Onlcrs Shipped Farst Class

Mail Insured;

1591- .Min, SI5- If mail cost

exceeds calculated amount,

you'll be billed additional.

Call for 1-ree Catalog

& hems Not l.isied
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Review

Electronic Arts’

Kasparov’s Gambit

by Bryan Walker

N o other game in recorded history has

attained the global appeal and en-

during elegance of chess. Unfortu-

nately, the electronic glitter oftoday’s gaming

venues has made the engrossing subtlety of

chess easy to lose sight of Luckily for chess

fans of all skill levels, Heuristic Software has

teamed with the energetic and charismatic

FIDE World Champion chess player, Garry

Kasparov, to produce the next step in PC
chess games: Kasparov’s Gambit (Gambit).

Garry Kasparov has been aware that a void

has existed in the computer chess industry for

some time. The “artificial intelligence” of

chess programs has been getting stronger, but

little has been done to help the human intel-

ligence on the other side ofthe board become

a stronger player. It’s a sure bet that most

readers have already had a chess program

thrash them repeatedly. For the accom-

plished player, this level of challenge is fine.

However, those trying to learn and enjoy the

game can be frustrated by a chess program

whose primaiy concern is victory alone, with

no real emphasis on teaching better chess.

Opposing this philosophy, Gambit’s ambi-

tious goal is to challenge a Master chess

player, while dramatically improving the cas-

ual gamer’s play with powerful coaching fea-

tures.

The installation of Gambit is simple and

straightfoiward, with the

\GAMBIT directory taking up

a maximum of llMB of hard

drive space. The only difficulty

I encountered during installa-

tion was configuring Gambit’s

sound drivers to suit my Pro

Audio Spectrum 16. However,

experience with the PAS16
leads me to believe that Gambit

was being victimized by a stub-

born sound card, instead of

vice versa. New gamers will

find the manuals clear and

concise, explaining installa-

tion, possible technical prob-

lems, and the game’s

numerous features well. A brief

explanation of the rules of

chess is provided, in addition

to an enlightening history of

the game itself The story of

Garry Kasparov’s rapid rise to

the World Championship,

and the suspicious maneuvers

that sought to block it, cer-

tainly make interesting read-

ing.

Book Openings

With computer chess being

played on home systems for some 15 years,

truly original features are becoming sGircer

than hen’s teeth. Due to this, owners of pre-

vious titles such as ChessviasterdOOOwiW find

a number offamiliarfeatLires in Gambit. Even

though it’s a DOS-based program. Gambit

has an attractive window-based graphic inter-

face that allows individual windows to be

sized and moved about the screen. Much like

a true Windows application, the player has a

great deal of flexibility in designing his own
“environment.” Moving pieces and selecting

options is also a simple point-and-click affair.

The VCR-style control panel allows the

player to scroll through a game’s move list,

pause a game in progress, ask for hints, or

force the computer opponent to move imme-

diately. Like some earlier titles, Gambit t\\so

has tutorials, famous games, and various play-

ing boards to select from. The 121 clear and

logical tutorials

cover the full

range ofehess fun-

damentals for the

beginning player,

and can be sorted

and viewed by

Color, Theme or

Opening criteria.

Along with the

on-line Help and

Glossary functions, the Tutorials are an excel-

lent way to start from square one.

Hypermodern Opening

Gambit certainly qualifies as a multimedia

chess game. Using digitized video clips of

Kasparov, the World Champion can provide

the player with real-time coaching during a

game. Execute a bad move and Kasparov

shakes his head saying, “I don’t think you’re

on the right track, now.. .’’An eccentric move

causes the puzzled Kasparov to remark “I had

not considered this move!” While a number

of different clips are present, they began to

grate within a day or two and were turned off

accordingly. For players in a pinch for hard-

Kasparov's Gambit

drive space, the 3MB video subdirectory' can

be deleted with no effect on the game, pro-

vided the Video option is turned off in the

Coaching Setup panel. Some gamers will

likely follow my lead and deactivate the video

option, but this feature could be just the

ticket to keep a youngster’s attention.

While on the subject of player attention,

few are going to be able to resist the SVGA
graphics mode Gambit oihts. The 3-D play-

ing boards are absolutely stunning in SVGA,
with the pieces sliding and scaling with in-

credible smoothness. Each of the three differ-

ent 3-D sets are great show-off items when
visitors ask to see what a PC can really do.

J’ Adoube

While other chess programs also have the

ability to customize computer opponents,

Ga})ibit offers a unique and effective ap-

proach. The Aggressiveness, Creativity, At-

tentiveness, Orthodoxy and Strength of each

computer opponent can be modified using a

simple graphic sliding scale. In addition, the

opponent’s Opening Prefer-

TITLE:

PRICE;

SYSTEM:
REQUIREMENTS:

PROTECTION;
DESIGNERS:
PUBLISHER:

3l)6SX-16MHz, 2 MB RAM (EMS), VGA wapliics,

1 1 meg Ijyies of hard disk space, DOS 5.6 or higher;

Adlib, SoundBfasler, Pro Audio Spectrum and
Roland sound cards supporled. (486DX, mouse,
51 2K SVGA card recommended,)
None
lulio Kaplan, Ralph Nagel, with Carry Kasparov
Electronic Arts

San Mateo, CA
(415) 571-7171
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throne, it's your destiny to match sword and sorcery against the foul Ruzahian Hord. Seek incredible magicks to augment

your power os you delve into the conquered city of Hedburg. A virtuol 3-D fantasy world awaits your next command - Explore

the dangers of the Old City, pit your awesome might against horrible creatures in a dark dungeon. Fight well and you may

free the kingdom. Discover the Forgotten Castle and you may learn of your father's fate...

• Cincmotic animation sequences unfold stories of mystery.

• Fully digitized musical score and sound effects.

• Combat system has adjustable skill levels.

Monsters, characters, magic Items and props are rendered with full 3-D effects.

• A smooth scrolling virtual world, complete with unparelled realism for

die-hard fantasy role playing enthusiasts!

Circle Reader Service #132

I trademarks of Twin Oolphln Carnes, Inc. IBM la a registered trademark of International Business Machines, I



ence cm be changed from Tournament/Best,

Classical, Hypermodern, Aggressive or the

beginner’s Starter Book lines with a click of

the mouse. Choosing the “Player Preference”

option allows the computer opponent to

choose the opening strategy suited to its cho-

sen playing-strength values.

Another new tcature lies in the animated

Analysis Board option. Using this, the player

can peek into the problem-solving processes

of the game, observing the moves and com-

binations as they’re played out in rapid “what

if fishion. The text portion of this feature

displays a number of variables, including the

astonishing number of positions per second

the computer is calculating.

A very significant new feature Gambit

brings to the board is the ability to rate the

gamer’s play using the Elo system. When
activated, this feature makes note of the

player’s strengths and weaknesses, and pro-

vides a rating between 800 and 2800. While

the ratings seemed to be inflated by 200-400

points, this feature is still very useful to play-

ers of all skill levels, becoming increasingly

more accurate after 40-50 games have been

played. In addition, the game presents a brief

text description of the player’s tendencies, as

well as the strengths and weaknesses of the

computer opponents.

Put Me In, Coach!

Without question, many players arc going

to find Gambit’s greatest strengths lie in the

Coaching, Hint, Quiz and Famous Game
features. The Coaching option provides tac-

tical tips, insights, suggestions and warnings

during play, pointing out contingencies that

the player may not have considered, fhe

Hint option is a three-stage function that

provides increased assistance for a position

each time it’s called upon. The first hint will

be very general, such as “Move your Knight.”

The second hint might say “Move your

1‘Cnight at F3.” The third Hint will make the

move automatically, allowing the player to

see what the program thinlcs is the best

choice. In replaying the huge library of 500

Famous Games, Kasparov’s anecdotes and

analysis will help players understand the

unique flavor ofeach game. The enlightening

commentary on the Famous Games alone is

worth the price of admission, as it presents

Kasparov’s views and alternate strategies in

thought-provoking sr)'le. Like the Tutorials,

the Famous Games can be sorted by Color,

Theme or Opening, helping the player follow

a particular learning point through several

games. Many of the important terms and

concepts in Kasparov’s comments are high-

lighted in green, indicating that the player

need only click on that word for a full defini-

tion from the Hclp/GIossary feature. The

Quiz option is another entertaining and edu-

cational feature which can pounce upon an

unwary player while viewing a Famous

Game. Grt?«^ftmight suddenly ask the player

to find the best move at the game’s critical

juncture, patiently prompting until the cor-

rect choice is made. It’s a bit of a thrill to

suddenly be thrust into the middle of a his-

toric game, with the World Champion asking

what to do next!

Carnivorous Kasparov

For the one percent of players who can

actually beat a modern chess program on

equal terms. Gambit is more than willing to

take the kid gloves off. In fact, the “Socrates

H” engine at the heart of Gambit won the

1993 International Chess Championship of

the Association of Computing Machinery.

Incredibly, Gambit’s engine took on the su-

percomputer-powered “Cray Blitz” program

and fought to a draw! With such established

performance, I wasn’t surprised to find Gam-

bit soundly defeating the other chess pro-

grams I tested it against in informal

competition. With the “Kasparov” computer

opponent playing in the full-bore “Serious”

mode, the program can play at an Elo rating

of around 2400. I found the Aggressive and

Hypermodern opening books playing such

ruthless lines in “Serious” mode that 1 began

to wonder if Gambit might need to be fed a

digital watch every lew days.

Poisoned Pawns

Being a DOS-based program trying to

emulate a Windows-type environment.

Gambit’s interface can be a tad awkward. The

mouse response wasn’t particularly crisp,

with the movement and sizing ofthe different

option windows quite cumbersome, at times.

Saving a game preserves only the move list,

leaving the player to manually reselcct the

opponent, and tediously scroll through the

moves to restart the game at the next session.

The Coach is also prone to “crying wolf,”

suddenly claiming that a perfectly safe piece

is in danger. Usually, the program retracts

these mysterious outbursts within a few sec-

onds, but they can still be disruptive. The

Coach has also taken a cue from the Depart-

ment of Redundancy Department, occasion-

ally giving hints and tips two or even three

times in rapid succession.

In the bug-infested world of PC games, I

uncovered only one glitch in the game that

affected play. While chasing down the oppos-

ing king during an endgame, Gambitsnvi^\y

refused to move in the allotted time, but the

game did not crash. Discussions with Na-

tional Master Hal Bogner of Electronic Arts

revealed that this glitch was thought to have

been ironed out during development. His

opinion was that the program knew that de-

feat was inevitable, and was getting conflict-

ing flags on how to move. I figured that, like

“Joshua” in the movie Wargames, the pro-

gram may have discovered the only way to

win was not to play. .

.

En Passant

While there’s only so much that can be

done with a game older than most nations,

Kasparov's Gambit deserves a serious look

from any gamer interested in learning chess,

or learning to play better chess. The superior

coaching features, huge game library, beauti-

ful SVGA graphics, and powerful engine

place it above any PC game on the market.

It’s now the only chess game on my system,

and I can’t seem to find my watch. . . caw
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REASONS WHY

FLIGHT
SIMUIATORS
WILL NEUER
BE THE SAME.



THE^FIRST SUPER VGA EL IGH T^S IM ULAT O R

F
rom the flight fanatics at Domark
comes the first-ever strategic flight

simulator designed for full-screen SVGA
graphics technology. This is nota typi-

calflight sim. SUPER-VGA HARRIER
blows the competition out of the sky

with super-fast, silky-smooth screen

update— at twice the resolution!Now
you can experience a much larger

visual world, where objects are sharper,

cleaner and can be seen for miles.

"Harrier receives extremely high marks

forgraphics which are the bestI've ever

seen—BETTERTHANFALCON.
The explosions andground detail are

really great."

—PC Sources MAO/aiNE

"After playingHarrier in SVGA, all

otherjlight-sims look like they are

being played through a telescope... Not

so longago, afew glimpses at multi-

million dollar seriousflight simulators

produced memories ofimages notfar

from those present in Harrier; very

simply, it's thatgood."

— StrategyPujs Magazine

Screensshown; 640x480 256-coIorSVGA resolution.

IBM PC/COMMTIBLES: Available October 1993

Super-VGA Harrier ©1993 Domark Group Ltd.

Published by Domark Soltware Ltd.

Programmed by Slim’s Ltd. Graphics by the Kremlin.

Sound by Martin Walker. Produced by Jim Tripp.

Falcon Is a trademark of Spectrum HoloByte.

DlSTRIBUTEbBY^ Visa/MC orders:

ODBCtnUn call 24 hrs a day.

HnlnRuts» ^ ^nUiUDyW 1.800-695-DflME

(orders only).

1900 S. Norfolk St., Suite. 202, San Mateo, CA 94403 41 5/513-1

Circle Reader Service #57



FIRST-EVER COMPREHENSIVE FLIGHT MODELING SOFTWARE

Fuen simniMTU

CREATEYOUROWN PLANES,
OBJECTS & BATTLEFIELDS
— IN SUPERVGA!

Domark set the standard

with Super-VGA HARRIER, the

first-ever SVGA strategic flight

simulator. Now, we’re pushing

tlrat standard to new heights!

FLIGHT SIMULATOR TOOLKIT,

the first 3-D flight modeling

software ever producedforyour

PC, is Domark's second offer-

ing in its Advanced Sim-Serihs”

state-of-the-art flight simula-

tor product line.

FST is revolutionary. It’s

powerful, sophisticated, and

easy to use. Technophiles will

appreciate the attention to

detail— cockpits include mod-

ern instrumentation, such as

OBI, DME, and Glidescope—
as well as the ability to build

every detail of their sim world.

In a hurry? Not interested

in building ever)' last plane,

tree, truck, valley or sk)'scraper?

No problem. Just check out the

extensive library of clip-art

imagery: aircraft, ground tar-

gets, landscapes and objects.

You'll be streaking through the

heavens in no time!

FLIGHT SIMULATOR TOOLKIT.

YouRAtncfi\Fr. Your landscapes.

Your missions— YOUR WORLD.

Screens shown: IBM 256-color SVGA displays.

IBM PC/CoMPiWlBLCS: Avnihible Notvinber i;m3

Requires Windints"' 3.1

Flight Simulator Toolkit ©1993 Oomark Group Ltd.

Published by Domark Soltware Ltd.

Programriied by Simis Ltd-

Graphics by the Kremlin.

D( ))MAI K
1900S. NorfolkSt., Suite. 202, San Mateo, CA 94403 415/513-B929

DISTRWUrED BY

Spectrum
HoloByte

Visa/MC orders:

call 24hrsaday,

7 days a week;

1-800-695-GAIVIE

{orders only).

Circle Reader Service 1170



>dette^

Frying Our Canadian Bacon

The article, “Atlantic Breakout,” by H.E,

Diile, shows your magazine has sacrificed edi-

torial integrity for vindictive irresponsible

journalism. You took a “real world” event,

convoy ON 1 1 5, and surrounded it with a

completely fabricated scenario (by your

magazine’s own admission) that claims the

Canadian navy is responsible for a cataclys-

mic maritime disaster which, in reality, never

took place. Moreover, the article states that

because “the Canadians had botched it,” the

Anerican naval services had to step in and

assume Canadian escort duties in the North

Atlantic. Such an implication is utter mali-

cious nonsense.

The truth is: during World War Two, the

USN. superior to the Canadian navy in vir-

tually every capacity, performed with such

mediocrity in the North Atlantic as to exas-

perate the Royal Navy. At the end of 1942,

A. V. Alexander, First Lord of the Admiralty,

recommended to Prime Minister Winston

Churchill that all Canadian and American

escorts be removed from the North Atlantic

for training because of gross inadequacies in

both navies’ conduct of anti-submarine

warfare,

Example: protection of convoy ONS 92 by

an American-led Mid-Ocean Escort Force

(MOEF) was such a failure. Commander J.B.

Heffernan, USN the Senior Officer Escort,

was removed from command. Later, in 1943,

that same MOEF group lost 27 ships in back-

to-back convoys, in exchange for only one

U-boat sunk. Compare that to ON 1 15 (the

real one). Two ships were sunk and another

damaged under Canadian escort, but the

Germans lost U-558 while two others suf-

fered such a hammering they sailed straight

back to port for repairs.

Without question, general USN and US
Coast Guard performance in WW2 was out-

standing, and the Canadian navy was woe-

fully lacking in many areas, but in North

Atlantic escort duties they achieved the same

degree of success. Each had its victories and

its disasters. More pointedly, the escort sailors

ofboth countries—often working together

—

fought with unbridled tenacity and tireless

valour against a superior foe who sometimes

outnumbered the escorts by as much as four

to one.

Your article is a spiteful insult to these

sailors. As for the Canadian navy, the article

is a stupid, unprovoked, unjustified misrep-

resentation of facts. How would your Ameri-

can readers feel if a Canadian magazine

published a scenario such as “because the

USN was incompetent, the Royal Canadian

Nav)' had to step in and save American ass at

Guadalcanal”? Your article is inexcusable.

R.D. Newman, Captain, Canadian Forces

Hornell Heights, Ontario, CANADA

H.E. Dille responds:

Captain Neiuman, 1 believe the umbrageyou

have taker! with the article in question is a

reflection of several separate elements being

taken out of context with the theme of the

complete ivork. “Atlantic Breakout" reviewed

three expansion setsfor SSI’s Great Naval Bat-

tles: North Atlantic product line. The overall

goal of these products was to allotu users to

explore alternative history. In fiction, as well as

gaming, the alteration of historical events to

illustrate a theme or explore alternative develop-

ments is a widespread practice.

As the major theme oftivo ofthe add-on sets

involved expanded American presence in the

North Atlantic Conflict, the inclusion ofsome

fictional background to justify the diversion of
USN assets away fimn the Pacific Theater of
Operations tvas appropriate. Raymond
Spruance was a natural choice as the centerpiece

ofthefiction, asAdmiral Ernest King s desire to

have him in the Atlantic was well documented,

but the motivationfor hispresence still required

explanation. ON 1 15 retains the historical sig-

nificance of being one of the first concerted

U-boat efforts ofthe campaign, wherein eight to

nine members ofthe wolfpack converged and

harassed the convoy for five days straight. I

concur with your assessment ofthe Canadian’s

actual peformance during this engagement,

which reflectedprofessional screeningand coun-

terattacking, but the actual engagement did not

contain surface actions against the Kriegsma-

rine, either.

Numerous historians have contended that, if

Hitler had used his surface raiders in conjunc-

tion with U-boat actions, the entire complexion

of the Atlantic conflict luould have changed.

With thisfinnly in mind, it seemed logical and

justified, ivithin the context ofhistoricalfiction,

to alter the events of ON 115 to introduce

Schamborstand Tirpitz to the tactical hypothe-

sis, much as theprograms under review do. Such

an appearance might have resulted in the deba-

cle alluded to in the fictional introduction, as

none ofthe escort ships in service at that time,

either Canadian or USN, had equivalentfire-

power.

Finally, the comment which seems to have

generated your g-eatest consternation, "...the

Canadians had botched it, " is nothing more

than a speculative appraisal ofwhat a Raymond
Spruance might have thought, bitterly, ifAdmi-

ral King had been successfid in snatching him

awayfi-oni the command that he mily desired in

the Pacific. Again, thepractice ofsteppinginside

the minds of characters in a ivork offiction is

also luidely accepted, and is not a reflection of
my personal beliefs, nor those ofmy publisher.

As a brother Naval Officer offifteen years expe-

rience, operating in conjunction with many dif-

ferentNATO Navies, includingthe Canadians,

I admire the professionalism I have had the

benefit ofwitnessing. I regretany misconceptions

that may have been generated by the blend of

fact and fiction tvhich ivas purposcfidly con-
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smictedfor this work and hope that )ny response

to your inqtihy alleviates your concerns.

Modem Times

I am looking into the possibility of actually

using my fax/modem I bought a year ago, but

know little about the various services (i.e.

CompuServe, GEnie, etc.). I would appreci-

ate some information as to what exactly they

can do (besides cell me the weather) and name

some which you recommend most highly for

both general use and price.

Your August article, “The Great Under-

ground Empire,” has piqued my interest in

the world of multi-player role-playing. How-
ever, Mr. Brassil left out one important fac-

tor: price. Two questions: hrst, what would a

well-seasoned veteran in the world of role-

playing games expect to pay on the average,

per day (hour, year, ...), and secondly, in

general, which one(s) do you recommend

most highly, including the price factor.

Two more things. One, when you pur Buzz

Aldrin’s Race Into Space from Interplay on

your Top 100 list, put down an “A” for me.

It is one of the most entertaining, yet educa-

tional, games I’ve played in a long time and I

await the CD-ROM version (if and when I

get a CD-ROM drive, chat is). Two, in your

free Reader Inquir)' Service card, which letter

do you circle if you have no children?

Brian Czaja

Mas.sapequa Park, NY

In CGW 11106, (May, 1993), wc provided a

listing ofall the games ofwhich wc were aware

on commercial telecommunications networks.

That issue of the magazine may still be pur-

chased as a back issue and would be the best

source ofthat information until the September

1994 issue (#122), when we will once again

feature a special section on games via telccom-

tnunications networks. The May coverage listed

pricesfor all ofthe games, hut the Multi-Player

Games Network has reduced its pricing since

that issue went to press. As for the price, it

depends on titneplayed. Somegamers

spend more than $100 per month;

some keep their charges below $20.

The question with regard to chil-

dren is a way ofmonitoring our read-

ers' needs with regard to coverage of

children 's sofiiuare. Ifyou have no

children, you have no need to circle

any letter in that area.

Exercising The Damon
As an avid WWIl historian, 1

bought my personal computer in

anticipation of Aces Over Europe.

What’s taking so long? I thought

they had the basic engine laid out

from the excellent Aces ofthe Pacific

simulation. Isn’t it just a matter of

changing a few shapes and mark-

ings on the planes and PRESTO?

Matt Zimmerman
San Francisco, CA

Yes. Yes it is. It’s hand painting

each box that is taking the time.

Seriously, some of the code was

reused, hut there is neiu AT to reflect

the different tactics used in Europe,

a)id all the new data and art were

input. Since the planes have sigJiifi-

canrly more detail tha)i those hi Pa-

cific, the frame rate runs about the

same as the earlier game unless the

gamer reduces the detail level to that

of Pacific. In the latter case, it mns

faster than the earliergame. As ofpress

time, the final bug hunt was on, and

thegame was expected to be complete

by the time this issue hit the stands.

Id Infinitum

Do you have any new information

on Apogee/Id 3-D games?

Brandon Lackey

Bakersfield, CA

Id Softiuare became so caught up in the pro-

duction of the Super Nintendo version of

Wolfenstcin 3'D (where the dogs have become

rats and the Gestapo have become almost extra-

terresnial aliens) that the ship date for Doom
has been reschedidedfor early December ofthis

year.

A Ziff In Time

Congratulations on your team-up with

Ziff-Davis—I think. Was this a hostile take-

over? 1 hope the new bo.ss will not change the

friendly and irreverent nature of GGW. 1 also

hope the bean counters don’t redo the post-

age paid CGW Poll cards: a trademark of this

For those who haven't had the pleasure of meeting Steve Furceli's pals, Sam & Max, CCW is pleased to present a

series of their cartoons, originally appearing in LucasArt's in-house magazine. The Adventurer. Sam & Max will soon

be starring in a feature-length game, Sam A-lax Hit The Road, scheduled for a holiday season release.

stands.
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magazine and emblematic of CGWs coop-

erative outlook toward its readers. While I

look forward to the changes, don’t get too

glitzy on us!

'I'. Madden

St. Louis, MO
I’m sorry to hear that you’ve been bought

by ZifL-Davis. I guess this means that CGW
will become nothing more than another voice

for Microsoft. I will not be subscribing.

Patrick Sklenar

Coventry, CT

Actually, the Zijf-Davis deal iy/7^rthospitable

takeover. Asforgetting too glitzy, it is our intent

to make sure that the desigti reflects the content

and vice-versa. Zijf-Davispurchased us because

they liked what we were doingand believed that

our editorialphilosophy was cotnpatible to their

philosophy. As for other Ziffpublications pro-

vidingMicrosofipropaganda, lean only say that

I believe this luould come as a great shock to

Microsoft. A lot ofpeople think Bill Machrone

(PC WeekandPCMagazine) andJohn Dvorak
(PC Magazine) have an anti-Microsoft bias.

When columnists are shot atfrom both sides, it

is often a good sign that they have some sort of

objectivity.

PSYCHOLOGY ON A DISK
MS-DOS Personal Edition

Psychology is a challenge. Are you up

to it? Can you fool the lie detector?

Will you be able to design a test to

find the missing psychiatric patient?

Can you create a super-strong rat by

winning the Shaping Game? Will you

be able to beat the computer in the

Three-Word competition? The thirteen

games and simulations on this disk

were designed by psychologists at a

major university. Has your gaming

given you the psychology skills you

will need for this new kind of

challenge? Or will psychology help

you to sharpen your gaming skills?

PSYCHOLOGY ON A DISK is

available for only $24.95 plus $4.00

shipping and handling. Send check or

money order to CMS Academic

Software, P. O. Box 5777, Dept.

CGW, Santa Fe, NM 87502-5777.

Please specify 3.5" or 5.25" disk.

MD residents add 5% sales tax; NM
residents add 6.125% sales tax.

Sounding OfF

Great article on Sound Cards in the new

issue. However,

1) it looks as though part of the concluding

remarks didn’t get printed;

2) since the authors mentioned that one

option is to have a SB card for digital sounds

and tlien add a Roland for General Midi, I

would like to see a follow-up article on how
this would be done. (How do you hook up

both cards to the same set of speakers and

which card do you select when installing the

game. Would both cards use the same IRQ?);

and

3) since they mentioned CD-ROM inter-

faces on a (sound) card, I need to know ifyou

need one on a sound card for a CD-ROM
program to work with it or if a normal SCSI

controller will do.

Chris

Prodigy

Mike Moondaivg Weksler responds:

1) Thatcomma at the endofthe article should

have been a period. Our editor inserted a sen-

tence ra}7ibling on about how inadequate home
theater is in its current incarnation, but it really

didn ’t matter.

2) With regard to hooking up speakers when

naming digital audio out ofone cardaiid wave

table synthesis out ofthe other, you have afew
options. One woidd be to run the Line Outfrotn
the wave table synthesis card (i.e., the Roland)

into the Line In onyour digitalsound card (i.e.

the Pro AudioStudio). Then, you can run a Line

Outfrom your digital sound card to eitheryour

amplified speakers or your music system. An-

other option would include the use ofa low cost

mixing boardfrom Radio Shack. Outputfi'om

both cards would run into the mixing board

where a single output umdd run intoyour single

set of speakers. This is a handy way to have

precise volume control atyota'fingertips.

You luould select the Sound Blaster cardfor

your speech atid your Rokmd- for the music

separately in a given game's hardivare mstalla-

tion.

Both cards tvoidd require separate IRCjs. A
standard configiration is to have the Soimd

Blaster on IRQ (interrupt)?, I/O at 220. The

Roland (or most wavetable cards) defaultatIRQ

2, I/O 330.

3)

Depending upon which CD-ROM you

have, games may run with both configura-

tions—a CD-ROM drive will run either off 'of
your sound card, such as the 50 pin SCSI host

on the Pro AudioStudio card or, theproprietmj

40pin Panasonic host on the Sound Blaster Pro

cards. A CD-ROM drive may also run offofa

dedicated SCSI host card. Games don ’t seem to

care one way or the other, although it woxdd be

in your best interest to get thefastest CD-ROM
interfaceforyour computer. An example would

be one ofthe 1 6-bit SCSI host cards which have

someRAMon thetn to speed things up a bit. One

small point worth mentioning is that the CD-
ROM host on the sound cardshotdd be disabled

u'hen running a stand-alone SCSI host so the

two cards do not coxiflict with each other. We
hope these tips help, cgw

so p(mv imiMEP IS -WE scfTW^mw is tesfingm w. 9\ILS ID NOTICE.W THE GAME RJtfS TD”TNIST£?^' NWE
ACClPEimLV KEN IHCWPER
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Empire Deluxe, The Official Strategy Guide
by CGW On-Line Editor Alon Emrich - Primo - S 19,95

This indispensable companion co Empire Deluxe offers: explanations

of troop movement through exploration, discover)' and battle; tables

for every combat situation; secrets of waging economic warfare; and

information on engaging other players by modem.

Global Conquest, The Official Strategy Guide
by CGW On-Line Editor Alan Emrich - Primo - S24.95

Special feaiures: floppy disk with updated (2.0) game version and a

new map maker; and full-color player's aid card. A complete tutorial

with five programmed scenarios. Strateg)' tips, detailed tables, and

analyses of actual program formulae. A complete modem-gaming
reference.

Sid Meier's Civilization, Or Rome on 640k a Day
by Johnny L. Wilson and Alan Emrich - Prime - $18.95

Ifyon 're serious about playing Civilization, this is the bookyou need.

-Jerry Pournellc, BYTE Magazine

Includes 1 00 charts covering technological advancements; 24 original

tables and 22 specific formulae showing how the game works, as well

as 17 ways to cheat and more than 20 ways to win.

Chuck Yeager's Air Combat Handbook
by Russell SIpe end Mike Weksler - Prime - $18.95 U.S.

Winning Strategics to all the missions. Campaign games for every

playcr-flyable aircraft (P-5!, FW-190, F-86, MiG-15, Phantom 11,

MiG-21). Valuable performance charts for each aircraft. Extensive

information from the designers ofYAC.

The SimEarth Bible

by Johnny L. Wilson - Osborne-McGraw Hill - $14.96

I saluteJohnny Wibonforgiving us a new kind ofbook about the earth

and the teirestrialplanets. -Janies Lovelock

The SimEarth Bible is a winning strategy guide to SimEarth, as well

as a fact-filled guide to Earth sciences and theories of the balance of

life on the planet.

The SimCity Planning Commission Handbook
by Johnny L, Wilson - Osborne McGrow-Hill - $19.95

Each time we read this book we learned something, because it explains

the theory behind the game and doesn 'tjust list one-two-three hints.

- START Magazine

The Official Guide To Sid Meier's Railroad Tycoon
by Russell Sipe - COMPUTE Books - $12.95 U.S.

The best book on Railroad Tycoon. Ifyou love Railroad Tycoon get

Russell Sipe s hook. . Jerry Poiirnelle, BYTE Magazine

Here are just a few of the things you’ll learn; get the answers to

puzzling economic forces in the game; learn to defeat each of the

tycoons; manipulate the stock market to your advantage; and learn

optimal building and surt'cy techniques.

The PC Games Bible

by Paul Rigby and Robin Motihews - Sigma - $20,00

CGW’s British correspondents describe over 2,000 computer games

in short “Taking A Peck”-size tidbits.

Falcon 3.0 Air Combat
Pete BonannI and Bernard Yee - Osborne McGraw-Hill - $19,95

Bonanni provides the insights of a trained Falcon pilot; Yee provides

the perspective of an experienced game reviewer; and CGW's own

Mike Weksler cells gamers how to maximize their computer systems

in this useful hook of tactics and campaign management for

Spectrum HoloBycc’s Falcon 3.0.

The Official Lucasfilm Games Air Combat Strategies

by Rusel DeMarla and George Fontaine - Prima Publishing - $18,95

History, tactics and programming insights are blended together into

this compendium of strategics for Larr)’ Holland’s best-selling WWIl
air combat scries.

Wing Commander I & il: The Ultimate Strategy Guide

by Mike Harrison - Prima Publishing - $18,95

Filtered through the viewpoint of Lt. Col. Carl T. LaFong, a fictional

pilot, Harrison’s book assists gamers in mastering the game in a

logical, linear fashion.

The Harpoon Battlebook

by James DeGoey - Prima Publishing - S 1 8.95

In addition to providing a solid guide to Harpoon tactics. The

Harpoon Battlebook offers new scenarios, additional information on

weapons platforms anti handy reference tables.

c Use order form bound into this magazine to order books.
:)



Review

Plant The Silver Seed
And Watch Britannia Grow

Origin’s Add-in Disk Expands
The Serpent Isle

T hough the Avatar has often stood

alone against tlie forces of evil in the

Ultima universe, Origin’s Silver Seed

cannot. It is an add-in disk for Ultima VII,

Part Tioo: Serpent Isle which requires that

Serpent Isle reside on your hard drive in order

to play. There is little point in buying this

add-in disk if you have already finished Ser-

pent Isle, unless you plan on playing it again.

The new adventures in Silver Seed are self-

contained, and the main reason for their ex-

istence is to provide certain items and updates

for Serpent Isle that make playing the game
less of a hassle.

On the other hand, these changes really

make Silver Seed'woith getting ifyou haven’t

played Serpent Isle, or haven’t gone too far

into it. What it provides are six new items and

three new hot-keys. Two of these items in

particular are especially notable.

The first is the magic key ring that works in

conjunction with a new ‘K’ hot-key. All of

your keys go onto the ring, after which you

can forget about them. When you come to a

locked door, hitting ‘K’ brings up a cursor

which you must position over the lock. Ifyou

have the right key on your ring, the door will

be unlocked. No more rooting through back-

packs to try keys one at a time or becoming

confused over look-alike keys.

The second is the Ring ofEndless Reagents.

With this nifty item in hand you can kiss your

bag of reagents good-bye. No more reagents

to buy, ever again. The spells you can cast are

limited only by magic points. It’s nice to look

at the spell book and see the num-

bers under the spells replaced by

infinity symbols.

The other items are a powerful

(but non-throwable) magic axe,

the Helm of Light, the Belt of

Strength, and the Gauntlets of

Dexterity. The belt and gloves give

+10 to strength and dex, but there

is a little problem associated with

these that we’ll come to a bit later.

Picking locks becomes less

trouble with a new ‘P’ hot-key.

Hitting ‘P’ brings up a target cur-

sor to position over the lock. You no longer

have to rummage through your entire inven-

tory to try a door.

Finally, feeding the parry has

been made easier with a new ‘F’

hot-key. Whenever someone

starts whining about an empty
stomach, just hit ‘F’ for a target

cursor. Position it over the peckish

character and zap those

tummy grumbles away.

As long as anyone in the

party is carrying food, the

person will be fed. This

one feature is almost

worth the price of admis-

sion all by itself.

The stoiyline of the game doesn’t

amount to much. Karnax, head of

theXenkan monks, pops up with the

newly-found Amulet of Balance, which he

hands to the Avatar and says, in essence,

“figure out what it does, because we don’t

know.” As it turns out, the amulet is used on

a serpent gate to transport the party back to

the past, to the time when the war between

Order and Chaos was in full swing.

and plant the silver seed, which will grow into

the Tree of Balance and help (in some mysti-

cal, undefined way) to restore Balance to the

land. (And 1 thought this was what we were

doing in Serpent Isle by reuniting the three

Great Serpents.)

In actuality, you’re just there to pick up the

goodies (and get the new hot-keys installed),

since planting the seed has no effect on the

The Silver Seed

TITLE;

PRICE:
SYSTEM:
REQUIREMENTS;

IBM
UliiiTiii VII, Part Two: Serpent
Isle, 4MB arlditionai hard
drive space
Brian Adams, Bruce Adams,
David Beyer, Lisa Smith,
Phil Sulak

The ostensible goal is for the Avatar to find
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. .A remarkably rich playground for

modem-owning role-players.
”

(Computer Gaming World, Aug. 1 992)

“...no other game... captures the true

essence of roleplaying like this one.
”

(Computer Game Review, Oct. 1992)

Play the

Now you can play the award-winning

muiti-piayer oniine game
Legends of Future Past

for as littie as $1.80 per hour!

Create your character ancJ visit Andor, a world created solely

through artistic prose and colored by shared imagination. Meet the

exciting, intrepid and interesting people who populate these ever-

expanding lands. Become part of the community of adventurers who
have found reward, riches — even romance — in the fantastic land of

the Shattered Realms.

Live Game Masters: You'll explore a living world where professional

game designers introduce new adventures and lands to explore on a

continuing basis. Delve into the politics of the City-State of Fayd, or

take up a noble quest. Become a Champion of Justice — or a Force

for Darkness. Andor itself will change around you as you are drawn

into the never ending plot of Legends of Future Past.

Full Character Development: In Legends, you can assume the role

of any character imaginable. Our skill-based system will enable you

to develop the persona of your dreams. Be a powerful wizard, sly

thief or valiant knight — or even a gentle weaver, a skilled

weaponsmith or a miner. The possibilities for profession and
character development are endless.

Advanced Interactive Fiction: Legends was designed as a

monumental work of fantasy and artificial intelligence. Not only will

you interact with people just like yourself— you will be in a realm that

responds to your every action. There are no graphics, because only

the power of the English language could capture the beauty of this

world. Come try it for yourself.

New Lowei Rates:

$9.95 a month includes five (5) hours online time.

Additional hours charged at $1 .80 hour total via direct dial

and Internet, or $3.60 hour total fee via CNS locai dial-

ups. No surcharge for connecting at 9600 baud or during

daytime hours.

If you are on Internet: telnet to novalink.com, orwrite

info@novalink.com.

• No special software required.

• Toll free number customer service and
technical support.

• All adult: You must be eighteen (IS) or older

to use NovaLink.

• American Express, Visa, MasterCard,
Discover and Diners Club.

...and you can try it free!

Novato
MAKING THE WORLD A BIT SMALLER

800-274-2814 Voice

800-937-7644 Sign-up/Info

P.O. Box 1 1 ,
Shrewsbury, MA 01545
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Hard Drive Special

Seagate 130meg drive $186

Seagate 261 meg drive $260

Samsung 252meg drive $236

Seagate 341 meg drive $337

Western Digital 340meg $321

Mother Boards
486/33 Vesa 128k Cache $462

486/33 DLC $197

386/40 128k Cache $151

Sound & Video Cards
Sound Blaster Mono $97

Sound Blaster Pro DX $146

Sound Blaster 16 ASP $243

Video Blaster $398

(3D-ROM S^^steins

SB CD-ROM Upgrade $361

SB MuitiMedia Upgrade Kit $662

Aztec CD-ROM 16bit Kit $543

CD-ROM 16bit Business Kit $511

Sound Galaxy 46 CD-ROM Kit $443

Tape Backiu)
Colorado Jumbo 250 $199

Software and other Hardware
Large Inventory

Order Toll-Free

Computer Sx'slcin Solutions

1-800-666-5590

Circle Reader Service ff53

'The Informative PBM Magazine'

Do you know what PBM (Play-By-Mail)

gaming is? If you don't, we can help you

explore the world of PBM gaming. Paper

Mayhem has been leading the way for

over 10 years by informing people about

PBM gaming. Articles, reviews, biograph-

ies and more fill each issue. Not to men-
tion the ratings of PBM games and com-

panies that our readers participate in.

Paper Mayhem has been improving with

the ever expanding hobby of PBM gaming
since 1983. Each bimonthly issue brings

you the latest on PBM news.

So why delay and miss out on all the

fun? Read Paper Mayhem and take ad-

vantage of PBM gaming.

Send subscriptions to:

PAPER MAYHEM
Dept CG,1518 Adams St.

Ottawa, IL 61350-4770

US Subscriptions:

Single issue $5.00

1 year $24.00 - 2 year $42.00

FOREIGN SUBSCRIPTIONS: I year- Canada $31.00:

1 year to Europe $51.00; year to Australia $57.00.
All Subscriptions to PAPER MAYHEM are to be paid

in US fuixls and drawn Irom US banks. Foreign sub-
scriptions ore asked to use International Money
Order in US funds.

main game—at least none that anyone has

been able to find to date. Nothing really

changes when you return to your own time.

If you were hoping to undo some of the

Banes’ na.sty handiwork, you’ll be disap-

pointed.

While Siher Seed fixes some problems (or

at least annoyances) in Serpent Isle-, the game

brings a few of its own. The gauntlets and belt

do not appear to work properly. For instance,

after finding the gloves, naturally I put them

on at once, only to see no change in the dex

stat. The dexterity of the character was the

same, no matter who wore them.

My initial thought was tliat, as stats don’t

go above 30, and cvcty'one had better than 20

dex, the gloves wouldn’t work for them.

However, on rebooting the game, 1 noticed

that Shamino (who was wearing the gloves)

now had a dex of 30! Had I been mistaken?

Not quite. When I took the gloves off him,

his dex dropped to normal, hut putting them

back on made no change in his dex, or anyone

else’s who wore them. So it would seem that,

to get the benefit of the belt and gloves, you

should save the game after they’ve been

equipped, restore, and not take these items

off again.

Another nasty situation reared up with the

maze. Only the Avatar can go in there; party

members refuse and voluntarily unjoin them-

selves from the group. Unfortunately, they

unjoin themselves a little too late. Tlie Avatar

must go in .sans armor and equipment; these

are taken away upon entry and given back

after exiling the maze. The same thing hap-

pens to anyone in the group when the Avatar

goes to enter, only their stuff doesn’t come
back. Ouch! Make sure that evetyone is out

of the group before you go near the maze

entrance.

"i'he manual that comes with Silver Seed

contains a small walk-through in the back.

Obviously, Origin wants you to finish this

one quicldy so you can bring your new toys

over to the main event, which isn’t a bad idea.

After all, that’s why they’re giving you this

Stllfi'.

Unfortunately, the walk-through contains

some inaccuracies, mainly in the section deal-

ing with the abandoned outpost. A body

(with an important item) is noted as being at

location 10, when it’s really at location 11.

The .secret door in the west wall of the

north/south cntiy passage is actually further

north than is shown on the map.

The real toothgrindcr, though, is the rub-

ble-blocked corridor, 'fhe manual suggests

using gunpowder to clear it. Even eight or

nine kegs exploding in concert weren’t

enough to do the job, no matter how they

were placed. An Origin on-line rep suggested

putting a keg at “the thinnest point of the

debris,” which was the first thing I had tried.

Perhaps my idea of “thinnest” didn’t coin-

cide with theirs, or possibly the game is very

position-sensitive, and I didn’t get the exact

right spot. Wliarevcr, the kegs don’t work,

hut plain muscle does. Just put the Avatar in

combat mode and smack away at the debris a

few times. I found a Juggernaut Hammer
works nicely, and two blows were enough to

clear a passage to die stairs. Other weapons

may take a little longer, hut it can be done.

Installation of the add-in makes some
changes in the operation and save games of

Serpent Isle in order to accommodate the new
items and hot-keys. Since it is also adding a

new physical location to the Britannia land-

scape, some saves from Serpent Isle may have

to be deleted. This is clearly explained in the

manual. I lost three or four saves myself, but

these were mostly from near the end of the

game, in the Temple of Balance. Earlier po-

sitions made the transition nicely.

However, users of DRDOS 6 should be

careful. Serpent Isle \s known to be incompat-

ible with this DOS, and Origin has a patch

out for it. Unfortunately, early reports indi-

cate that installing Silver Seed undoes the

patch, rendering the game unplayable. Ifyou

use DRDOS 6, check with Origin before

installing the add-in. By the time you read

this, they may have an upgrade or otiier work-

around for the difficulty.

Overall, while Silver Seed, isn’t a terrific

game in itself and has a few problem.s, it will

certainly make playing Serpent Isle a little

more enjoyable. Anyone who is playing, or

plans on playing, Serpent Isle, should make
their lives easier and pick it up. cgia/
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THE IN MORTAL DANGER!

Cambridge, MA 021 39

(617) 497-7794

&om Stokef's Dtocuk3'“ li o itodematk of Columbia Pictuios Induslrtes. Inc. © 1992 Columbia Pictures mdusliies Inc. All tlgnis resorved.
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You've always considered yourself a soldier of fortune
with a knack for survival and a thirst for green. Your
mission? Anything for a price. But this time it’s different.

The stakes ore a little bit greater and tlie danger is all

too real. You and your team ore on a desolate moon,
surrounded by less than friendlies, with only one goal
besides the mission itself; stay olive long enough to

enjoy your newfound wealth.

Hired Guns is an adventure that can accommodate up
to four players simultaneously. It features furious non-
stop action, first person 3-D view and auto-mapping of

the 1.7 million cubic meters of play area. Choose from
1 2 different richly developed characters to suit your
needs for the mission at hand. Journey through this

desolate land, all the while testing your survival skills.

And remember; TAKE NO PRISONERS!

Hired Guns is available on IBM compatible and Amiga formats.

675 Massochusetts Ave,
Cambridge, MA 02139

(617) 497-7794

Circle Reader Service # J 72
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Innocent is available on IBM compatible and Amiga formats.

Ave.

Cambridge, MA 02139

(617) 497-7794

Meet Jack Ladd, a jack ot all

trades, most of them illegal. Jack's

^

tn big trouble. You see this is the

\ future and now the IRS has the

^

right to use deadly force fo col-
‘

,
lect taxes. Guess what Jack,
the tax man commeth, and

^

they're looking for the gazillion

bucks you owe them. Now
you hove only 28 days to

get them the money, how
you do it is up to you.

Join Jack as he cons and
coerces his way through
the backstreets and
alleys on the seedy
side of the galaxy.
Eight-way scrolling,

full perspective scal-

ing and Hypertext-
• style interaction

give this gome a
colorful and realistic

edge. This unusual
adventure captures
your imagination and
thrusts you right into

the heart of Jack
Ladd's bizarre world.
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Strategy

SEAI/l)
M^rm A Fist

Delivering An Effective Blow
With SEAL Team

S
tories ofyoung lieutenants greener than

elephant grass leading boys into the

dense undergrowth of Vietnam and

getting chewed up are legion. The dangers

included not only an NVA encounter, but

also falling into pits with sharpened punji

sticks arrayed like bayonets, or tripping a

“bouncing betty” mine with a shaped charge

designed to maim, not kill. Learning effective

ways to prevent and deal with such hazards

was an ongoing challenge squad leaders faced.

In Electronic Arts’ SEAL Team, the player

controls a squad of U.S. Navy SEALS
through up to four years ofthe Vietnam War.

After spending a few weeks coaxing SEALs
through the pixclated Mekong delta in SEAL
Team, I’ve learned a few things that may help

SEAL commanders overcome the obstacles I

faced in my early duty. Here arc the tactics

and procedures that helped keep Lt. “Lunch-

meat” and his squad alive through many har-

rowing combat missions.

1.

BAMCIS

A mnemonic device used by the U.S. Ma-
rine Corps to aid commanders when leading

troops, BAMCIS can be effectively applied

for use with SEAL Team. BAMCIS is an

abbreviation for the following tactical steps:

Begin planning the operation; Arrange for

reconnaissance; Make the reconnaissance;

Complete a plan of action; Issue the combat

order; then Supervise the ongoing operation

to guarantee that the objective is reached.

When using BAMCIS with SEAL Team, the

first three procedures should be performed

even before the SEALs hit the combat zone.

Studying the information presented in the

Intel Briefing and Mission Briefing screens

will give the player enough information to

plan the operation, while the intelligence pro-

vided should be considered a prelimi-

nary recoil report. After a tentative

tactical plan of action has been de-

vised, the combat order (i.e., moving

the soldiers toward the objective)

should be issued once the SEALs hit

the combat zone. Finally, the player

must supervise the movement and ac-

tions of the team en route to the ob-

jective. Using BAMCIS should be a

continuous process; as events unfold

during combat, the player should be

ready to alter his plan of action to

successfully complete the mission.

2.

Patience Is A Virtue

In mission after mission, I learned that

being patient is possibly the single most im-

portant skill a SEAL commander can po.s.se.ss.

Since a SEAL team will almost always be

outnumbered, outgunned, and far from

home, biding time until the perfect opportu-

nity to strike is vital. In several missions,

enemy soldiers would walk within just a few

meters ofmy hidden SEALs. Instead ofopen-

ing fire when they came into range, I patiently

waited until they passed my position and left

by JeffJames

the combat area. Once they were gone, I

moved my SEALs into position to take the

objective. Unless a player’s SEALs are under

fire, moving towards an objective or leaving

the combat area, it’s usually a good idea to sit,

watch and wait.

3.

Mix It Up
In combat, being predictable will get your

men killed. Insertion points, avenues of ap-

proach and exit routes can and should be

altered often to confuse the enemy. Moving

down clearly marked trails is almost always a

bad idea, as most will be booby trapped with

pits or trip wires. Players should try some-

thing slightly out of the ordinary in every

mission. Here arc a few suggestions: create a

diversion by using a grenade launcher to lob

a grenade .some distance from the enemy’s

po.sition; split your team into two squads and

attack from two directions; insert the squad a

considerable distance from the original inser-

tion point; use your fire support teams to

draw enemy troops away from your objective.

Players should be reasonable; don’t try some-

thing too creative to be tactically sound.
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BLfiSTCOMPUTER GfiMES
INTOfiNOTHER DIMENSION

F0R0NLY$169!

BUiSTS COMPUTER GAMES FROM PCs TO BIG-SCREEN TVs!

SPECIAL OFFER! FREE GAMES-a $150 value-

mSIDE EVERY GAME BLASTER PACKAGE!
7'hese sonsalional romputci’ games arc FRKE with every pai^kago!

Prince of PeniQ® ]etRghterir Spectre Challenger’'

hv Broderlmnd liy moctly

ADVANCED DIGrTAL SYSTEMS 20204 State R<

GAME BLASTER lurns your living room into a virtual reality

gameroom by boosting your lavorile

PC games from your VGA monitor

onto your l)ig-screeii TV

GAME BLASTER converts your

PC’s VGA output to a video signal

and supports 640x480 VGA

resolution . So take off today with

GAME BLASTER—and blast your

eomjmter into the next dimension.

Cerritos, CA 90701 |3I0|e6S-1432 (310)809-6144 (Fax) (800)888-5244
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Keeping the enemy guessing will keep SEALs

alive.

4.

Know Your Gear

A plethora of weapon and tool types arc

available to a SEAL commander; knowing

which equipment to take can mean the diL

ference between victory and defeat. SEAl,

commanders should learn the weapon spe-

cialties ofeach SEAL and equip them accord-

ingly. The mission should dictate the weap-

onry carried: an M72A2 LAW (light ant-tank

weapon) may be perfect for taking out hard-

ened enemy positions, but would be ex'cess

baggage during a rescue mission. The more

equipment a SEAL carries, the slower he

moves, making him a more vulnerable target.

Keep in mind that SEALs tending captured

enemy soldiers move slowly. SEAI.S already

weighed down by 100 pounds of rocket

launchers, grenades and ammunition will be

scarcely able to move when moving captured

enemy soldiers. Keep an eye on weapon

ranges, too. A squad equipped with nothing

but shotguns and pistols is in for a very bad

day if forced to engage in a long-distance

firefight.

5.

Cover And Concealment

In basic training, many U.S. infantry arc

taught the maxim: “I’m up, he sees me, I’m

down.” This brief .sentence summarizes the

importance of cover and concealment. As in

real life, keeping soldiers out of harms way

requires that they be seen as little as possible

by the enemy. SEALs advancing towards a

heavily defended target in an upright position

won’t live long; keeping them in a prone or

crouched position will make them harder to

spot by the enemy. When planning a mission,

it's a good idea to plot a course through areas

with plenty of ground cover, using any man-

made structures lor cover and concealment as

well. Keep low, stay clear of wide open areas

and utilize any available foliage to keep

SEALs hidden from view.

6. Conserve Ammo
Conserving ammunition is of paramount

importance to any SEAL commander. The

motto “One shot, one kill” is a wise one to

follow, Wait until the last possible minute to

engage the enemy. In most cases, I found that

holding my fire until an enemy was close

enough for the targeting reticle to turn yellow

or red was enough to ensure a high prob-

ability of success, Frugal useofammu-
nition has other benefits besides the

increased probability of a kill. It also

translates into less ammunition being

carried, resulting in faster moving,

less-encumbered SEALs. It also at-

tracts less attention: a SEAL who fires

one shot is far less likely to be noticed

than one that empties an entire maga-

zine. One ea.sy way to limit the

amount of ammo expended during a

firefight is to change the rate of fire

(ROF) of a currently selected weapon.

Pressing the ‘R’ key will cycle through

the ROF options available for the cur-

rent weapron. In almost all cases, keeping

weapons on “semi” or “single” will yield the

best results.

7. Silence Is Golden

Next to cover and concealment, keeping

SEALs quiet is key to avoiding the enemy.

Players can accomplish this by moving slowly

in prone position with a cease fire order. It’s

also a good idea to stop occasionally and scan

the area. Turning off the game music (ALT-
M) and keeping on the game sounds will give

players aural cues to ihc combat situation,

with the noi.se of insects and birds changing

when an enemy is approaching. Move slowly,

keep low and fire controlled bursts.

8.

Use Your Fire Support

In almost every mission, fire support teams

are just a key press away. When SEALs are

pinned down by enemy fire, bailing them out

with the fire support vehicle is a viable and

highly recommended course of action.

Fire support vehicles also work wonderfully

as moving distractions. One tactic which

worked well for me was to have a support

helicopter fly over a heavily guarded objective

and then hover some distance away from the

target area, on the opposite side of the objec-

tive as my SEALs. Any enemy soldiers in the

area would often follow the helicopter, leav-

ing the objective unguarded. Remember that

supporting fire from helicopters and other

aircraft can often stray quite a distance from

the target area—players should keep SEALs a

healthy distance away from any ground tar-

gets.

9.

Use The Views

One of the many viewing options available

to a SEAL Team player is the use of the enemy
view, accessed by pressing the F9 key. When
an enemy soldier has been .seen and targeted

by the point man, a targeting reticle will

appear on the enemy soldier. Pre.ssing the F9

key will shift the player’s viewing position to

the enemy’s position. Holding the right

mouse btitton down (or pressing button 2 on

the joystick, if selected) and moving the

mouse allows the player to peek around

buildings, foliage and other obstacles for

other threats. It’s like having an invisible

.scout standing right next to the enemy. Press-

ing the F2 key will display a third person view

of the point man and other SEAl,s, which is

useful for viewing the surrounding terrain

while the team is moving towards an objec-

tive.

10.

Practice Makes Perfect

Finally, SEAL commanders should make
frequent u.se ofthe Practice Missions program

option, accessible from the main menu. Each

of the 80 individual missions in SEAL Team
are available for practice, allowing gamers to

scope out mi.ssion areas before a real mission

takes place. Practicing mi.s.sions will save lives,

minimize time spent in the mission zone, and

ensure that each mission is a success.

In addition to the suggestions listed here,

SEAL Team players may want to obtain a few

books on the SEALs in Vietnam and the

tactics they used. A wide selection ofreference

books are listed in the bibliography of the

SEAL Team manual. From that list, I found

the following books to be especially useful:

John Pimlott. Vietnam: 'The Histoiy and
the Tactics. Crescent Rooks, New York.

1983

Michael Lee Lanning and Dan Cragg.

Inside the VC and the NVA. Ballantine

Books, New York. 1992.

(The author would like to thank Sgt. Kevin

N. Lawson U.S.M.C. for his assistance in

preparing this article.) cgw

Coinjnitcr World



ns
DISK-COUNT
SOFTWARE

Lowestdeliveredprices withgreatcustomerservice.

800-448-6658

,

HOURS: M-F 9 AM- a PM SAT 10 AM- 3 PM EST

PRODUCT I^FO 4 OTHW BUSINESS? 908-396-8880

Libry of ArtiRenaisn 65
Loom 39
Lost Treasure 49

A Train

Construction Set 22
ITOSS the Rhine 47* 5r«

«C8S Over Europe 44“ 1d«
Aces of the Pacific42“ .„„,„lc9s

Miss-ionDisk 1?; aS'z’iri”

NOSURCHAflGE

^ SHIPPING IS ONLY $4.00
i PER ORDER, NOT PER
I ITEM
» HARDWARE INCLUDEDlll
37 Putt Putt Fun Pack 26 Stronghold 37“

Aesops Fables 33
Aircraft Encydopda 45
Amer Bus. Pbnbk. 39 ad ‘»r~ j^s

AmerHert Piet Diet 75 S^Aansion 34“ Aces Over Europe
Short P

^ ^
19’

Arthur Teacher TrbI 41 5L Aces of the Pacific42“
t.Qhort2 19

Autodesk Explorer 119 uiednr, 479s Mission Disk 19’

to S^ool 26 Mayo Clinic
into Space ..t-Ljn-..

Batllechess . ...vu.-.
Beauty & Beast 49 Monkey Island

dot Ringi _ . ......
si File Snedock 27“ Quarter Pole 29“ Studyware for ACT
slTreas Infocom 42 Quest for Glory 1 22 GMAT.GRE.SAT 30
St Treasures 2 29“ Quest for Glory 3 39 Studyware Biology,

25 Hags to Riches 35“ Calc.,Chem.,Econ..

?R u“' H m""u .h f',. o? AUtkU unlimited a/»
26 Mixed Up Moth Gs 37 AdIbou&Junior Ifl 3495

Cyber Space
34 Monarch Notes 75 Air Bucks 3495

Daernonsgate

Air Bus A320 4595
Llafklands

3395

Crusader Dik Savnt39“ San Fransisco 29“

Great Britian 37
Hawaii 1

9

Instant Fadt Loc. 1

9

Japan Scenery 19“

New York 29“ Lost Tribe

Paris 29“ Lunar Command 35“ Reach for Skies 19“ Physics, Statistic 25
Pilots Pwer Tools 24“ Lost Vikings

«95 , ,..-r o->

RescueAir911
''' —

39
Beethoven Ninth 59 mM Music: Mozart 33 a-[ nuel
Berlitz Think 4 Talk MM Music: Vivaldi 33 a vSior SVGA 35« Darkside of Xeen 39“

F-ench 105 Our Sola-^sBm 29 Dark Sun ^IL AIceBlaster Plus 30
Spanish 105 Pool Shark

Boodnel 41 preision Map
Blue Force 39“ Pfotostar
Bookshell 129 Publish ill

Brilanica Family Chc^9 Reference Ubrary 59 Amazon Trail
Buzz Aldnn Raa 59 Return of Phantom37“ Ambush

^ ^

ratmon Wfirlil n «o RS nr AmpUSn_ ..JL*

9“ A nhato Rinr^s Deslon your Rallrd. 35 Fun SchoohFred Frog

69 Enn ® °
® 3^ Diet Rro DQSiV/in25/36 Sam Spy,Teddy Brl7

59 Ama,'nn Trail Pino Park 3^“ G-Force 19“

39“

Carmen WoddDIxe 65 RotorjAirbapme 25 Sm Art War Skv35 Dinosaur Adventure34 Gearworks 29“
Cautious Condor 45 San Diego Zoo 49 Anrimt Emdr«^^3D Discovering Amer 35“ Geekwad Games 22“

CoSwa?' Sacral peapona g S'fem 47™ SjS'i,""Speedway J7 Seventh Guest 59 Animation Studio 75 I'll

Chess Maniac 34“ Shedock Holmes 39 wTrip fnr Wnri ?4“ OrFloyd Desktop 19“ Great Naval Admd 48“
Christmas Carol 33 Shedock Holmes 2 42 ^ Dr Jam Window 59“ Super Ships 20“
CIA Worid Fact 39 Shedock Holmes 3 49 aSLJ nf Fmoire 3^ Dr.Quandiy Graat Wivks 3n“
Clipart Goliath 30 Sleeping Beauty 37

^sol Empire Jb
D,agon Spheri

Conan Cimerion 36 sound Works 35 au ; insiaht 49 dragon Lair 3
Crealivel^ds .36_“ Space Quest 4 37 Amornap 44 Dreadnoughts

Gobblins 1 or 2'

37“ Grand Slam Bridg II 32

Super Ships 20“
Great Works 30”

Gunship 2000 29“
Scenario Disk 24

Hardball 3 35
Data Disk (ea.) 17“

39“
40“

Reader Rabbit 35“ Studyware LSAT 37
Reader Rabbit2 35“ Syndicate 3^

Candles 37“ Ready lor Letter 35* Take a break X-Word2?
c Mansion 1135“ Ready Set Read 29“ Pinball* 29“^

Mantis 39 Reading Adv in Qz 36 Task Force 1942 37“
Speech Disk 17 Reading Comp 32 Admiral Edit 43“

Mario is Missing 35* Ready Set Read 29“ Terminator 2029 39“
Mario Teach Type 25 Realms of Arcadia35“ Tesserae 17“
Master of Qrion 37“ Red Baron 39 Trmntr 2 Cybrehess 35
Math Blaster Plus 29“ Mission Disk 17 Tetris Classic 31

29“ Return Of Phantm 33“ Time Riders Amer. 35
it Spot 35“ Rex Nebular 37 Tony LaRussa Base. 17
irWind 36 Ring World 34“ Tony LaRussa 11 37“
t 29“ Rotjosporls Wind 25“ Expansion Disk 19“

29“ Rock & Bach Sludo35” Top Class Series ea16
29“ Rodney Fun Scfeen31 Tornado 45“
onas r.— 29* Treasure Cove 35

,_jment239“ Treasur Math Storm 35
Science Adventure 42 Treasure Mountain 35
Scooter Magic Castl32 Treehouse 35

• 32 Tristan Pinball 29“

-- 37“ Turbo Science 30
40 Sort vyeapn Lufhvf 29“ Tudte Tools 69

Tour of Duty ea. 20 Ultima 7 47^^

Scenery St A or B 37 Maniac Mansion 1135“ Ready Set Read 29“ Pinball*

Scenery Enhn Ed 25 n-.j... »j.. o. oe -r-.,.

Sound & Graphic 25
Tahiti 19
Washington DC 29“
West USA Scniy 39“
West Europe 19
Freddy Pharkas 39“

Pro 45“

Malhotogy
Mavis feacon
Mega Lo Mania 29“ Rome
Mental Math Games37 Rule

Michl Jordon Fight 37“ ‘ '

Micro Cookbook 4, 31

39“
Might & Magic

Cuise ol Enctiantia25” Space Series-ApolM9 TjSwmd 59 „„
tealhslar Arcade 30 Space Shullle 29“ £3 g," „ 74

Dungeon Master 29“ Hamrjr Assault 34“
Diciionanes & Lang 30 Soiril of Excalibur 37 am a^^i,c ^ noS Dynamix Bundle 42 Headline Hany 37
Dune 45“ sfeNar°7^ 37 n PnrtrpJld ^gle Eye Mystery31“ Health & Diet Pro 26 Monkey Island 1/2 23 Sierra Award Wnnef47 Ultima L

Education Master 32 Strange Deadfeilow 39 LuLv 2?LnWhni?«?q« Eco-Quest 1 or 2 29“ High Command 42” Monopoly Deto 34 Sierra Family Fun 32 Pad2 ..

ElectfOTlc Cwkbk 75 star Trek £nhanced49 Bane^Cofmlc Rxge36 Eig^l Ball Deix 35“ Hon^ Kong Mah|;ong32 Wo[e_ve^«^GOTe19“ Swa Starlw ^1 Uhratols._,
,

nalmoo notiirnc El pish _

Mixed-Up Faiiy Tal 30 Shadowcasler 47“ Ultima 7 Part 2
Mixed-Up Mother Gs30 Shadowlands 29“ Ultima Trilogy ’if”

Money/Clocks Wrk 1 9 Sierra Action Five 25 Ultima Trilogy 2 47“
“

' Island 1/2 23 Sierra Award Winnef4 7 Ultima Underworid 47”
47*

Elect. Home Library 49 street Atlas
nn uanc i ijiyo wr

ss Batmai Returns 39’
Empre Deluxe 35*

European
F-15

F-117A
Family Doctor

Fatty Bear
Font Master

G Force
Gateway II

Scenario Disk 19“ Inca

Hong Kong
. „

Hoyfe Bk Game 1/3 30
Humans

34”

Mutanoii?Challenge31 Silent Service 2 19“ Uninvited Window 37“

Mystery at Museum35“ Sim Ant 34“ Unnecessry Rough35“
nFL Challenge 59 Sim Ant French 35 U.S. Atlas DOS _31

^atiliHou^^ 29“ EntrmlPakWin(ea.)28 Incredible Machine29“ NFL Coaches Club 33 Sim City Classic 25“ Utopia
Beat the House 4? __ tho i inrocH,' Vc* Indiana Jones 4 Nmel s Wndd 31 Wmrlows 25“ VfnrVi3^ Ultimate Shareware 59 Refraval ol°KfondQr39“ Erie the Unready

43“ u S Atlas 42 K^irC^v Call Eternam 35“ Inspector Gadget 35“

39 US Allas w/Aulomap49 31“ Eye of Beholder 20 Island of Dr. Brain 29"
,.o,

1^9
BartCrypt 31 EyeBehoIder2 38 Jetfighter2

-- Minnnnfil C„o nf OohAlHor n AO Arlu MlVIl

39’

39 US Presidenls 49 Biu^S Grav

35“ Blulfora^

disM3 KlJKivSmil 5?!v.GetlysburaMM Hisl43 uSA Warsivietnam 49 g^orks
Go erWinlsIesAdv 33 USA Wars: WW II 49 nMPnnwUSA Wars: WW II

, ... Voyage Planet ea t>9 Ri',?7 awn'n
Great Cities Vol 1 49 Who Kilid Sam Rup 25 c^°

A7» Ez Language Series

^io Fr,Gr,lt,Sp,Jp,Rs 31“

of F14 Fleet befend 44“

__ ,
oc* Master Edition 49'

37 cS Driver
F117a Stealth 29’

uaranaurrver 3/
Falcon 3.0

Gunship 2000 37“ Willy Beamish
Guy Spy 32 win CD 32 carrier Strike 3

K""' SpinliS Disk 19‘-

l!gLlp,Ga.Ae, IInteractive Old Tesl52 W C2/Ulti. Undrwld 57 rMMe 2^^ 35“
Interactive Slorylime4S Worid Atlas 42 ^ of Dr Brain 30 Farm Creativity

Intro Games Fr/Sp 79 World War II Pak 37“ Rpn,er court Ten 12“ Fatty Bear BirihdaySI
He a WrnHorfii 1 I P AR . .1- ^.u. ii.._i u-oe '^=''.‘.6' '-'0^0 I 60. I CiolAe filAni mS

Johnny Quest
Jump Jet

MPE Version

Kye Deluxe

Kid Cad
Kid Cuts

45 Wd Desk

Oper Fight Tiger 25 KkJ Pictures

Mig 29 Data Disk 34“ Kid Pix .. v a, ,

Family Tree Maker 42 Kid Pix Companion 25 Perfect General

Fantasy Empire 42“ Kid Works 2 35“ Pinball Dreams

Farm Creativity Kit 18 Kids Zoo 33“ Pirtate’s Gold

Kings Ransom 34“ PiayroiOT 2.0

Nigel's Worid 31 Windows 25“ V tor Victory (ea) 42"

No Greater Gtoiy 20“ Sim Earth 39“ Vista Pro 73“

Omar Sharifl Bndge37 Sim Life Dos/Wind 39“ Vocabulary Devi 32
Open Dialog 44“ Sing a Long Wind 31“ Wadty Funsters 19“

Operation Neptune 35 Snap Dragon 32 War in Gulf 29"

Orbits 29" Snoopy Game Club 29 War in Russia 45“

29“ Oregon Trait Delx 34“ Solitaire Window 29“ Warrior of Legend 19“

38“ Origin FX 25 Solitaires Journey 35 Wayne Gretzlw 3 3^

48“ Out ot This World 36 Space Ace 2:Bor1 36 Waynes World 29’
oA« 30 Space Adventure 42 What's My Angle 3.

47 Space Hulk 37“ Wien2Wortds War35“
35 Space Quest 5 39“ Where Crmn SanDii

24“ Spear of Destiny 39* America Past
42 Special Forces 29

35“

30“ Outnumbered
29“ Pacific Wars
35“ Paladin 2

25 Patriot

19“ PC Study Bible

35“ Peooers Adventure29“ Sp^re.A
, gg spgiiijQund 31

Its a Wonderful Life 48 Artults nnh/.MuRt hePI challnae S^Reakn' Fields of Glory 33“ King’s Quest 6 45 Poli« Quest 3

Uazz Miiitimedia Hist69 tAA.i!,,, bc Uhalinge b Heaim
Flashhark 32“ Land Of Lore 34“ Pool SharkJa2z:Muitimedia Hisffi9 ^Srrdttion FantSsy^ Koions ’^'^shb^ck

' 32“ Land Of

Jels&Props 55 PC Pix Vol 1 or 2 65 Chm^^ Wrxka 38 Flight Simul ATP 28“ Legacy e
Jones in Fast Lane 37 ^rkware 65 Ch^smastpr 29“ Flight Simulator 5 43“ Legacy N^omnal 9’

Just Grandma &Me36 Private Collection 65 Sen wS & Publ39
'--cai.pbiib n

Jutland 44 pnv, Piotures 1 or 2 65 Citv Streets 59“

xTrv,«?fi^iin 9R«
Seedy Vol 1-7 ea. 65 cMization 3

Spellcasling 301 35
38“ Spe!l-it Plus 30
30“ SpelUammer 37“
39“ Sports Adventure 33 WikJ Science Arcad35’
19“ Star Control 2 35“ WeeniProphecy 34“

Star Trek 25th Aniv. 37 WingComandr2 47“

Europe
Space
Time
USA
USA Deluxe

World Deluxe

Aff Trie Cnttir 34“ Legion’s ol Krella 37

Ardt/Scen Dsgn 28 Lemmings

65 Civilization Deluxe45“
65 Civilization Win 41“

a?d’fpteYspS
Leisure Suit Larry 42

39 Prince of Persia 2 39’ - , .

Print Shop Deluxe 45 StarTrek AudioC'ip34“ Wing Com Acadm31“
Graphic Coll, (ea) 30 Next Generation 38“ World Circuit 34“

niAAuoocii L/ouii k-u — Print Shop, New 35 StarTrek Screen Sav37 MPE Edition 44“

Airaaft Adv Factrv 25 Lemmings 2 35" Graphics (ea) 22 Stickybf Math Tutor 30 Worid Tour Tennis32“

#685 17 Lethal Weapon 35” Print Shp Compion 31 Slickw Pre-School 30 World War II 35“

25 Privateer
vur__ ot»«

39 Prophecy
16 Protostar

Putt Putt Parade

#701 17 Links

Airport Facty Loc 1 7 Unks 386 Pro

California 37
'' '

East USA Seen 39“

SBCDROM Intml 369

Tiic,»«Ai.,w 1-.U SB Portblaster 149

SuSk&i 14?^ SBWiBOBIPSIet 349

Gravis Ultra Sound 129
oland RAP-10 459“
SCC-1 GS 375
SC-7 315

CDPC 959 SC-5S 549“
CDPCXL 1159 MA-12Cea 105
PfOAudloie 179® SPfMgflS
PfoAudioSlodio 224“ cSObOSniekfod 28

1 6 Muittrrodia _ cS-550 Shielded 35

Sound Blaster 85 Fm
SB Midi Kit 5g“|KinoiiiniEI3
Snd Blast Pro MCA S9 Midiator 101 Serial 95
SoundBla5tefD0b(132 pc Midi Card 79
SB Pro 16 164* jPortSE 149“

HellS Music

^gglarnl’ll'M’P TI,.Mi,ade 325

MIDI Software CD DRIVES
Ballade Windows 79

Band In a Box 69
Cadenza 125
Cakewalk 95
Cakewalk Win 129“
Cakewalk Pro 169
Cakewalk Win Pro 240
Encore 379
Jammer Pro 125
Laser Music Proces79
Master Tracks Pro249
MCS Stereo 55
Midiscan 269“
MkJisoft Studio 159
Music Bytes Vol 1 65
Music Mentor 79
Music Printer Plus 419
Music Time 169
Piano Works 99
Quick Score Deluxe99
Songwright 5 89“
Trax for Windows 60

3041 Internal 489”
3041 External 594“

Texcel America

3021 Internal 349
3024 Dbl Spd 390
3024 Business 679
3024 Education 604
3024 Home 569
3024 Multlmedae44
6024 Db! Spd 495
5024 Business 769
5024 Education 729
5024 Mullimed 969

T)S Robotic Sportster

2400 Int, 99“
14.4v.42bs 162“
• w/S/RFax 183“
14,4 v.42bis Ext183“

w/S/RFax 213“

CH Flighlslick 37“
CH Game Card 3 31

CHMach3 28“

CH Virtual Pilot 65
Eliminator Card 26
Gravis Analog Pro 39
Gravis Joystick 32
Gravis PC GamePad21
Kidz Mouse 30“

Kraft KC3 Joystick 28
Maxx Flight Yoke 69
Maxx Pedal 39
Quickshol Game Cd14
Quickshot Warrior 1

8^
Suncom Command19“
TIuuiunastei

fCS 69
FCSPro 109
Game Card
Weapons 2

Rudoer Pedal lua
UPROM Chip 29“

95“

280

Aitech

Audio Show
Pro 256
Pro Color Plus 529
ProVGA TV 459
Pro PCnV Plus 249“
F^o VGA/TV + 659
VideoSurge 659
VideoSurg SVHS729
Wave Watcher 41

9

TV/GflX TV

47“ Stictwbr Read Tutor 30 X Wing 39’

25“ Stideybr Spell Tutor 30 Mission Disk 19“

39“ Storybook Weaver29“ Yobi Spelling Trick29“

32 Strike Commandef45“ Zodiac Signs

Speech Disk 1 7 Zoo Keeper

Strip Pc*er 3 32 Zug's Srelling Adv 22
rAtr,. n:.,. ^

• o| |cO ISf

Dust Covers 1

5

Grounded Wrist Strp 9

Keyboard Skins 15

Static Pads
Large- System 1

5

Wrist Pads 8

Stax (Dust Repellent)5

Slatx Cornplete

Cleaning System 15

Data Disk (ea) 1 7 Adv 0 Island 22

score: 1060 Randolph Ave. Rahway t

TERMS AND CONDITIONS
Master Card, Visa. American Express i

Discover Accepted. No Surcharge on

Credit Cards. By mail: P.O. Box 3,

Carteret, N.J. 0700B. Ml Sales Arc
Final . NO REFUNDS! Exchange on defective
merchandise with the same icem only. No
exceptions. All Products are new from
manufacturer . All claims and guarantees
ate from the manufacturer. Call for

current pt ice and avai labi 1 i ty . GOVERKEOT
AND SCHCX3L P.O.'S WELCOMED. For your
pioceccton, wo will only ship to the

address the credit card company has on

file, therefore shipping to Ak., Hi.,

PR.. P.O. Boxes, APO/KPO extra.
International orders call for shipping
charges. N.J. Resident add 6\ sales tax.

20^ restocking foe for all refused items,

Circle Reader Service 1156



Strategy

A Guide To Corporate Culture In The Syndicate
by Jeff "Do These Ties Come In Kevlar?" Janies

Date: 07 October 2097
To: CyberCorp Field Executive
Trainee, Western European Ter-
ritory
Prom: CyberCorp Internal Secu-
rity (CCIS)

RE; CyberCorp Field Executive
Operations Manual

T he position ofField Executive for the

CyberCorp Syndicate is a challeng-

ing but rewarding position. As leader

of a squad of Field Agents, your tasks are

many and varied: you must simultaneously

serve as a territorial administrator, tax collec-

tor, strategic planner and tactical field com-

mander. Due to the complexity of your mis-

sion, we at CyberCorp Internal Security

(CCIS) have prepared this document to aid

you. This material will give you the informa-

tion you need to embark on a lucrative career

with The Company and increase CyberCorp
market share at the expense of our rival Syn-

dicates.

SECTION 1.0: Administration

1.1: Choose or lose

One of the first challenges you will face as

a CyberCorp executive will be that of choos-

ing which territory to invade. Keep in mind
that regions with large populations will con-

tain the toughest opposition. If your agents

are relatively inexperienced and lack ad-

vanced weaponry, choose a less populous ter-

ritory.

1.2: The cyborg tax man cometh

Taxes are the lifeblood of CyberCorp.

Without the timely collection of funds from

our willing citizenry, it would be impossible

to maintain CyberCorp’s aggressive market-

ing efforts. Most territories will start out at 30

percent taxation and can be easily increased

to 40 percent. It’s a good idea to keep your

tax rates fairly low until you’ve conquered

large tracts of territory. As the CyberCorp
empire grows, be sure to tax your territories

appropriately. As we become stronger, it is

only fair that our citizens are taxed to reflect

the privileges they enjoy under our leader-

ship.

1.3: Agent management

Our cyborg agents are our bionic eyes, ears,

hands and fists. It is through our agents that

you will accomplish all of your goals as a

CyberCorp executive. Upgrading agents is

essential: without timely enhancement, our

agents will become next to useless against the

more advanced minions of our rival Syndi-

cates. Following is a list of physical enhance-

ments ranked from highest to lowest priority.

Brains: Enhanced artificial intelligence en-

ables agents to recognize and respond to en-

emy actions more quickly. Reaction time and

initiative arc essential in the tougher territo-

ries where a few second ofdelay can mean life

or death. The Syndicate that strikes first will

often win the battle.

Chest: Consider the chest upgrade as glori-

fied armor. The better the armor, the more
punishment an agent will be able to endure.

An agent attempting the Atlantic Accelerator

territory without a Level 3 chest enhance-

ment is destined for the reusable waste heap.

Legs/Heart: Both of these upgrades arc im-

portant. Improved legs increase the move-

ment speed of your agents, while enhanced

hearts boost health and increase regenerative

ability. With Level 3 legs, lightly-equipped

agents can run as fast as the fastest ground

cars.

Arms: Arm enhancements will increase the

carrying ability of agents, allowing them to

carry more and heavier objects. You should

have the arms of your agents upgraded even-

tually, but you should consider this a fairly

low priority.

Eyes: Our research has shown that bionic

eye implants are highly overrated. Agents will

identify enemy agents sooner and shoot bet-

ter at a distance with implants, but these

features are superfluous in the toughest sce-

narios. Extensive analysis of agent combat
actions reveals that more than 75% of tactical

encounters are decided between short and

middle range.

1.4: Arms control

Wliile waging war with enemy Syndicates

you’ll find that some weapons are undoubt-

edly more useful than others. For all practical

purposes, the pistol, shotgun and even the

Uzi should be considered weapons for the

uninitiated. They’re cheap and available from

the outset, but are woefully inadequate for

most missions. By far the most popular

weapon in the CyberCorp armory is the

minigun. A powerful short- to medium-range

weapon with incredible stopping power, the

minigun packs an impressive amount of am-
munition. The flame-thrower is another use-

ful weapon; nothing seems to destroy

structures and vehicles with as much visceral
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impact as a few flares from one of these. The
gauss gun (rocket launcher) and the laser arc

also worthy of note; both are extremely pow-

erful weapons, but the limited amount of

ammunition makes them less effective than

they initially appear to be. Trust your

miniguns in the heat of battle and they will

see you through to victory.

SECTION 2.0: Combat

2.1: Choose your position well

As CyberCorp management is so fond of

saying, there are three important rules when

supplying product to a consumer: location,

location, location. This maxim also holds true

in combat. Before a mission, study the layout

of the mission area. If your mission is to

eradicate enemy agents, find a defensible, se-

cure area with only one or two access routes,

then let the enemy come to you. Secondly,

keep your agents in view of your command

ship at all times. Due to the unique viewing

angle afforded by the hovership, your view of

your agents may be blocked by buildings.

Trying to direct the actions of agents hidden

within structures or behind walls is a recipe

for disaster—keep them in sight at all times.

2.2: Drivers education for androids

Nothing is more seductive to a squad of

exhausted agents than a fast ground car. Per-

fect for covering vast distances of territory

quickly, ground cars unfortunately have a

darker, more deadly flip side. Ground cars are

extremely flimsy vehicles, prone to burst into

flames after receiving just a few bursts from a

minigun or flame-thrower. You should use

ground cars only in areas free ofenemy activ-

ity. Obtaining a vehicle is simple: a quick

burst from an Uzi or minigun is understood

by our citizens to mean that you wish to

borrow their vehicle for official business.

Also, note that even the best armored cy-

borg needs to look both ways before crossing

any thoroughfare. A surprising number ofour

agents have been damaged or eliminated in

collisions with ground cars. Remember: stop,

look and listen.

2.3: When outgunned, head for cover

In some territories, our enemies will have

more powerful weapons than we have. This

is especially troublesome if the enemy owns

long-range weaponry, able to strike your

agents from afar with impunity. The solution

to this dilemma is a simple one: move your

agents around the corner of a building or

place them inside one, and wait. Let the

enemy come to you.

2.4: Stagger your ammo

An oft overlooked problem of weapon use

is simultaneous reload periods. If all of your

agents are given fully-loaded magazines at the

start ofa mission, they may run out ofammo
at roughly the same time and be forced to

.switch weapons, creating a window ofoppor-

tunity for the enemy. In a furious firefight,

nothing is worse than having your agents all

vulnerable at once. Allow one or two agents

to fire a few rounds of a new magazine to

insure that you will have at least one agent

ready to respond while other agents reload.

2.5: Collateral damage is an agent’s

best friend

Nothing beats area effect weapons (gauss

guns and time bomb.s) for mass destruction.

A gauss gun round fired ittro a pack ofenemy

agents will disable most of them. Placing a

time bomb or two along the expected ap-

proach routes of enemy agents can yield re-

sults, too; simply shoot the time bombs when

the enemy runs past them. Finally, nothing

seems to explode as nicely as a moving ground

car. Pin the enemy next to a vehicle with

minigun fire, then hit the car with a gauss

gun. The resulting explosion will eliminate

most enemy agents (and civilians, police and

even your agents—keep your distance!) in the

surrounding area.

2.6: Panic mode

Perhaps the most useful feature ofour latest

production run of cyborgs is the panic mode.

Activated when both buttons are depressed

on your control device, panic mode places

each agent in an autonomous state with

heightened senses and reflexes. When in

panic mode, agents will automatically fire on

any enemies that come within range and will

move at nearly twice their normal rate. Plac-

ing just one agent into panic mode will give

you a valuable sentry, while an entire squad

in panic mode tiirns into a hyperactive death-

machine that is frighteningly ferocious in its

frenetic flailings.

2.7: Find an Uzi, pick it up, and all

that day. ..

When an enemy agent, guard or police

officer is slain, he will usually leave behind his

weapon. These weapons are as good as cash.

They can also provide a quick reload in the

heat of combat.

SECTION 3.0:

The Atlantic Accelerator

As an informed CyberCorp executive,

you’re undoubtedly aware of the importance

of the territory commonly referred to as the

“Atlantic Accelerator.” Several teams of our

agents have attempted to overtake this terri-

tory, but all have met with little success.

These failed missions were not entirely fruit-

less, as our knowledge of the territory is now

much greater. One successful strategy in-

volves equipping each of your four agents

with four miniguns, two gauss guns, one

medikit and one force field. Once you arrive

in the mission area, immediately engage panic

mode and move as quickly as possible to an

area in which you are better able to protect

your agents. Limit the enemy’s avenues of

approach, use your gauss guns for niiiximum

collateral damage, and expend your muni-

tions frugally—our research shows that 73

percent offailed missions are due to the squad

running out of ammunition. Remember, a

squad without ammo can do nothing but

await a cruel piecemeal dismantling.

We at CCIS sincerely hope this informa-

tion will be useful to you. The ongoing battle

with our enemy Syndicates requires that we

demand the utmost from our employees; we

don’t take failure lightly. And remember

—

whatever you do, we’ll be watching.

The CCIS would like to thank special agent

James '“VorparJoule III ofthe Syndicate “Rogue

America" for his invaluable assistance in the
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Interplay’s The Lost Vikings

by David M. Wilson

W hat do you get when you cross

The Mario Brothers, The Three

Stooges, Yosemite Sam and Ha-

gar the Horrible? The answer is something

dose to Interplay’s The Lost Vikings. The title

may sound something like a new role playing

game, hut it is really a clever blend ot comedy
and puzzle solving.

The fiction behind this multiple level cut-

up is like something out oF The National

Tattler. An evil alien with the less-than-im-

pressive name of Tomator kidnaps three Vi-

kings and imprisons them aboard his

spaceship. Naturally, they attempt to escape

and, in so doing, travel through various time

warps and dimensions in a whimsical attempt

to find their way home.

The object of the game is to j^rogress

through 37 levels and defeat the alien boss

mon.ster on the last level. Each level is chock-

full of traps and tricks to prevent our boys’

escape and, to make it equally daunting, all

three Vikings must make it to the exit ofeach

level in order for the player to advance.

Each of the three barbarian champions is

unique. Eric looks like a Nordic version of

Yosemite Sam and specializes in running and

jumping. He can also head-butt his way
through some walls. Baleog is the troupe’s

fighter. He is not only the sole Viking capable

of destroying monsters, but his bow and ar-

rows can also be used to flip switches and

buttons in otherwise inaccessible places. Olaf

the Stout carries a wooden shield to be used

in blocking enemy attacks. He is also some-

thing ofa Vi king visionary, having di.scovered

a sport from the future—hang-gliding. Using

his shield, Olaf can hang-glide into areas

where Erik and Baleog cannot go. Naturally,

having Olafproperly deployed means that his

shield can protect all three, while Baleog can

shoot arrows at the threatening enemy.

At various points in the game, Baleog will

need to shoot arrows in order to trip switches

or punch buttons. However, if the player

doesn’t have one of the other Vikings prop-

erly placed to supervise the process, the arrow

simply disappears. For example, at one point

Baleog needs to shoot a screen’s width plus a

little hit more. He fires, but the arrow will not

hit the target, no matter where the player

positions Baleog, unless Eric is placed in a

position to see the arrow fly true to its mark.

The player must shoot the arrow and then

tpickly switch to the Eric character or the

arrow will not hit the target, k doesn’t make
sense, but that’s the way the game works.

Each Viking can hold up to four objects in

his inventory. The most important objects are

bombs, keys and food. Bombs can be placed

to destroy walls or enemies. Beyond their

obvious function, keys will be needed to turn

off some laser beams, activate ceiling fans, and

topple walls. Food can heal damaged health.

Sadly, there is no treasure to plunder.

While the plot of the game is simplistic and

early levels are easily .solved, the levels gradu-

ally develop into quite a test of puzzle solving

prowess. Most of the game consists of know-
ing where to take the Vikings in order to solve

the puzzle, hut parts of it require a hit more
manual dexterity and hand-to-eye coordina-

tion. Nevertheless, ir is not a typical joystick

busting game because there are plenty of

places to stop and breathe without any dan-

ger.

The bad guys were cleverly

presented, whether they were

mummies who walked with

hands outstretched to convert

our heroes into the walking

undead; a villain who was a

Baleog look alike; or the boss

alien, Tomator (a giant green

guy). The most ingenious cx\-

emy, however, was a simple

arm and hand bouncing a rubber ball, fhe

arm would stop and throw the hail, striking

our heroic Vikings and moving closer for

more attacks. This imaginative enemy had

me laughing our loud, until he attacked the

first time.

Another imaginative concept was intro-

duced in the game. If the player returns to

replay a level too often, the Vikings begin to

grumble among themselves. If the player re-

peats a level 1 5 times, he gets a nasty me.ssage

from Thor, who proceeds to declare that in

"his day” Vikings always made it through a

level the first time. These messages, along

with the messages at the end ofeach level, add

to the comedic environment of the game.

Too bad the replay messages are the same

throughout the entire game. After awhile

they just get in the way of a good game and

one tends to key right through them without

reading them.

'I’he musical soundtrack adds to the game’s

ambiance as well, since it provides melodic

variations for each time/dimension frame be-

ing played. Fortunately, though, there is a

toggle, because as good as it is, it gets really

annoying after awhile.

While some might try to compare this game
to l.cmnwigsoY Mario Brothers, it really holds

only a slight similarity to either. The puzzles

aren't quite as intricate as those in the former

nor the reflex challenges as intense as the

latter. The game is a unique puzzle solving

adventure, great for people who enjoy using

their cerebral cortex along with their eye to

hand coordination, and play-balanced well

enough to make it worth their while, cbw

The Lost Vikings

TITLt:

PRICE;

SYSTEM;
REQUIREMENTS:

PROTECTION;
DESIGNERS;
PUBLISHER;

tlip Lost Vikinpi

$29.95
Atnij'.i, IBM, Supur NIiHltkIo
IBM; TBbSX or belter, VGA gr.iplilc s,

1 .7MB hard drive S[wcu; supports
Ad Lib (Cold), Sound Blaster (Pro).

Rol.ind MT-32 (SCC-I ) sound c.ards

Dociitnuntion look up (on inslall.Uion)

Silicon & Syn.ipsu. Ronald Miller

Inlerpla^

(7I‘)) 55.V()67a
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PAID PROGRAMMING

305 -427-9655

9 amifO'L

SMARTMOVES!

Math Blaster® from Davidson.

Make learnins fun with the worid's best-seiiing math
program. Four ali new activities cover addition,

subtraction, multiplication, division, fractions,

decimais, percents and more. With over 50,000

different problems possible, you'll boost your

problem solving skills into the stratosphere.

Sharpen your skills with exciting games for the

super NES and SEGA CD from LUCUSARTS™ and

JVC. Join Luke Skywalker, Han Solo and Chewbacca

in a continuation of their epic action/adventure in

Super Empire Strikes Back™. Test your skills in the

fast paced action packed SEGA CD Thunderstrike.

Remember to watch Planet Kidz for

smart stratagies and computer tips

on November 27th.

Looking for inside strategies so you can play

your best? Tune into Planet Kidz on CNBC
Saturday at 4:30 (est) November 27th for radical

new games for Super Nintendo Entertainment

System® and the best in computer software.



COMPUTER WARGAHillVG WORLD
“I Came, I Played, I Conquered”

Winter (IXIn) Quarters
Empire Deluxe Tournament

Heads for Finals
by Alan Eiurich

An by Rodger MacCow.m; Copyrij’lil 1993 RliM Grophii:!.

OOP’s Battle of the
South Pacific
by M. Evan Brooks . . . . 228

Koei’s PTO
by H. E. Dille

SSG’s Warlords It

Strategy Tips
by Robert Hayes, . . . . 237

Roger Keating
on Warlords II . 241

Gold’Juno-Sword
A Final Review Of The
V for Victory Series
by Terry Coleman . . . . 244

SSI’s IVar in Russia Review
M. Evan Brooks Meets
Gary Grigsby at
Stalingrad . 248

Opponents Wanted . . . . 251

The Great Wan
Passing Mustard Gas
by H. E. Dille

Another Look At
Three>Sixty’s Patriot
by M. Evan Brooks . . . . 254

S
ure, the lioliday seasoit is a time for peace,

Family and long winter’s nights. But one

can only he so civilized. At some point,

encountering one more Christmas carol, movie,

decoration or glass of eggnog during these dark

days of December will drive a person to scream.

Ifyoii are among these Yuletidc curmudgeons,

relax. Just whip out a wargame and peaceably

take out your frustrations through simulated

mayhem and destruction. It will keep you on

Santa’s “nice” list, anti you will be much more
fun to be around.

What has been vet)' fun to be around this past

month is our Empire Tournament, co-

•sponsored by New World Computing, d'he

semi-finals are over and an eastern and western

champion have emerged. Next month, we’ll

have our grand prize winner and runner up. Our
two defeated semi-finalists, however, in addi-

tion to their cool Empire Deliixe\vA\. provided to

all contestants by New World, will receive a one

year subscription/extension to CGW. hlope-

fuliy, lilting these new, heavier issues will pro-

vide them the exercise they need to triumph in

their next tournament!

Mark Conder vs. Mike Koln

In the western regional finals, a best of three

match went to Mark Condor who won games 1

and 3. Each player won their first game as Green

(after the scenario modifications put in place as

described last issue), so they agreed that neither

player could be Green in the last game. In the

rubber match, Mark’s blue horde over MAK’s
elite red troops by way ol overwhelming produc-

tion and some good fortune in battle.

Ray Matthews vs. Henry Gale

This was a battle royale. These two triends,

who entered by signing up together in the .same

piece of e-mail, conducted a six game match

where each would play both sides of every po-

tential player combination in our rhree-way

tournament scenario. At the end ot the first four

games, Ray was up 3-1 and looked like a shoe-in

for the finals. Each time, Ray would take a

production handicap of two, while Henry al-

ways took a combat handicap of two.

However, Henry came back in the last two

contests, leaving the match tied at three victories

apiece. A rubber match was required. Ray took

blue, Henr)' green. Ray made an early attack

against the computer player’s red capital which

seemed to have teed-o(T the computer player. It

launched an all out retaliatory campaign, taking

four cites Irom Ray by turn 44. Henry bad only

to remain patient and, when the time was right,

simply march in and pick up the pieces from the

vicious red-blue campaign. It was all over on

turn 68, with Henry coming back from a 3-1

deficit to win the march 4-3.

Well, gentlemen, on to the finals! It is my
understanding that at press time our two titans

were preparing to grapple and were making
further play balance suggestions. It looks as

though they’re up for a best of five match, and

we’ll bring you the results next issue.

On Top of the (Avalon) Hill

The rose (Jim Rose, to be precise) is starting

to bloom at Avalon Hill. After signing up

Atomic Games for two projects ( Operation Cru-

sader-—their redesign of the V For Victoij

engine and BeyondSejuadLeadn), they’ve moved
beyond their past reputation in computer gam-

ing by announcing that they were “back with a

vengeance.” Witli an ambitious schedule of fei-

turc war and strategy games that are enhanced,

computerized versions of their boardgame clas-

sics Third Reich, Civilization, 5th Fleet and

lilackbeard, “The Hill” is certainly making a

major commitment to computer gaming.

When asked why their next release. Computer

Third Reich has been delayed, Jim Rose in-

formed me that he has been keeping close tabs

on what the grognards have been saying about

Fiigh Command and Clash ofSteel on the com-
puter networks. Hearing customers lament over

the current state of wargaming AI, he stated that

Avalon Hill’s policy will not be to release a game
when it’s ready, but rather when it’s^rW. While

I’ve heard this before from many others, Jim
backed up his claim by sending a beta copy for

me to examine (sans AI) and indicated that

“when the AI is better, we’ll release it.” Not only

is that the right attitude, but that is also a

practical one considering the past reputation in

computer gaming that Avalon Hill has to over-

come. (Would that all computer game compa-
nies could afford such delays in releasing titles

until they’re more perfected.)

Until next issue, so long from the bunker.

One final bit ofadvice to my brother wargamers:

kiss your sweetheart under the missile tow this

year—a
’COW Missile in the kisser is not accept-

able even if her family a'oacome to visit. 1 hope

you find some quiet time both for thee and thine

and thy hobby, wargaming. CGW
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The WARGAMER’S Computer Company supplies
with the tools you need.

you

H
PS Simulations is devoted to wargamers

and their needs: the need to be an inte-

gral part of the action; the need to con-

trol battlefield conditions; the need for accura-

cy; the need for detail. HPS products satisfy

these needs.

Point of Attack

The most realistic PC tact-

ical combat simulation

available. PDA is a

platoon/section

tactical simulation, with over 1 00

modern weapon systems from

eleven countries. The artificial

intelligence is incredibly

accurate. Wargamers

^ can control air

/I __ _ superiority,

supplies, com-

munications,

stMULATiorus weather.

Mail checks/money orders to:

omraie,

HPS Simulations

P.O.Box 3245

Santa Clara, CA 95055-3245

weapons, etc. PDA includes a choice of specif-

ic or random Middle East scenarios/ maps. An

optional Map Builder program ($15) allows

players to create unique maps.

“...for the grognard or set'ms student of the

modern hattlefield, PDA becomes virtually

mandatory."— CGW

($44.95 + $4.00 S/H)

PDA runs on IBM and compatibles only, with

EGA graphics, and 512K minimum RAM.

Aide De Camp
Now you can use your

computer as a playing aid

for all your wargames.

Up to 30,000 hexes per

game map, unlimited units.

multiple user-defined zoom levels, game-turn

replay ability, and easy play-by-mail or modem
makes ADC the most exciting new product for

board wargamers. ADC does not include rules

for any specific games - the board game must

be purchased separately. Several board game

publishers are creating

ADC add-on disks for

their games, allowing

players to jump right

into operations, bypass-

ing the symbol set and

map input steps.

“ADC is a must have

product that will

change the way

you play war-

games."
— CGW

($79.95+

$4.00 S/H) ^
ADC requires at

least BOOK RAM,

VGA, for IBM and com-

patibles only. Mouse
optional.

Available

only by mail.

Please add $4.00

shipping and handling.

CA residents add stale

sales tax. Please

specify disk spec

when ordering.

VISA/MC:CALL

(408)554-8381

HPS Simulations—
the source for all your
Combat Supplies.

CoDviiatil 1993 by Scotl Hamillon/HPS Simulations. All riohls reserved. ISM is a registered trademark ot International Business
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Our New Mission

Control Communique

is here! Order our

Color Catalogue filled

with New items, CD

Rom, Discount

Coupons, Complete

Listings and more!

FREE with your order,

or send $2.00 to

receive it.

(Outside of US and

Canada send $5,001

For the Best In

ADULT CD ROM.
Cali, Write or Fax

Mission Control for a

List of the Hottest

Titles and Most

Competitive Prices.

You Must be 21+

to Order.

S5 SAVE! $5
Sli.illl nil yiiiinirilfr ((Ivor Sail)

Sliiipl.v xcnil In I'liiipiiii » illi your iirili'r!

(offer expires 1 2/31 /93)

Not to Be Used For Sale Items!

One Coupon Per Household
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Review

Midway!
W^Of/d Vl/Of II:

Battles of the South Pacific

by M. Evan Brooks

'WrTortd War II: Battles Of The South

\ \ / Pacific (BOTSP) is asiniulacion of

V V naval strategy and tactics between

1942 and 1943. As cither the Japanese or the

Americans, the user assumes the role of thea-

ter commander fighting for supremacy in die

Pacific in a plethora of scenarios.

“Quick Games” arc small .scenarios empha-

sizing a particular game mechanic and can be

completed in an hour or two {Flattops is an

evenly-matched, ahistorical carrier battle;

Senstrike is a build-your-own surface battle

similar to some of the campaigns in Lost

Admiral, Free4All is similar to Seastrike, ex-

cept one can choose carrier forces as well;

Amphih offers an American invasion of a

Japanese port; Clash is a major surface battle;

Mop-Up is an engagement wherein the

American forces attempt to secure total su-

premacy in the ending phases of a campaign;

Invade offers a Japanese offensive early in the

war; Liberate portrays an American attempt

to free a major island).

“Battles” are intermediate-length scenarios,

which may be completed in an evening

The manual is a half-sized 100-page pam-

phlet. However, South Pacific is not geared

for the grognard wargamer. Thus, the basic

rules are covered in 23 pages, the advanced

rules in 3
1
pages, and combat/scenario notes

in the remainder of the documentation. The
documentation is adequate. Any computer

manual that notes that “the rules of the game

arc based upon common sense.,.” delivers a

sense of foreboding to most users. However,

South Pacific is in fact somewhat intuitive,

and even a novice user

will be able to maneu-

ver around the map-

board and engage in

combat. Being able to

engage in combat ef-

fectively is another

matter, and one that

will require both a

careful reading of the

documentation, expe-

rience with the pro-

The documentation covers cver}'thing, but

only actual play will enable the user to visu-

alize how the different aspects of the program

fit together. This is not difficult, it just does

not translate well to paper. As long as the

subject is potential mistranslation, 1 do won-

der why a Lufiwajfe field marshal (“Smiling

World War II: Battles Of The South Pacific

NAME:
(’RICE:

SYSTEM: IBM
REQUIREMENTS: 286or belter, I MB RAM, VGA graphics,

6.2MD bard drive space; AdLib and

SoundBlasler sound cards supfjoned

# or PLAYERS: 0-2 (motJem OfJlioni

PROTECTION: Documentation look up

DESIGNER: Rod OL'sen, Bruce Williams iirtd Mike Isom

PUBLISHER; Quantum Qualily Productions

1046 River Avenue
Fleniinglon, N) 08822
1900) 708-2799

The Written Word

( Yamamato is a hypothetical slug-fest; Coral

depicts the Japanese attempt to seize Port

Moresby in 1942; Midway is the classic and

decisive naval engagement of the Pacific).

“Campaigns” arc long scenarios, with

game-time running up to a year {Coral Sea

begins in May 1942; 5o/i9;«o/w begins in Au-

gust 1942; Esperance begins in October

1942). Even if one does not wish to engage

in a campaign, the option of using everything

available offers a valid learning tool for the

shorter scenarios as well.

gram, and intelligent planning.

The tactical/strategic hints are generic and

may be summed up as “hit them hard—hit

them first!” Good words ofwisdom, but often

difficult to achieve in an unbalanced scenario.
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Al” Kesselring, perhaps?) is prominently pic-

tured in the manual. Perhaps this i.s another

case of the Berg Theorem ofWargames {i.e.,

to be successful, a wargame requires Nazis,

Nukes, or NATO). But aside from Herr Feld-

marschall wandering into the wrong theater,

the documentation is accurate.

Star Spangled Soundtrack

The graphics and sound are well done, es-

pecially the sound. As the user prepares to give

orders, his subordinate will respond vocally

—

and if one is playing the Japanese, in a PIC
(politically incorrect) accent. The verbal ac-

ceptance of orders is amusing and the sound

effects of depth charges, torpedoes and

“bombs bursting in air” give proof through

10
1
>ti

i.
s
y

1m
the night that sound can indeed play a factor

in wargames.

Agood variety ofsound cards are supported

and, for the first time, I was able to get

digitized speech with my PAS-16. Actually, I

was able to use the /l/l.S-7doption in the beta

version; when the commercial version was

released, the use of the option caused

continuous lock-ups. By changing to an Ad-

Lib compatible setting, I was able to get ade-

quate sound.

On first impression, the graphics are clear

and well-done. They are reminiscent of an

amalgam of Carriers {it \^/7r(ship-to-ship/air-

to-air engagement), Pacific War (strategic

map), and Empire Deluxe (strategic map
icons). However, as one continues to play, the

graphics begin to pale somewhat.

The submarine-and-destroyer scenarios are

interesting initially, but soon become rela-

tively insignificant. It would have been nice

to be able to turn off this portion of the

graphics. Btitwhatis even more disconcerting

is the “lessons learned.”

When aircraft penetrate a surface fleet

screen, the vessels are lined up linearly, in a

depth up to three vessels. The user has an

option to reallocate his fleet in any manner he

chooses. Since the enemy aircraft always

penetrate from left to right, optimal place-

ment would be for the carriers to be in the

extreme right flank shielded by escorts to the

front. What is wrong with this is that it is

completely ahistorical. Carrier task forces

utilize a defense in depth, with virtually a

symmetrical defense. An air threat can easily

“Baseball heaven”
- Mike Douglas, online game player

"Sparkles with

unalloyed brilliance

...truly belongs in a

league of its own."
- Game Players PC

Enlerlainment

Magazine

Call now to order

1
-800 -654-5472

Ext.10

(Open 24 hours)

APBA presente BASEBALL FOR WINDOWS
Only S69.95 plus shipping. No-Risk 30 day money
back guarantee.

Miller Associates, 11 Burlis Ave. Suite 200. New Canaan. CT 06640

"Breathtaking

... stunning...

a landmark

product"
• Sports Game Review

"True baseball
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baseball fantasy"
• New York Times

Compete against friends, challenge the

computer, or relax in Specfalor Mode.

Share the sense of time and place

known only to true baseball fans. Playing the

computer game Baseball for Windows is like

being on the field. Includes four powerful

programs that put you in control --

• Baseball • StatlVlaster

• League Manager • Advanced Draft
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adapt to any direction, and in fact optimal

torpedo bomber tactics called for a “Ham-

mer/Anvil” approach in order to strike a ves-

sel from two directions, thereby ensuring a

broad target to at least one attack vector, d'he

graphics herein, while enjoyable, do not teach

a proper le.sson to the user, and to a novice

gamer, would in fact teach the wrong lessons

of history.

Ship-to-ship engagements are handled a la

Carriers at War. While the placements and

movements of the fleets arc not purely accu-

rate, the rendition of the battle line moving

forward to engage is somewhat more accept-

able.

Engagements against surface installations

are also depicted. The actual screen illustrates

the fleet lined up to the lee side of the shore

installation. Each hour, bombardments may

occur, and while shore batteries may in fact

be “heavy,” I wonder about the caliber and

accuracy of those depicted herein. Let the

Aggressor beware!—these shore batteries

pack a tremendous punch, and an unwar)'

fleet can go down to defeat.

Once the game is loaded, one can use the

mouse to perform virtually all functions.

Moving a task force is as easy as clicking on

origin and then on destination. The route

chosen also states the time

necessary to arrive, and one

may alter speed as well (al-

though continuous combat

speed is guaranteed to con-

sume fuel and add to wcar-

and-tear). Victory is often

determined by the judicious

approach of reinforcements

rather than a pell-mell rush of

ships arriving in an exhausted

anti fuelless state.

Surprisingly, a game editor

is not included. While some of

the scenarios allow a free-form

composition, it would have

been an added bonus to allow

the pia)'er to determine his own campaigns in

the Pacific.

The advanced game allows one to tailor

bombing missions for land (HE fhigh explo-

sive]) or naval (AP [armor piercing]) targets,

retrieve more derails on individual ship dam-

age, set up patrols, replenishment, etc. Again,

virtually everything can be accomplished Iw

a mouse click.

Find, Fix, Destroy!

Actually, the easiest way to understand the

simulation is to do—nothing. Just put the

simulation on computer versus computer,

and watch the ensuing battle. Hopefully, the

observer will gather sufficient knowledge as

to be able to begin a scenario alone.

At no time will both sides ever be really

equal in strength; even in the hypothetical

scenarios, the inclusion of historical naval

assets will mandate both different fleet com-

positions and qualities. The Japanese fleet has

better torpedo capability (both on ship and

plane) plus aircraft range, while the American

fleet has better endurance. Determine the

10150 SW Nimbus Ave. Portland, OR. 971
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(Programmable Throttle;

Also Allows you to
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Jet«Jier»^vs Want?
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victory conditions and react accordingly. It

does little good to have sunk the enemy fleet

when the victoiy conditions called for occu-

pation of an island.

In the simplified menus, air strikes may be

either standard (bombers only) or full (bomb-

ers plus fighter escort). Be sure to divide the

fighters into a squadron to leave on CAP
(combat air patrol). The game simply has

each type of plane in a separate squadron (e.g.

fighter, dive bomber, torpedo bomber). His-

torically, this was not

correct, but South Pu-

dfiewAs not meant to

be a detailed historical

simulation. There-

fore, one should di-

vide the fighters into

separate squadrons.

The bombers do not

have to be split, and

actually they should

stay together in order

to achieve a unified

strike and overwhelm

the enemy’s defenses.

The only exception is

to draw a few planes

off in order to use

them as spotters. One
can’t strike if he doesn’t know the location of

the enemy.

Be sure to access all units—task forces, air

fields, etc. Do not get distracted by a carrier

battle only to forget to commit land-based

air. Remember, carrier air is important, but it

is much more fragile than land-based air.

As the American, torpedo bombers arc

good for .searches. Their use in a combat

offensive role is to act as a magnet for enemy

ammunition. Rarely will one achieve success

with torpedo bombers; such was history, such

is the game.

Find, fix, destroy! The offensive catechism

holds true in South Pacific, as the American,

one must seek out and try to close the range.

Japanese aircraft have a longer range, al-

though they do suffer from a certain fragilit)'.

Parting Shots

South Pacific is the most detailed wargame

yet released by QQP. It is engaging and en-

tertaining, but I find it somewhat light as a

serious simulation. Is this a flaw? It isn’t if

gamers understand that Soitth Pacific is not

designed to be a serious simulation. So, for

those who tire ofthe satisfying historical chal-

lenge of Pacific War and want a quick and

easy “pick-me-up,” South Pacific will do.

Also, for the Alan F,mrich-types, the inclusion

of a modem option will insure a presence on

the hard drive for a substantial period.

Will the novice gamer be entertained? 1 am
not sure if Battles Of The South Pacific will

attract a novice audience, but assuming it

does, I’m unsure if the neophyte wargamcr

will have the endurance to delve into the

intricacies of the simulation, cgw
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Review

I
f asked lo describe a borne video ganie,

most players’ descriptions would include

words like “graphics” and “action.” In

most cases, they would be on the mark. The

vast majority of video games on the market

are targeted at young adult males, 7- 1 6 years

old. Granted, there are crossover titles like

Mario Brothers and Sonic the Hedgehog that

hold broader appeal, but these also remain

faithful to the core audience. Additionally, it

is important to recognize chat there are some

adults that waited for “Mortal Monday” (i.e.,

the release day ofAcclaim’s Mortal Kombat),

with equal anticipation as their children.

As a rule, older gamers tend to avoid the

dedicated video game consoles. As computer

gamers, however, their enthusiasm for the

hobby can be just as rabid as their younger

counterparts. These, with few exceptions,

have been the traditional dividing lines of

electronic gaming. Because CGU/has always

maintained a clear editorial locus coward the

latter group ofgamers, we have rarely crossed

that line.

P.'r.O., Koei’s newest release for the Sega

Genesis, crosses the line on its own, appealing

directly to the core group of strategy war-

gamers who normally do not play video

games. It is a grand sweeping portrayal of the

WWII Pacific conflict. Players may enter at

Pacific Theater
Of

Operations
Koei’s P.T.O. Blows A Hole In

Video Game Stereotype

by H.E. DHJe

any point from the breakdown of negotia-

tions to the final battles surrounding the Japa-

nese mainland, but the game is in no way

constrained by the historical timeline. The

atcacles on Pearl Harbor, Wake and Midway
need not occur unless chosen as the initial

objectives. Bccau.se of this, the game has a lot

of replay value,

The War Room
Initially, the player selects either the cam-

paign option or one of the historical scenar-

ios, Among the included scenarios are Pearl

Harbor, Coral Sea, Midway, The Solomons,

Battles in the South Pacific, Marianas, Phil-

ippines and the Okinawa Offensive. Each

scenario has multiple victoiy conditions and,

ifthe player succeeds in fulfilling one or more

of them, they are given the option ofcontinu-

ing from that point forward in a standard

campaign game.

Prior to putting to sea, there are several

other matters to attend to as well. First, one

must determine the ratings of the leaders for

the side cho.sen. None of the actual historical

figures are portrayed out of respect for the

surviving families (remember, Koei is a

wholly owned Japanese company), so a ran-

dom number generator is provided for these

statistics. One hundred and tw'o points are

spread among four ratings: Sea Command,
Air Command, General War fighting and

Bravery. The player can continue to

roll the numbers until they generate

a combination they like. The first

two skills act as modifiers in sub-

sequent engagements. War fighting

ability determines how a character’s

battle plans and other suggestions

are accepted at militaiy conferences.

Bravery determines whether or not a

leader will cut and run when things

are not going well in a battle. Finally, histori-

cal purists are allowed to edit the names ofthe

leaders to reflect the actual participants if

desired.

A starting difficulty level must also be de-

termined, from O-IO. This does not affect the

skill of the AI opponent, simply the amount

of resource points one has for the perform-

ance of certain functions. To explain, the

player is given a budget commensurate with

the .selected level of difficulty. At the zero

setting, funding is very generous. One has

adequate fuel reserves and materials as well as

a good budget to allocate to research and

development or other activities. R & D mo-

nies can go toward the development ofbetter

steel, engines, electronics, etc., even to Jot and

Rocket research if desired. At the highest

setting, the playei' has only those resources of

fuel, materials and industiy that the govern-

ment provides, with no room for discretion-

aiy spending.

P.T.O.

TITLE;

PKICE:

SYSTE.M:

PROTECTION:
» or PLAYERS;

PUBLISHER:

P.T.O.

$69.‘JS

Sega Genesis (SNES also a'

None

Koei Ciirp.

Burlingame, CA
(415) 348-OSOO

Pane 234 Computer Camiiif; World



The Battle Plan

As the game proper begins, a military con-

ference will occur to determine the initial

scraceg)'. The Army will have three plans, any

of which may be sclecteil, or the player can

propose one of his own via the character

selected to attend the conference. This pro-

posal will only be agreed to by the Army if the

leader has a high rating in War fighting, 55

or above as a minimum. All plans contain

three objectives, either offensive or defensive.

As an example, a good initial plan for the

Allied player might be to defend Hawaii and

fort Moresby while attacking the Marshall

Islands.

Once a plan is adopted, the next step is to

arrange the battle fleets and assign leaders to

command them. The default ship groupings

are not the best arrangement, so the player

should modify them from the beginning.

Meet #1 for the Allies, for example, consists

of the entire contents of Battleship Row at

fearl Harbor, h is not a good idea lo semi

these capital ships ofl on their own with only

.scouts as indigenous airsup[toi(. As such, one

can use the Arrange command to split these

assets and their crui.ser e,scoris into battle

groups centered ttn the three aircraft carriers.

Further, one can augment the new groups

with full transports and freighters if they will

be assigned an offensive tibjeciive,

fhe player may h;ive up to 16 fleets at any

time, but they only control the Inst Meet

directly. Other fleets are given one of four

objectives when they leave port: Attack an

enemy fleet, Attack an etietny base, C'.aiher

Intelligence at a specified location or Make a

Port Call at another friendly base. Hnroure to

these objectives, the Fleet Commander will

scout for the enemy and, il encoumered, may
engage targets of opportunity, ’fhe aggres-

siveness with which these engagements are

prosecuted is a function of the leatler ratings.

These battles can be watchetl [ta-ssively or, if

the player desires, only their resiilis tiisplayed.

I'he importance ol these chance encoimteis

should not he underestimaietl. Several limes

in the course of a given ctimpaign game,

enemy invasion lorces were stumbled iipmi in

advance ol their objectives ami dealt a decisive

blow hy the Al conirolled fleets. Being in the

right place at the right lime has its advantages,

even when it occurs through blind luck.

Command at Sea

fhe first fleet shoiilil be given whichever

objective the player feels is the most critical in

the battle plan. As Commander of ihai fleer,

(he player can input orders every lour hours.

During these phases, it is also possible to

change the missions of other lleets. fhe pos-

sible orders inelmie: comhici warship drills,

conduct gun or air attacks, send out .search

planes, make cnur.se and speed changes,

rocket attacks, amphibious landings, aviation

drills, even stage bam]uer.s to improve crew

morale.

ftaining is always beiiellciai, Init it is time

consuming. Morale is critical, and the sawv

(knmnander would do well to listen to his

WEPAYCASHFORUSmMGAMES
We want your current used games*

1 -800-377-8578
call for authorization before shipping or

FAX list for current quotes to 605-334-8766

In Canada, call 605-339-2060

WE SELL USED GAMES
All games are tested & IBM disks virus ckecked

games ore in original box with original documenlolion

Call for current title availibility
^

WE ACCEPT t'

VISA/MaslerCard/Discover '

Most items snipped some doy. S5 IJPS/S7 2nd Day Air

'Games must be complete with all disks & printed materials and in the

original box. Incomplete gomes will be returned at your expense.

GAMER'S GOLD • 1008 W. 41st Street •Sioux Foils •South Dakota • 57105

USED IBM GAMES
Virus Free • Coniplete

Dortt Qumh ol Krynn

Dvtli ol the Cods
Gotewoy $ovog« FronKc

legends ol Volor

Magic Candle 2

FISStiilieEo

FldSleolthF

Flight of the t

USED IBM GAMES
Virus Free • Complete

AS^ondsy Night foe

Ali American College Ft

Front Poge Football

HordboH 3

hoe Montow PootboU

Modden Foorfaoll 1

Mike Oitka Football

Ml BowbolU USA!

Ploymokoc Football

Font Landry Footboll

Tony loRuiMUIKfflotel

Weoeer hoteball 2

Romonce ol 3 Kingdonii

Rulet ol EngctgemenJ

Slor Control 7

Dveember IW3
Circle Rcculer Service #71



udvisor on the state of crew preparedness.

Fuel conservation is extremely critical, so the

wise Commander shouldn’t race all over the

Pacific at top speed, or he may have to bring

another force to refiiel the stranded one. Fi-

nally, scout planes should be sent out twice a

day, at 0800 and 1600.

Another military conference can be sched-

uled when the First Fleet returns to home

port. Provided the mission was successful,

morale will rise, more recruits and ships will

be available, and subsequent proposals will be

more readily accepted. If one is unsuccessful,

dismissal from command is possible. Other

types of military conferences can be held

whenever in home port as well, covering sub-

jects like arms production, propaganda, spe-

cial forces ops, technology and armament

requests, diplomacy and alliances, as well as

the establishment ofBase policies and quotas.

Parting Shots

The actual battle sequences arc less appeal-

ing than the strategic aspects of the game, but

players who don’t want to watch them do

have the option of toggling them off The

only other major grumble is that the manual

is inadequate. Although all the menu options

arc touched upon, many of the critical func-

tions are not discussed in sufficient detail that

the player finds the right btitton combina-

tions to use from the outset. As such, it takes

a while to master the interface.

On the positive side, P. T 0. is an ambitious

design for a 1 6-bit machine. Players who elect

the campaign option are in for a solid 200-

300 hours of play time—more than can be

had ftom any other comparatively priced car-

tridge. Further, no nvo campaigns play the

same, so the actual play value extends beyond

these figures to the limit of the player’s inter-

est. As stated earlier, this product blurs the

traditional distinction between video game

and computer programs. It is a welcome loss

of vision however, and one will willingly go

blind to the stereotypes if P.T.O. establishes

a new trend in video gaming, cgw
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Strategy

On The Field

Of Combat

Part Two Of A Series On Warlords II Strategy

by Robert L Hnyes, ]r.

Last month we covered the characteristics of
each unit type in Warlords II. This month we
pick up tvith a discussion ofthe combat system,

and continue on to discuss general strategies and
small tricks that mayfoil an opposing Warlord.

I
n Warlords II, combac is fought between

groups of units called “stacks.” Each stack

consists of one to eight units, and only

one stack can reside in a map space at one

time. Cities cover four map spaces and so can

hold up to four staclcs. Only one stack can

attack at a time, meaning that it is possible to

have to fight as many as 32 enemy units

simultaneously when besieging a well-de-

fended city.

Units have a base combat factor ranging

from one to nine. Additionally, most unit

types have special bonuses that they cither

receive themselves under certain circum-

stances or that they confer to units in the same

stack. Dragons, for example, confer a two-

point strength bonus to all units stacked with

them, while Spiders receive a two-point

strength bonus themselves while in cities.

There are five basic classes of bonuses. Intrin-

sic bonuses are those bonuses a unit receives

Odds And Ends

Tables 1 and 2 detail the

percentage chance of win-

ning a combat between

two units. Table
1 gives

the percentages for the normal combat sys-

tem, while Table 2 provides the same data for

the intense combat ss'stem. The intense com-

bat system reduces the advantage that high-

powered units have over weak units

somewhat, but does nor change an)ahing else.

All examples in this article will assume the

normal combat system is in use. Example: a

Griffin is attacking a hea\y infantry unit in a

city (defense 2). The Griffin has a net strength

of 7. the infantry a net strength of 5. This

gives the Griffin a 69.2% chance of winning

the combat.

The nature of the combat system in War-

lords II is such that it is very, very difficult to

calculate the odds in any combat where both

sides have multiple units. In a situation where

there is only one unit on one of the sides, the

odds can be calculated exactly, however. In a

straight one-on-one combat, the table con-

tains the proper odds. In a many-on-one

combat, to calculate the odds is slightly more

complicated, as the calculation has to be done

itself in certain circumstances, like Spiders in

cities. Hero bonuses are the bonuses that

Heroes confer on all units stacked with them.

City bonuses are the one- or two-point bo-

nuses that units receive for being in a city or

for being entrenched. Stack bonuses are the

bonuses conferred to a stack by certain non-

supcrnatural units, i.e. Pegasi and Unicorns.

Supernatural bonuses are the one- or two-

point bonuses conferred to a stack by Drag-

ons, Undcad, Demons, Devils, Archons,

Worms, Elementals and Wizards. The m;ixi-

mum bonus that a stack can receive is +5; i.e.,

even if your Hero has a Hero bonus of + 10,

the stack with him or her will receive only a

+5 bonus. The highest attainable net unit

strength is 14.

However, there are exceptions to the +5

bonus limitation. Specifically, intrinsic and

city bonuses apply regardless of other bonus

levels. 'J'hus, a heavy cavalry unit (strength 4)

in open ground (intrinsic +2 bonus) stacked

with a +5 Hero would have a total effective

strength of 1 1, not 9. In-

trinsic and city bonuses do

not appear in the View

Stack menu option, The

highest attainable strength

for any unit is still l4,

however.

Bonuses are not dupli-

cated; a stack with two

Dragons does not receive a

+4 bonus.
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advisor buik into the

game. The combat advi-

sor within Warlords n \s,

in general, a good guide to

the rough odds between

two stacks. However, it

should not be trusted

when a large number of

weak units are attacking

one powerful unit (or

vice-versa).

using a small part of the mathematical field

ofcombinatorics. Let us assume that we have

one powerful unit (a Dragon, net strength

11) attacking a stack of eight enemy light

iitfantry units defending a city (net strength

4 apiece), 'fhe Dragon has a 95.3% chance of

winning each individual combat, but there

are eight smaller battles to be fought; any one

of them can be lost. The chance that the

Dragon will win is expressed by the formula

Chance = (XU] *X12] ...
’ Xln]) where XI ]

is the percentage chance of each unit versus

the Dragon (4,7% in this case). In our exam-

ple, this works out to a total chance of67.8%

to win all eight battles, and tints the combat.

To determine the odds of the side with tlie

multiple units winning, simply invert the

original probability; the infantry has a 32.2%

chance of defeating the Dragon. As you can

see from this example, hordes of weak units

have a fair chance at defeating small groups

of powerful units, even though their odds in

individual combats are terrible.

It is possible, but extremely complicated, to

calculate the odds for many-on-many com-

bats. The only way to get a rough estimate of

the chance of winning is to use the combat

The Grand
Strategic View

Warlords II is such a

flexible game that it is dif-

ficult to make any hard-

and-fast pronouncements

about what constitutes a good strategy. How-

ever, there are some guidelines that can be

followed.

I’he most important aspect of the game is

proper resource allocation. If you are assault-

ing enemy cities with cavalry and engaging

enemy stacks in the field with Spiders and

Griffins, then you are wasting those units.

Units are made for a purpose in the Warlords

II universe, and the prudent warlord will

malce use of each unii for the tasks for which

it is best suited.

The nature of the combat system makes use

of combined arms an excellent strateg)'.

Stacks which mix their bonus types liberally

will get the most out of each possible bonus;

a stack comprised of a Dragon, a Unicorn, a

Pegasus, a Wizard, and cannon fodder troops

will do much better than the equivalent units

acting alone or in homogenous groups.

Be frugal in your use of vectored produc-

tion. When the enemy takes a city that was a

production destination, that production is

delayed as the units arc sent “back through

the pipe.” Worse still, your vectoring cities

shut off all future production until you reac-

tivate them by hand; if

you forget to do so, this

can be a disaster, In gen-

eral, do not vector to or

from the front lines. Vec-

tor to strategically located

cities somewhat behind

the fighting, remember-

ing to uptlate your vector-

ing as the front moves. 1

find it is easier to allocate

forces if 1 set up my vec-

toring such that only one

unit t)'pe is vectored to a

given city.

The computer oppo-

nents will bypass heavily-

defended cities on your fronts and head for

the interior of your country if you allow

them; since there are no supply considera-

tions in Warlords II'm does no good to “cut

them off’ from their own country. Ifyou can

do it without stripping your defenses, destroy

such invading armies outside of your cities if

they .seem to be avoiding pitched battles at

your gates. Consider maintaining a strike

force of heavy and light cavalry, backed up

with Unicorns and Pegasi for bonus purposes,

in the center of your empire; this allows you

to smash any invading army quickly, at the

cost of keeping those troops permanently in

reserve and away from the front lines.

Speaking of front lines, don’t be married to

them. If a good enemy city is lelt undefended

deep in enemy territory, cake it. ff the attack-

ing army is strong enough to provide a good

defense of the new acquisition, consider vec-

toring in powerful units and operating a guer-

illa campaign in the heart ofyour opponent’s

countiy.

In the mid-game, it is possible to fight only

one enemy at a time. Try and do so as much

as possible. I'he best way to forestall enemy

declarations of war on your country is to

maintain high defense levels; keep a lot of

units in your cities, and the other players will

be reluctant to attack you. Once you reach

3/4 ofthe winning number ofcities, however,

all bets are off—the computer players will

attack you cn masse.

In the beginning of the game, neither ig-

nore ruins nor exclusively seek them out. Try

to explore those ruins that are conveniently

located along your path of conquest. Let later

Heroes trudge through the wilderness to pick

up those hard-to-reach ruins. Flying Heroes

with a large bat escort can quickly reach those

remote ruins where your initial Hero would

still be trekking through the woods.

Terrain is highly important; ifmajor terrain

features are part of your game map, then

make sure to manufacture a few scouts (or

other movement-facilitating units) in the ap-

propriate locations. String your scouts out

along the path you are likely to travel; that
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way major unit convoys will not be delayed

because their scout runs out of movement
points.

Always assassinate enemy Heroes, especially

il you know it is the only Hero they have and

they are low on gold. Don’t conduct a sneak

attack for this, unless you have reason to

suspect the Hero has some truly incredible

magic items and has no escort.

Ifdiplomacy is turned on, start the game as

a veiy honorable and decent person. Allow

your moral character to deteriorate as the

game goes on. Start as Jimmy Carter, spend

the middle game as George Bush, and the end

game as Richard Nixon. Once you reach that

magic 75% point, start slaughtering indis-

criminately without regard for petty things

like alliance .status; eveiy’body is about to

declare war on you anyway. If, however, your

position is not strong despite your command-
ing lead, consider playing nice for a while

longer; the computer players tend to attack

you with about as much vigor as you are

attacking them. Don’t sack their cities, and

they might leave you alone

long enough for you to

garotte them in their sleep.

Play with the Fight Order
menu option if you like; in

some games it can be worth-

while to make some
changes. In many games 1

end up with an army run-

ning heavily to Pegasi and

Griffins; in such cases, 1 usu-

ally switch those two unit

types .so that my Pegasi

don’t get chewed up by city

defenders. It really depends

on what you are doing and

what your army’s composi-

tion is.

If a unit uses less than its maximum move-
ment points, it “saves” one or two points. If

you leave one point, one point carries over;

leave more than one point and you get two

points,

The automatic pathfinder is good, but has

many gaps and weaknesses in it; don’t luse it

for long distances. Be particularly careful

when assigning naval paths, as the computer
will often have your units move on land to a

port nearer their final goal rather than sailing

{at a much higher rate ofspeed) the long way.

Use the tentative path assignment feature

copiously; this lets you check the computer's

paths for errors, and if any are egregious

enough you can simply move the units the

hal'd way.

Dirty Tricks

This one only works if you have hidden

stacks (i.c., you can only see the “top” unit in

each stack). Short of attacking them, your

enemies can see only how bigeacit stack is and

what the highest-powered unit in it is. The
unit displayed is the unit with the highest

combat number in the Fight Order menu.
When the computer players “look” at your
forces, they assume that all the units in a stack

arc the same as the top unit. So, build seven

light infantr)' and one Dragon. The other

players now think you have the monster stack

of all time, and give you wide berth. (You will

see them doing it on occasion; a stack will

approach one of your cities, hesitate for a

moment, then head off in an entirely different

direction after deciding that you arc too

strong.) ’I'his does not work if the combat
advisor is turned on, however; the computer

players do use that option, and it will tell

them that your stack is not nearly as tough as

it looks.

With the combat advisor turned off, you

can reverse this trick and have a wonderful

time. Build a stack of seven Dragons (or

whatever your ideal slaughtering stack looks

like) with one light infantry unit. Go into the

Fight Order menu and switch the positions

of light infantry and Dragons, The stack now
appears to be eight light infantry. The com-

puter player sends its Hero leading a few

heavy cavair)' into this stack, expecting to run

over you; you cackle with unholy glee as your

Dragons convert him to blackened Herofish.

Great fun!

If you don’t have time to go after ruins,

consider spoiling the other players’ fun. Have

one city do nothing but build scouts or bats.

Send one out to each of the ruins on the map.

You can probably cover a lot of them before

hostile Heroes reach them. The computer

player then has to declare war on you in order

to get at the ruins. Generally he won’t unless

he was planning to anyway. What can be truly

beautiful is that the computer sometimes as-

sumes your unit must be in transit somewhere

Table 1

Chance of Attacker Winning A Given Combat, Die Size 16 (Normal Combat)

Defender

Attacker 2 3 4 5 6 7 8 9 10 11 12 13 14

50.0 23,9 12.8 7.4 4.5 2.8 1.8 1.1 0,7 0.4 0.3 0.1 0.1 0.0

2 76.1 50.0 32.7 21.6 14.4 9.7 6,5 4.3 2.8 1.8 1.1 0.6 0.3 0.1

3 87.2 67.3 50.0 36.5 26.4 18.9 13.3 9.2 6.2 4.1 2.5 1.5 0.7 0.3

4 92.6 78.4 63.5 50.0 38.6 29.2 21,6 15.6 11.0 7.4 4.7 2.8 1.5 0.6

5 i^'6.5 85.6 73.6 61.5 50.0 39.7 30.8 23.2 16.9 11.8 7.8 4.7 2.5 1,1

6 97.2 90.3 81.1 70.9 60.3 50.0 40.4 31.6 23.9 17.3 11.8 7.4 4.1 1.8

7 98.2 93.5 86,7 78.4 69.2 59.6 50.0 40.7 31.9 23.9 16.9 11,0 6.2 2.8

8 98.9 95.7 90.8 84.4 76.8 68.4 59.3 50.0 40.7 31.6 23.2 15,6 9.2 4.3

9 99.3 97.2 93.8 89.0 83.1 76.1 68.1 59.3 50,0 40.4 30.8 21.6 13.3 6.5

10 99.6 98.2 95.9 92.6 88,2 82.7 76,1 68.4 59,6 50.0 39.7 29.2 18.9 9.7

11 99.8 98.9 97.5 95.3 92.2 88,2 83.1 76.8 69.2 60.3 50.0 38.6 26.4 14.4

12 99.9 99.4 98.5 97.2 95.3 92.6 89.0 84.4 78.4 70.9 61.5 50.0 36.5 21.6

13 99.9 99.7 99.3 98.5 97,5 95.9 93.8 90,8 86.7 81.1 73.6 63.5 50.0 32.7

14 100.0 99.9 99.7 99,4 98.9 98.2 97.2 95,7 93.5 90.3 85.6 78.4 67.3 50.0
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Table 2

Chance of Attacker Winning A Given Combat, Die Size 32 (Intense Combat)

Defender

1 2 3 4 5 6 7 8 9 10 11 12 13 14

50.0 25,0 14.3 8.9 6.0 4,1 3.0 2,2 1.7 1.3 1.0 0.8 0.6 0.5

75.0 50.0 34.0 23.9 17.3 12.8 9.7 7.4 5.7 4.5 3.5 2.8 2.2 1.8

3 85.7 66.0 50.0 38.1 29.3 22.8 17.9 14.2 11.3 9.0 7.3 5.9 4.7 3.8

91.1 76.1 61.9 50.0 40.4 32.7 26.5 21.6 17.6 14,4 11.8 9.7 7.9 6.5

5 94.1 82.7 70.7 59.6 50.0 41.8 34.9 29.2 24.3 20.3 16.9 14.1 11.7 9.7

6 95.9 87.2 77.2 67.3 58.2 50.0 42.8 36.5 31.1 26.4 22.3 18.9 15.9 13.3

7 97.0 90,3 82.1 73.5 65.1 57.2 50.0 43.5 37.7 32.5 28.0 23.9 20,4 17.3

97.8 92.6 85.8 78.4 70.9 63.5 56.5 50.0 44.0 38.6 33,6 29.2 25.2 21.6

9 98.4 94.3 88.7 82.4 75.7 68.9 62.3 56.0 50.0 44.4 39.2 34.4 30.1 26.1

10 98-7 95.5 91.0 85.6 79.7 73.6 67.5 61.5 55.6 50.0 44.7 39.7 35.1 30,8

11 99.0 96.5 92.7 88.2 83.1 77.7 72,1 66.4 60.8 55.3 50.0 44.9 40.1 35.6

12 99.3 97.2 94.2 90.3 85,9 81.1 76.1 70.9 65.6 60.3 55.1 50.0 45.1 40.4

13 99,4 97.8 95.3 92.1 88,3 84.1 79.6 74.8 69.9 64,9 59.9 54.9 50.0 45.2

14 99.5 98.2 96.2 93.5 90.3 86.7 82.7 78.4 73,9 69.2 64.5 59.6 54.8 50.0

and just happened to end up on that ruin

space, so it will wait a turn for you to get out

of the way. When you don't (your scout has

encamped, of course), the computer Hero

may sit there for turn after turn, doing noth-

ing. This does not always work, but when it

does it is the most profitable use of a scout or

bat you will ever see. The same trick can be

used on temples.

Once everyone is already furious at you for

winning the game, start sacking and razing

any ncwly-cai^itircd city that you know you

can’t hold for more than a turn or two. First

sack it, then raze it; this way you’ll get ail the

money (and the maximum anger Irom your

neighbors, so watch it). Use the money thus

raised to enhance the production of your

cities far from the front,

If a computer player has no cities, his units

will do nothing on the one turn that he may

get before the end of the turn cycle consigns

him to the history books, fhus, if you are

about to put the kibosh on your opponent’s

plans for conquest by grabbing his last city,

don’t woriy about the enormous armies he

may have in the field (or besieging your capi-

tal)—the stacks will melt away and do you no

harm, cow
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Roger

O n rhe various computer networks,

such as CompuServe and GEnie,

there are many computer game de-

signers who take the time to read the bulletin

boards and answer customer’s questions

about their games. Among them is SSG’s

Roger Keating, who has been busy answer-

ing questions about his latest design, War-
lords II.

As Computer Gaming World

s

on-line edi-

tor, I get to follow many threads (bulletin

board “conversations”) about computer

games. Since I have an affinity for Warlords

II, every time I saw Roger Keating post a

little nugget on-line, I printed it out and
squirrelled it away. With the conclusion of

our Warlords II article, 1 thought I

would compile his on-line notes for the edi-

fication of all Warlords.

Wall’s Treat

City wall building is easier in Warlords II

than it was in the original game. However,

Catapult units are the antidote to that.

Roger never starts a campaign without them.

Enhance Me!

A nation that is “Enhanced” will have +2

added to the strength of all its units.

The Bonus Situation

Only one of the special/stack bonuses is

ever applied to a stack ofarmies. Thus, even

if there were two Great Worms and three

Pegasi (or any total of specials greater than

one), players still only receive a +1 bonus for

the stack. If you’re lucky enough to have a

dragon, the +2 is added to the stack. To this

will be added any Hero bonus for the stack.

Note that stack bonuses are determined

once, at the beginning of combat. Thus, if a

unit that provided a stack bonus dies in the

midst of battle, surviving units in its army
will still receive the stack bonus that it pro-

vided through the battle’s end.

Also note that both the attacker and de-

fender are eligible for the terrain bonus. The
terrain bonus is determined solely by the

square the defender occupies, so if the de-

fender is in the plains, both side’s cavalry will

receive their combat bonuses.

Who Gives a Flying. . . ?

The flying bonus was changed from the

original Warlords game so that Giant Bats

would not give a +1 bonus to stacks simply

Keating On Warlords II
A Collection of On-line Notes

Compiled by Alan Emrich

because they can fly. Their role is primarily

as airborne scouts.

Maintaining Standards

The + f bonus for each player’s standard is

ecumenical. It works for any side that pos-

sesses it.

Maintaining Armies

The normal maintenance cost for units is

1/2 of their purchase cost, every turn. For

units on boats, there is a minimum of 4 GP
(Gold Pieces) per turn. This is to discourage

the formation of huge, standing fleets.

Vaiying Unit Types

Each army type in a scenario has a standard

cost, time and movement iillowance. For

each city, there is a small chance that these

values will be varied. Note that this can make
them worse than “average.” Army types that

a player pays to have a city build, however,

always come with rhe standard values.

Personality Problems

The computer player personalities only

give a bit of variation among the different

computer players. They were not really de-

signed to reflect “personalities” in the hu-

man sense. The factors involved control the

number of assault divisions each player has

and the likelihood that they will burn and

pillage. They also guide a computer player

toward certain spending habits. The reason

they are there in the first place is so that

Roger can experiment with and expand on

this area when his next game comes around.

I Am The Greatest

The “1 am the Greatest” button docs two

things in particular. First, it increases the

ocher players’ dislike for the human player

on the diplomacy index to something

equivalent to burning down three cities be-

fore the game even begins. Razing any city

makes a player unpopular. Roger usually

doesn’t raze cities until he is either well on
the way to victory or so firmly entrenched as

the game’s “Running Dog” that any further

unpopularir)' would simply not matter.

Second, computer players at war with the

human player will tend not to fight amongst

themselves.

Keating is not Synonymous
with Cheating

The computer doesn’t have any more

knowledge about a hidden map than a hu-

man player. It sends out scouting parties and
bats, just like human players do. Temples,

cities and ruins are all placed completely

randomly, too.

There are no special triggers in the pro-

gram that help or hinder heroes from joining

a player’s cause. Having about 1,500 GPs
and a little time is all it takes.

Remember, ocher (computer) players will

start in sparsely populated areas, and their

heroes will die ar temples and then not be

replaced for a long time, just like human
players’ do. There are only two differences

in this matter. First, computer players don’t

complain to SSG about their tough luck.

Second, computer players never cheat by

saving the game just prior to “the big battle”

in case things don’t go right for them! Early

in the design process, SSG debated about

allowing the computer to “cheat” rather

than spending the processing time it takes to

carry out a computer opponent’s searching,

but it was decided to let the computer play-

ers cake their time and do it “fairly.”

Alan’s Advice

There is a nearly “perfect plan” for win-

ning a game at 100% difficulty. It was de-

vised by Steve Barcia, designer of Master of
Orion for MicroProse. The heck of it is, it’s

quite simple.

First, expand out to your equal share of

cities (usually around 20, but that may vary

with the number of cities and players in the

game). Next, build up your defenses (includ-

ing a strong, defensive reaction force—pref-

erably one with a Hero who has something

to speed up his/her stack’s movement) and

create one sure-fire strike force to attack

with.

Attack and conquer an enemy city, then

pillage it for the maximum money you can

squeeze out of it. After you’ve gotten all the

money, go back to that city and raze it on

the same turn. Then go on to the next enemy
city and repeat this process.

What will happen is that: A) you’ll become
incredibly rich and get plenty of heroes and

good units to produce back home to con-

tinue your wars of aggression; and B) your

enemies will go broke and be forced to re-

duce the size of their armed forces, making

your prospects of victory that much better.

Play patiently and, with only a modicum of

luck, you can win most of the time, cbw
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ALL IN YOUR HANDS.

Victory At Sea^*^ picks up exactly where the Japanese left off December 7, 1941 . However, one

thing is different. You’re suddenly in control of the entire Pacific Theater. From the ice-encrusted

Aleutian Island battlegrounds to the site of what many call the greatest naval battle ever, Leyte Gulf.

Circle Reader

Direct the entire campaign from the task force level, or engage in specific battles. Command the

Allied Forces or the Imperial Japanese Navy. Either way, Super VGA graphics and actual documentary

footage bring your decisions to life.

Decide which resources to stockpile. Who to promote. Who to demote. Get intelligence reports on

the political and logistical situation around you. Then plan your next attack.

Because it’s designed by world-renowned military expert James F. Dunnigan, the historical accuracy

of Victoiy At Sea is without equal. It’s also the first game ever to give you GameBook™ technology.

Featuring real WW II action photos and over 100,000 words of historical analysis

not available with any other game— all just a mouse-click away.

December 7, 1941, may live in infamy. But what happens after

that is all up to you. Visit your retailer or call 800-653-1360

to order in the US., or 800-697-2360 in Canada.

VICTORY AT SEA IS AVAILABLE FOR THE IBM PC AND 100% COMPATIBLES AND THE MACINTOSH.
VICTORY AT SEA IS A TRADEMARK OF THREE-SIXTY PACIFIC. INC. (C) 1993 THREE-SIXTY PACIFIC,
INC. ALL RIGHTS RESERVED. IBM IS A REGISTERED TRADEMARK OF INTERNATIONAL BUSINESS
MACHINES. MACINTOSH IS A REGISTERED TRADEMARK OF APPLE COMPUTER.



Review

It Was the Best of Times,
It Was the Worst of Times

Gold-Juno-Sword Wraps Up
The V For Victory Series

E
ver since Beachheadco\'\(\\.\cxQd die Ap-

ple and Commodore markets a decade

ago, amphibious invasion games have

enticed gamers. Significant, then, that the

first game in the VFor Victory i.cx\zs would be

Utah Bench, covering the greatest invasion in

all of history—D-Day. When released, Utah

Beach was a revelation, combining superb

graphics with a true “board wargame” feel.

While certainly complex, the system was logi-

cal, and with persistence, gave the player a

rich and rewarding wargame experience.

The problem with any game series is how
to stay commercially successful while still be-

ing perceived as fresh and innovative. Thus,

despite a plethora of awards, Utah Beach fell

prey to the maniacal pace of ever-upgrading

hardware and technolog)’. The basic V For

Victory engine was tinkered with, and al-

though some graphic and technical improve-

ments ensued, the releases of the next two

games, Velikiyc Laid and Market Garden,

were infested with a variety of programming

bugs. In fact, the situation had deteriorated

so badly, that many gamers were checking the

on-line services for updated versions, before

even purchasing the games!

Prom a design standpoint, one had to ques-

tion the subject matter of the games as well.

If Utah Beach was evocative, then Velikiyc

Ltiki, covering siege warfare on the Russian

Front in the middle of winter, was perilously

close to sleepwalking. Market Garden could

hardly have been said to be boring, but the

volatile situation masked many of the game’s

flaws. In all of the V For Victoiy there

is a tendency for the designers to feel that their

games are superior, simply because they arc

on a computer screen, rather than a game

board. Ironically, it is Market Garden that

shines in this respect, ifonly because the “fog

of war” rules are appropriate for the confu-

sion at Arnhem.

Considering the track record then, Gold-

Juno-Sword (GJS) is a return to the roots of

the VFor Victoryscx\Q$—the D-Day landings.

While the Americans had only Utah Beach to

by Terry Lee Colemmi

assault, the British and Canadian forces

striked Hitler’s Fortress Europa from three

beaches, hence the name of the operation

(and the game), d'he player eagerly begins

Gold-Juno-Sword, only to find “hitting the

beaches” has already been done prior to the

game! According to the designers, the player’s

role as commander would not give him con-

trol over the initial invasion forces, and rather

than simply delegate the invasion to the com-

puter, the invasion was simply considered

outside the scope of the game. Gold-Juno-

Sivordxx'its too hard here to be a “simulation”

rather than a game. Imagine a book on a

military campaign that rigidly stuck to one

point of view—certainly it would be dis-

missed as biased, even boring. Nevertheless,

many wargames, Gold-Juno-Sword among
them, rigidly define what role the gamer must

play, often without considering the gamer’s

“suspension of disbelief,” or what effect such

an arbitrary decision will have on the enter-

tainment value of the

product.

That the game

takes such an ap-

proach is all the more

puzzling given the

care with which the

manual is put to-

gether. Gamers wish-

ing to plunge right in

may learn about

stacking, naval sup-

port, and generally

how to fight by using the “quick start” Op-
erations Manual. In fact, the game is playable

through the various pull-down menus, and

has several nice features, such as being able to

click on “victor}^ buttons” to refresh one’s

memory on who owns which victory point

hexes.

After playing the first scenario, Orne

Bridge, enough times, the player will want to

know why things are happening, which leads

him to the Reference Manual. To call the

manual a “massive tome” hardly does it jus-

tice; it’sawalloping 131 pages ofexplanations

of Zones of Control, interdiction, and even

rules on how units surrender. Many gamers

have praised Three-Sixty and Atomic Games

for the thorough rules found throughout the

series, and Gold-Jtmo-Sword\% certainly com-

plete. For those players who failed to get their

logistic nightmare fix, the manual has ten

pages ofsupply rules, then follows with seven

more pages of morale and fatigue rules, before

the player knows whether his tired, sore and

hungry troops will fight or not. Supposedly,

by reading all the appropriate material, the

players will be so illuminated that enjoyment

will automatically ensue.

Part of the lengthy rules is a backlash to the

criticism of computer games never telling

“the whole story” of the design. Number-
crunchers will have a field day (no pun in-

tended) with the terrain and supply charts,

and their effects on combat. Nonetheless,

there is no single chart for “roll a 6, defender

V For Victory: Gold-Juno-Sword
TITLE; V tor Viclory: Gold-Iuno-Sword

PRICE: S59,95

SYSTEM: lUM, Mac
REQUIREMENTS; IliM: 386SX or betlfr, .)MB RAM. VESA

comp.iliblo video i:.ird, SMB li.itd drive sp.icf,

mouse; Adlib, SoundBl.isler wjiind r.irds

siippodeci; math co-[)r<Ke5sor supjxjrled

Mac; Mac+ or beller, 2MB RAM for 256-color,

,)MB under Syslem 7

PROTECTION: None
DESIGNERS: Eric Youtag, Kellh Zabalaoul, Larry Merkel,

Ed Rains

PUBLISHER; Three-Sixty

Campbell, CA
(800) 653-1360
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TUfmOTOUCH3B0;
THESTATE OF THEART
PCGAME CONTROLLER!

For the name ofyour nearest Turbo Touch 360 retailer or to place an order, call 1-800-858-7429

’Patent Pending. IBM PC 1$ a registered trademark of international Business Machines Corporatim. Turbo Touch 360 and Triax are trademarks of Triax Technologies. 01 993, Triax Technologies

Extensively consumer-tested with game

players, software developers and computer

game reviewers, the Triax Turbo Touch 360

controller brings a new dimension of control

and comfort to computer game playing.

It's a breakthrough product, .i.

offering the benefit of higher m
scores and longer play without t e i

ATRIMC
JSSmmmSi^T E C HNOLOOIES

“thumb fatigue.’’ Just pass your thumb or

index finger over the control sensor-you don’t

have to push down. And, thanks to better

diagonal and circular (360°) control, the newest

and most challenging games are easier to

. — — control and more fun to play.

The Turbo touch 360 is the

’o LOO I Es right product at the right time.

Gives you better
diagonal control

No more blisters or
“numb thumb”

Gives you easy
circular control

taster
higher scores
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DON'T WASTE
YOUR

SOUND CARD
ON INFERIOR

SPEAKERS.

The Poweped Partnep 6ZZ

Powered Partners are the perfect

complement to your multimedia

computer system. They are the only

speakers to be named a 1992

Windows Winner by Windows maga-

zine. They were also nominated for

a Readers’ Choice award by

Multimedia Magazine. But the best

reason to use Powered Partners is

the sound. Listen to the experts:

“They (Powered Partner 622) set the

standard for all the other speakers’’

(David Ranada-“Windows’’ recom-

mended) and “If you want the best,

look no further... the (Powered

Partner) 570s are the

Rolls Royce of sound’’

(Rich Heimlich). With

such high praise,

why buy anything else.

Powered Partner 622 Features

• Sophisticated 3-piece system

with separate powered sub-woofer

• Fully shielded, even the sub-woofer

• Perfect for all computer and video

applications

• Electronic crossover and 3 power

amplifiers

For a dealer near you,

call1-aOD-g6g-AR4U.

In Canada, call Precor at 1-800-268-1172.

Superior Sound Simplified

© 1 993 Acoustic Research, a division of IJI

climinaccd’’ or whatever, and with no visible

Ciombat Results Table, the player is left with

no framework for all those pretty numbers.

Of course, one can always let the computer

“Staff Assistant (tm)’’ take care of ever>T:hing

and just watch...

Perhaps while the computer is having all the

fun fighting the battles, the erstwhile general

can learn to be a meteorologist. Clear, storms,

and three varieties of overcast, allow the

player to either flaunt his air superiority, or

frantically pray for rain (if playing the Ger-

mans). Not only can the player manipulate

the weather ahistorically, hut he may even

control the temperature, which somewhat

symbolically, has absolutely no effect on the

game.

What the player docs get to do is fight over

the infamous “bocage” terrain, rendered in

SVGA graphics far more subtle chan the old

Utah Bench. The tutorials arc not quite as

painless as in, say, Clash ofSteel, but they serve

well enough to teach the system. Allied forces

are the better for the novice to begin with, if

only because most wargamers are better on

attack chan defense. Sad to say, but even die

most defensive-minded will dislike playing

the Germans, as their situation is virtually

hopeless. In the face of overwhelming Allied

airpower, the German is beset with supply

hassles, his retreats are interdicted, and his

movement is restricted. Worse, the AI is in-

capable of using artillery properly or of coor-

dinating assaults, even when obvious gaps are

left CO be exploited. Regrouping or using

replacements also seems beyond the Al’s mea-

ger abilities.

Should the player feel masochistic enough

CO take the German side, the first thing to do

is CO give the Germans some airpower, or to

make the weather ahistorically bad. Even

with adjustments, the deck is stacked so thor-

oughly against the Germans, that the AI on

the Allied side almost seems competent! By

trying so hard to focus the player on a par-

ticular role, the designers lost their own per-

spective. Ifthe point is that the Allied win was

inevitable once forces were ashore, why play

the game? Especially with two human players,

the individual scenarios arc agonizing for the

German against any decent Allied player.

Should the players want to learn about the

campaign, a book by Max Hastings, for in-

stance, cakes far less time to read chan the full

campaign of Cold-Juno-Siuord dot's to play to

completion.

The excellent manual, copious player aids,

good interface, and sumptuous SVGA graph-

ics should all combine to give the true war-

gamer a feast. Why then arc we left so empty?

Because a recipe is not merely a combination

of a variety of ingredients—the chefs imagi-

nation must combine the items so that the

dish emerges with its own unique flavor and

identity. Three-Sixty, by publishing the VFor

Victory glumes, cook a bold step. Yet after four

games, Gold-Juno-Sword\s hardly the flagship

product the buying public has a right to

expect. Although promised, no modem-to-

modein gaming is available, and while earlier

games such as Velikiye Lnki and Market Gar-

den are compatible with the new game, trans-

fer of saved-game files is not. Similar to such

disappointments as Theatre ofWar^ind Pa-

triot, Gold-Jutw-Sivord succeeds only on. a

technological level, bereft of soul. Three-

Sixty’s legacy is akin to a line ofbooks without

an editor, its lack of control and support

setting its buying public adrift. Nowhere was

this made more plain then when Atomic

Games, the design team behind VFor Victory,

announced recently that Cold-Juno-Sword

would be its last game in the series, and that

Atomic would do similar games with Avalon

Hill. Perhaps Harpoon //or Jim Dunnigan’s

Victory At Sea can turn things around, but

Three-Sixty’s reputation in the hobby has

suffered a major blow, which could only have

been helped if quality control had been pre-

sent earlier in the VFor Victory sevits.

For Atomic Games, their knowledge and

productivity will be more than matched by a

company that has produced wargames for

over three decades. Avalon Hill has never had

success with computer games, however, and

Atomic will have to provide innovative and

relatively bug-free products from the first in

order to win over a skeptical public. The true

legacy of Gold-Juno-Sword and its brethren

may be that one of the best technical teams

in the computer wargame genre teamed up

with the wargame company with, arguably,

the greatest marketing resources and saw}'.

Just imagine what this combination could do

with Russian Campaign or Panzer

Lender... ctndm\y, something just as techni-

cally dazzling as Gold-Juno-Siuord, and un-

doubtedly more enjoyable, cew
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ZERO'S & ONE'S

ASK FOR PRICE LIST AND TAKE A LOOK AT OUR SALE ITEM

(800) 788-2193

HARDWARE
CREATIVE LABS:

CD 16 Kit (Business) 635.00

Discovry 8 CDRom Kit 399.00

Oiscovry 16 CDRom Kit 469.00

Edulnmnt 8 CDRom Kit 449.00

Edutnmnt 16 CDRom Kit 519.00

Snd Blaster 16 216.95

Snd Blaster Pro DIx 119,95

Video Blaster 299.00

Video Spigot 399,00

MEDIAVISION:

Fusion 16 CDRom Kit 499.95

PAS 16 Snd Cd 165.95

Pro Aud Studio 16 189.00

Pro Audio Spectrum

16 MM Kit 899.00

TOSHIBA 3401 200ms

Intw/Pas Cable 495.00

Al TECH:

Pro PC/TV Plus 309,95

Wave Watcher-TV 419.00

Video Surge 615.95

OTHER SND, MM, & VIDEO:

Computer Eyes RT 434.95

Gravis Ultra Sound 129.00

TelevEyes VGA-TV 199.00

WIN TV 399.95

STICKS & YOKES
CH PRODUCTS:
Auto III Game Card 27.00

Flight Stick 35.95

Mach II 22.00

Mach 111+ 27.00

Virtual Pilot Yoke 62.95

GRAVIS

Analog Pro 37.95

Game Card Hi Speed 29.95

THRUSTMASTER:
ACM HiSpd Game Card 26.95

Weapons Control Mark II 99.95

U-PromforWCS Mark I 27.95

Flight Control 59.95

Flight Control Pro 99.95

Rudder Pedals 99.95

COLORADO SPECTRUM:
Mouse Wheel call

MODEMS
Prices loo Low to Print:

Boca, Sportster, Supra,

Zollrix, Zoom and others

FLT SIM/WAR
A Line in Sand 26.95

Aces over Europe 44.95

Air Warrior SVGA 35.95

Ambush at Sorinor 35.95

Armored Fist 42.95

ATAC 34.95

Sample Listing of Products
B-17 Flying Fortress 41.95

Birds of Prey 31.95

Campaign 35,95

Comanche:Maximm OvrkI 43.95

Carrier Strike 41.95

Carriers al War 34.95

Conquerd Kingdoms 35.95

Conquest Japan 35.95

Empire Deluxe 35.95

F-15Stlrke Eagle III 43.95

Falcon 3.0/Mig 29 call

Flight Sim 4.0 37.95

Flight Sim Add-Ons call

Fit Sim Seen USA East 41.95

Flight Sim 5.0 call

High Command 41.95

Jetfighter II bundle 44.95

Jump Jet 41.95

Liberty or Death 35.95

Lost Admiral 35,95

PaciHcWar 47.95

Patriot 43.95

Patton Strikes Back 14.95

Perfect General 35,95

Rebel Assault tba

Secret Weapons Luftwffe 29.95

Special Forces 29.95

Strike Commander 47.95

Task Force 1942 38.95

Theater of War 19.95

Tornado 44,95

VVictory 1. 2, or3 ea 43.95

ENTERTAINMENT
A-Train 41.95

ADD:Unlld Adventure 34.95

Action 5-5 Sierra Gms 24.95

Adventre Starter-Sierra 19.95

Air Bucks 35,95

Alone In the Dark 35.95

Amazons 38.95

Arcade Hits 24.95

Armourgeddon 39.95

Ashes of Empire 34.95

Back to Future II 26.95

Bari Simpson-Wierdnes 29.95

Batman Returns 41.95

Betrayal at Krondor 39.95

Blue Force 39.95

Caesar 35.95

Carmen SD-Space Dluxe 47.95

Castles II 35.95

Challenge of 5 Realms 39.95

CivilizationiMaster Playr 49.95

Classic Adventure-Lucas 35.95

Conquered Kingdoms 35.95

Creepers 29.95

Dagger Amon Ra 41.95

Dark Half 34.95

Dark Seed 41.95

Darklands 41 95

Daughter of Serpents 32.95

Day of Tenacle 34.95

Design Your Railroad 34,95

Discovery:Columbus 35.95

Dragon Lair III 35.95

Dune II 35-95

El Fish 35.95

Eric The Unready 35.95

Flashback 31.95

Freddy Pharkas 41.95

Global Effect 19.95

Goblins 2 24,95

Helmdall 21.95

Home Alone 2 27.95

Humans 25.95

Inca 34.95

Indy Jones 4 35.95

Kings Quest VI 44.95

Kyrandia (Legend) 34.95

Legacy:Realm of Terror 36.95

Legends Valour 37.95

Leis. Suit Larry 5 41.95

Lemmings 2 35.95

Lost Treas Infocom II 29.95

Lost Treas. of Rain Forest 29.95

Magic Candle III 37.95

Maniac Mansion 14.95

Mantis 31.95

Mario Is Missingl 34.95

Mercenaries (Tegel's) 37.95

Might a Magic V 41.95

Monkey Island 2 25.95

Out of This World 36.95

Paladin II 35.95

Piratesl Gold 41.95

Police Quest 3 39.95

Prophecy by Sierra 24.95

Populous 11 37.95

Prince of Persia II 41.95

Quest for Glory III 41.95

Return of the Phanton 41.95

Ringworld 35.95

Romance 3 Kingdoms 39.95

Rome:Pathway to Pwr 29.95

Rules of Engagement II 41.95

SciFi:5 Actvision Games 26.95

Shadow President 41.95

Shadowlands 29.95

Sherlock Hlms:Lst Files 42.95

Siege 22.95

Sim Ant 35.95

Sim City 29.95

Sim Earth 42.95

Sim Life 41.95

Simpson's Arcade 29.95

Space Hulk 34.95

SpaceQuestV 41.95

Spear of Dstiny:Wlfnstn 35.95

Star Control II 35.95

Star Trek 25th Anniv. 35.95

Stunt Island 33.95

Syndicate 36.95

Terminator 2029 41.95

Ultima Underworld II 47.95

Ultima VII Part 2 45.95

Ultrabots 36.95

Veil of Darkness 35.95

Wing Commander II 47.95

Wizardary VILCrsaders 41.95

X-Wing 41.95

X-Wing Misson Osk 19.95

CD ROM
7th Guest 52.95

Arthur's Teacher Trbis 41,95

Chess Maniac-Natl Lampn 34.95

Clip Art Haven-Jewel 16.95

Composer's Qst MPC 54.95

Compton Interact. Encyc. 249.95

Curse of Enchantia 24.95

Daggar of Amon Ra 41 .95

Day of Tenacle 41.95

Dlnosauer Adventures 41 .95

Dune 56.95

Eco-Quest 1 41.95

Encarta MM Encycl, 269.95

F-15 Strike Eagle III 47.95

Fontmast6r2 18.95

Games 1993-Jewel 21.95

Global ExpIrer-DeLorme 89.95

Indy Jones:Fat0 Atlantis 41.95

Inspector Gadget 35.95

Iron Helix call

King’s Quest VI 44.95

Jutland 52.95

Just Grandma & Me 38.95

Kodak Photo CD 29.95

Legend of Kyrandia 41.95

Map Expert by DeLorme 299.95

Mayo Clinic Qewel box) 29.95

Midi Music Shop-jewl box 22.95

MS CInemania MPC 54.95

Monarch Notes 61.95

Old Tesimanet Interact 49.95

PC Karoake 77.95

Playing with Language 29.95

Prophone 1993 Ed 129.95

Pub. Paradise-Clip Art 22.95

Putt Putt Fun Pack 26.95

Rodney's Fun Screen 39.95

RoMaterial:Vis/Snd Effect 19.95

Shareware Studio V.C 18.95

Sherlock Holmes 3 43.95

Space Adventure 2.0 61.95

Space Quest IV 41.95

Ultima Underworld l&ll 58.95

Who Killed Sam Rupert 24.95

Willy Beamish 41.95

Wing Commander II DIx 52.95

WCmdrll/UllUndrwrld 52.95

World Fact Book '92 59.95

WINDOWS
Alphabet Blocks 29.95

Audio:Star Trek V.l 34.95

Conquered for Windows 44.95

MS Golf 42.95

Origin FX Screen Svr 24.95

Star Trek Screen Svr 44.95

Take Break:Pinball 29.95

Yobi Magic Spell Tricks 29.95

SPORTS
Car & Driver call

Front Page Sports Ftbl 41 .95

Jack Nicklaus Sig Golf 41.95

Jordan in Flight 36.95

Links 386 Pro 39.95

NFL Pro Football 1992 35.95

NFL Video Pro Football 35.95

Sports Adventure 47.95

Tony LaRussa Bsbl II 37.95

Trouble Shooting Golf 29.95

Wayne Grtzky Hocky 3 35.95

Wilson Pro Golf 24.95

World Circuit Gmd Prix 35.95

World Tour Tennis 31.95

EDUCATIONAL
ACT Studyware 29.95

Alge-Blaster 29.95

Amazon Trail 34.95

Auto Works 44.95

Calculus 24.95

Castle of Dr. Brain 29.95

Cuckoo Zoo 31.95

Dlnosauer Adventure 32.95

Discover Space 37.95

Eagle Eye Mysteries 31.95

Inspector Gadget 34.95

Island Dr. Brain 29.95

Kid Cad 3-D 29.95

Lost Tribes (Soc. Stdy) 24.95

Mario Teacher Typing 24:95

Math Rabbit (New) 29.95

Mickey's ABC's Ench. 19 95

Millie's Math House 29.95

Operation Neptune 34 95

Oregon Trail DIx 35.95

Peter Pan Print Kit 31.95

Playroom ver 2.0 29.95

Putt-Putt Fun Pak 25.95

Ready for Letters 34.95

Rock & Bach 34.95

Scooters Magic Castle 31 .95

Time Treks 29.95

Treasure Math Storm 34.95

What'sMy Angie-Geom 29.95

AND A WIDE
RANGE OF OTHER

PRODUCTS
FROM A...TO Z...1

AAAAAAAAAA

MANY SALE ITEMS IN

OUR FULL PRICE LIST

ALL IBM COMPATIBLE

3315 E RUSSELL RD, (fH-177 LAS VEGAS, NV 89120

702-897-1571 TECH/INFO: 702-897-2797 INTL: 702-897-2797

Price's and availability subject to change. All sales final. We do not guarantee compatabilily. All software is factory fresh and unopened. We are not

responsible for manufacturer's defects. Contact publisher regarding defects. Any return subject to 20% restocking fee. Shipping: Ist game $5; add I

games add $1 each inConlinental US. 2nd Day Air $6 1st game, add'l games add $1 each in Continental US. COD add $5.00. All prices are US Dollars.

ZERO'S & ONE'S
ORDER: 800-788-2193 FAX;

WE ACCEPT M/C & VISA.
Circle Reader Service #135
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Review

A ny aficionado ofWorld War II gam-

ing who likes a horde of tanks and a

maximum of troops ends up heading

to the East. Gaty Grigsby's War Iri Russia

(W!R) is the designer’s third trip in that di-

rection, his latest rendition of the epic strug-

gle between Nazi Germany and the Soviet

Union. It is not to be confused with the CGW
Hall of Fame’s War In Russia, released for

8-bit machines in 1984, but bears closer re-

semblance to his l6-bit effort, released in

1990 as Second Front. Many, thinking

through red, white and blue tinted lenses,

were confused about the latter title, as we
Yanks think of the “second front” as the

Allied landings in Western Europe. To allay

confusion, the latest game has reverted to a

variant of the 8-bit title.

Docs, Heal Thyself!

The documentation is standard for SSI

—

guaranteed to scare offthe novice and confuse

the veteran. The necessary information is

there, ifs just that the prose’s elegance makes

tax law appear interesting. For the truly math-

inspired, the combat formulas arc included. I

characterized the documentation of Second

Front as “abysmal”; my opinion stands for

WIR. If one is familiar with Second Front,

there should be few problems of interpreta-

tion, but pity the user who is new to the

system.

Luckily, a tutorial allows the user to gain a

basic familiarity with the simulation. Also, a

relatively detailed Order of Battle has been

included, along with a map. It is a relief to see

SSI again including the map in the documen-

tation; it makes strategic planning much eas-

ier for the user.

The map is composed of hexes (repre-

senting 20 miles of terrain), with each turn

representing a single week. Army units are

represented at the corps level, with each corps

consisting of up to eight divisions.

M.ore in

Russia

Gary Grigsby’s

War in Russia

by M. Evan Brooks

There are five basic scenarios offered: Cam-
paign 41 (June 1941-July 1945; the entire

war!); Campaign 42 (June 1942-July 1945);

Typhoon (September 1941 -March 1942; the

assault on Moscow); Case Blue (June 1942-

April 1943; the Battles of Stalingrad); Cam-
paign ’43 1943-July 1945; commencing

with the Battle ofKursk). The scenarios cover

the gamtit of World War II on the Eastern

Front, but the box art notes that there are four

campaigns, eight historical and one hypo-

thetical scenario. This hyperbole is muted by

the inclusion of a scenario editor. The grog-

nard will be ecstatic at the possibility of cre-

ating his own scenarios. However, note that

the effort and time necessar)' to ptoduce a

viable scenario is formidable.

There are four points concerning the docu-

mentation that must be addressed: a) a bridge

bomb option mentioned in the documenta-

tion has been deleted; b) the tactical hints

were produced before the final version,

thereby being more generic than usual; c) in

blizzard turns, Soviet tank armies may plot

into three enemy hexes (not two, as stated);

d) shorter scenarios do not end when the

objective cities arc captured. One must play

the scenario to a conclusion (and have the

captured cities in at least supply level 5).

Victory conditions are not stated in the

documentation, but rather are listed in the

scenario conditions (on-disk). Generally, oc-

cupation of key cities are the

cornerstones of victory. Since

the enemy forces will defend

such cities to the maximum,

one must be prepared to en-

gage in massive battles around

them.

Finally, Mr. Grigsby has

continued to support his

products on GEnie’s Games
RoundTablc (page 805). A

dedicated group of gamers will be glad to

assist novices, and even the battle-hardened

veteran can find much to contemplate and

discuss in the modem world. HopcRilly,

some of these veterans will upload their sce-

narios for use by other gamers. But for the

gamer confused by the documentation, GE-
nie is a superb place to get help.

I Came, I Saw, I Listened

The graphics are functional and .sound ef-

fects are limited, but detailed wargames on an

operational/strategic level need little in the

way ofsound. Perhaps the overall appearance

of the simulation may best be summed up as

akin to Secofid Front wnd Western Front, with

the interface being more like Pacific War.

Visually, an attractive graphic of the units

appears during combat displaying the num-
ber of tanks, artillery pieces, troops, etc. The
actual battle report may be rendered in intri-

cate detail or with quicker accounting; the

former illustrates the actual ebb and flow of

the battlefield, but it takes more time.

Weather remains consistent: if it is snowing

in Leningrad, it is snowing in Sebastopol. As

I noted in my review of Second Fro}it {CGW
#72, June 1990), this is unrealistic. Chris

Crawford's Eastern Front {\^7^) had shown

a pattern of graduated weather change.

Couldn’t this occur in WIR^ This is not only

a graphic weakness, but one of historical ac-

curacy.

Panzer Pushing

The game mechanics arc mouse and key-

board-driven. While Second Front did not

have a mouse option, VW./? clearly docs. Mr.

Gary Grigsby's War In Russia

TITLE;

PRICE:

SYSTEM: IBM
REQUIREMENTS; 386 or Ijeiler, VCA/ECA graphics,

1 .9M|} hard drive space;

SoundBlaster artd SB Pro

sound cards su()i>orted

« PLAYERS;

PROTECTION;
DESIGNER;
PUBLISHER:

0-2

Documentation look up
Cary Grigsby

Strategic Simulations, Inc-

Al.inieds, CA
(408) 737-1800
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Might and Magic

IVIlCHAEL W/lNTERBAUER
ILLUSTRATION • DESIGN

Wing Commander

Spaceward Ho

When you need the finest in computer game illustration, call Michael
Winterbauer. Partial client list includes: New World Computing,
American Sammy, JVC, Taito, Bandai America, CSG Imagesoft,

The Software Toolworks, and Atius.

1 22D LYNDON STREET #22
3DUTH PASADENA, CA 91 DSD



Grigsby still recommends the use of a key-

board to input plotting commands, but that

is a matter of personal preference.

There arc some flaws in the mechanics; for

example, while hidden units are de rigeiir, the

computer’s units become visible during its

combat portion, undermining much of the

surprise clement.

But what is new? Aside from the mouse

implementation and a scenario editor, strate-

gic and march modes have been decreased to

a more realistic level. This allows a better

chance to secure large envelopments and to

pocket enemy formations. Special supply al-

lows the user to combat supply-specific units

for critical offensive or defensive missions.

Operation points (a legacy from Pacific Wa>)

encourage better discipline in strategic plan-

ning; the player should insure that his head-

quarters move last as this will maximize the

use of such OPs. The German player should

remember that, initially, ^//Vz^vvV^supply will

more than serve his needs, but once the bat-

tlefield becomes somewhat stabilized, normal

supply only achieves a 70 percent resupply

rate and special supply becomes mandatory

to maximize assaults.

The production rules have become more

detailed, with factories being more restrictive

in retooling. A tank factory can more easily

upgrade to a newer tank than switch over to

aircraft, In fact, the production can become a

game in itself However, it requires much
painstaking attention to detail, and the more

casual user would be well-advised to allow the

computer to act as one’s Albert Speer.

In fact, a player can allow the computer to

handle virtually any portion of the program.

Do you just want to handle the assault on

Moscow? No problem, change the other

Army Groups to computer control. Of
course, wargamers are detail people and it is

the rare wargamer who can resist handling

everything from national strategy to platoon

placement. Luckily, one cannot get down to

that detail... yet.

The leadership rules have remained un-

changed. One can appoint the field leaders

and relieve them on-the-spot. Occasionally,

j

« „1K

poor performance will lead to an automatic

“firing,” or illness can even inteiwene to alter

the command structure. A proper use ofgood

commanders (and a potential fireman a la

Zhukov or Manstein) is required for optimi-

zation of force application.

There are certain options I would have liked

to see:

• The use of separate combat routines

for each side might have given a better

feel;

• The 8-bit version of WIR mandated

that the player use engineer units to re-

build the captured rail net. This per-

mitted one to concentrate his assets

and determine where the Schtoet-punkt

would fall. While this can telegraph

one’s intentions to the enemy, it also

could allow the user to potentially

break out on a narrower frontage. Cur-

rently, railroad utilization becomes

automatic after a delay of four to five

weeks;

• Although detailed combat losses are

given for each week, there is no war to-

tal. Aside from copying the weekly

losses to paper, one cannot determine

the actual losses during the course of

the war. It would not have been diffi-

cult to add a running total option

—

available at any time the user chooses.

All This and the JSII

Game play is ver)^ reminiscent of Second

Front—with both its strengths and weak-

nesses. The major building block of combat

is the corps, with three to eight divisions

being assigned. One may tailor his forces to

yield the appropriate mix.

Partisan operations have been made more

important, and ifa German player ignores the

rear, the partisans can well raise havoc with

his supply. Even without partisans, the Ger-

man will face a dearth of supply. Often, only

airlift can preserve combat units in the front

lines. Use such assets carefully, since there is

never enough to satisfy the need.

Generally, a broad-based invasion is the key

to success. Separate drives for Leningrad,

Moscow and the South should be main-

tained. Of course, Mo.scow is the prize—its

capture will devastate the Soviet since it is the

nexus of the road net. Yet, the initial Blitzk-

reig \'i not rapid enough. Historically, Minsk

fell in the first week of the campaign. It is

simply not possible here; like Second Front,

the German military machine often seems to

be running at the same speed—historically

slower in the first weeks hut faster in the later

months. While it evens out in the end, it does

not yield an accurate picture of the ebb and

flow of the Russian Campaign.

Bad weather, the nightmare of the

Welmnacht, has been made even more deadly.

There is little that the German player can do

to avoid the counteroffensive of General

Winter. Be aware that no matter how rosy the

picture in August, an early frost (or blizzard)

will change the situation literally overnight.

Despite digging in or fortifications, nothing

can maintain the line. While some users con-

tend that the Germans could have more effi-

ciently planned for the ensuing winter and

emerged relatively unscathed, I do not believe

that the German logistical chain could have

offset the effects of the weather. The Axis

logistics were heavily dependent on horse-

power—literally (over 75% of its transport

ability came from horses, and not trucks).

This, coupled with the inability of the Ger-

man logisticians to sustain their troops over

the breadth of Europe, buttress the designer’s

treatment of winter. Be aware of the weak-

ness, and be adaptable. Trading space for

time, when done in a logical and coherent

manner, is the key to success.

Aircraft still seem to be too energetic. Air

battles occur on a regular basis, making the

Battle of Britain appear to be a skirmish.

However, a matter of more concern is that the

aircraft of both sides often appear to possess

all-weather capability, and flying both com-

bat missions and resupply in blizzard condi-

tions is routine.

Red Flag Raising

War In Russia is not a generational descen-

dant of Second Front, it is more of a younger

brother. A workmanlike simulation, WIR
should be acquired Viyuny grognardvj\\o does

not have Second Front. However, for those

already possessing the earlier product, does

mouse implementation and a scenario editor

justify its purchase? That will remain an indi-

vidual decision. My personal feeling is that

the program has been released coo soon after

Second Front, and since there are no financial

discounts akin to MicroProse’s Railroad Ty-

coon Deluxv. vis-a-vis Railroad Tycoon, well. .

.

CGW
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Opponents Wanted
Those wishing to place their own (free) ads need only send us a postcard (or use

the TVofwsection ofdie RID card), letter, FAX [71 4-283'344^] or E-Mail (Prodigy

[EXPT40B], CompuServe [76703,622], The Sierra Network at Box 1048, GEnie
and America On-Line [CGW]). Generally, wc run them only once, so send

another each time ifyou want to keep your name listed! The ads themselves should

serve as reasonable examples as to how to write your own. However,
• Include a briefdescription ofthetj'pes ofopponents and games you are interested

in playing. Games being played other than direct by modem can be listed (trading

save game disks or even face-to-face).

• At least one (possibly more) telephone number(s) must be included. Do notforget

the area code and mention whether the number is a Home, Work or Modem
number.

• Include your city and state .so that people who call you will both: a) have a clue

as to what time zone you are in and b) recognize it when they see it on their phone
bill.

The Networks

The following arc voice contact numbers for many of the various on-line

network services that connect gamers. Call them for more information,

America On-Line: (800) 827-6364

CompuServe Information Service; (800) 848-8990

Novalink (formerly Digital Dre.ams) Nerwork: (800) 274-2814

GEnie: (800) 638-9636

The ImagiNation Neuvork: (800) IMAGIN'-

1

Multi-Player Games Nenvork: (800) GET-GAME
National Videotex (NVtel): (800) 336-9096

Ptodigy: (800) 822-6922 x556

USA Today Sports Network: (800) 826-9688

Bulletin Board Systems

Will you hack and slash your way through a real-time, multi-user dungeon

(MUD) or attempt to conquer an entire galaxy? It’s your choice when you call

The Batboard BBS in Columbia, MO. Enjoy the true AD&D action of Legends

and the professional e-mail game VGA Planets (with an off-line VGA intetface),

or tackle over 30 other on-line challenges, including ANSI Pro Football, Chat

Roulette, BandWarz, role-playing, strategy, trivia and casino games. Prizes awardeti

for highest monthly scores, with full access on your first call (and it’s free)! Two
CD-ROMs on-line, with the latest in qualiy shareware games! FidoNet echoes

(including CAMING), multiline chat, the adult role-playing game Wild Side—
visit today for the best in multiline diversions! We’re always open 24 hours at (314)

446-0475 with 14400 bps supported.

The Delphic Oracle is an all-gaming BBS. Play RPGs {AD&D, GURPS),

play-by-e-mail games {Diplomacy, ASD), Empires at War (a Napoleonic on-line

game) and other games on-line. Find modem game players. Gamemusters ami

phivers wanted. Simi Valley, California (805) 582-9004 [2400 8-N-l] Free access.

Dune BBS is seeking modem gamers like you! Modem warrior message area

and on-line games. Running on remote access 1.1+. Operates 24 hnurs/day, 7

davs/week. Located in the Milwaukee, W1 area; (414) 571-0584 at 2400 - 14.4k;

8,N,1.

The Electronic Estates BBS in Oak Lawn, IL invites you to join their Tradewar

2002 game. Fly your spaceship, battle the Ferrengi and other traders. Download

TWRULES.ZIP before starting. Once you start, you may not restart for 4 months.

Only 150 players maximum per game. Call (708) 424-6136.

The Gaming Connection BBS in Everett, WA spccialize.s in connecting mo-

dem-to-modem players. Give it a call at (206) 742-4044, 24 hours a day. Join a

Gaming Ladder and make new friends to challenge. Empire Deluxe and Harpoon

scenarios, phis access to eveiything (including over 5,000 files) available on your

first call!

The Ho-Down BBS wants you to “test your metal” in multi-player games of

Spaceward, Ho! Ate you tired of beating 19 smart computer players in a small

galaxy? Want a real challenge? Try competing against the most deadly, devious,

dastardly, dangerous, diabolical, double-crossing dealers of death and destruction

this side of Deneb. In other words, against players just like you! Call with modem
set at 8-N-l,up to 14400 bps, (206) 577-8868.

The Imperium BBS is looking for modem gamers like you! Tournaments are

tunioT Knights ofthe Sky, CommandHQ, The Perfect GeneraLxnA Global Conquest

(ju.st to name a few!). We have on-line games, message base and 3 gigs offiles, too,

Cal! one of our three nodes in Middleton, NJ at either: 1200/2400 (908)

706-0342; 9600 v.32 (908) 706-0305; HST Dual Standard 38.4 (908) 706-0321

.

The Informer BBS under Sysop John Custer is running WC 3.90 through two

nodes. 24 hours a day at (415) 468-6714/6715 from 2400 to 14,400 v32. bis HST.
Features operating systems, tech specs, conferences on-line drive & controller

specs, game patches, drivers and more.

I he Mac Commonwealth BBS is metro New Orleans, LA is sponsored by the

National Home 6c School Mac User Group, a nonprofit organization promoting

leisure and learning on the Mac. Our multi-line system features over 1 gigabv’te

ofdownloadable files, with emphasis on games and educational material. On-line

magazines, Usenet new.sgroups, OneNer conferences and Internet e-mail. Support

file sections for over 60 commercial games! FirstClass graphic user interface. All

lines support 1200 - v.32his 14,400 access. For information on BBS and group

activities, send inquiries to NHSMUG, P.O. Box 640641, Kenner, L/\ 70064.

BBS line I: (504) 837-7984.

Call the Missile Silo BBS. Contestants wanted for Command HQ, F-29
Retaliator^ntli many others. Tournaments to be held soon. Files, message base and

(soon to come) on-line games. Running on I'elegard 2.5 7 days a week, 24 hours

a day. Located in Skokie, IL outside of Chicago. Call (708) 581-1735. Mention

this ad in CGW for no-has.sle access validation.

The Modem Connection BBS in Atlanta, GA supports many modem games

and flight sims including: Falcon 3.0, F-J5 SEIII, Command HQ, World Circuit

and more. Wc have ladder competitions with prizes, and a local F3 squadron has

networked Falcon meetings. Join the competition, new blood alwavs welcome.

(404) 952-898 1 ;
2400 - 57600 BPS supported.

Space Station Aragon welcomes all adventure gamers to call (206) 277-5489 in

Bellevue, WA. This unique board features free downloads ofthe latest demos from

many major software companies am! text files on subjects like Star Trek and Star

Wars. Take part in our forums to discuss and get hints on the latest games. Take

a break and play one of our adventure doors. Sysops llibard and Fiern.

Thunderbolt! BBS in Chicago, IL now oflers on-line entertainment with Poker,

Blackjack, Bingo, Galactic Empire, Zorgon, Quest for Magic, The Are}ia rstul Flash

Games (“The Next Generation” of on-line gaming). Play ILl’Gs with on-line

multi-sided dice! Eric Spanitz, SYSOP. Modem settings 8-N-l, 300/1200/2400.

Phone (312) 248-4822.

The Vanguard Information Systems BBS in Boston is looking (or more Gamers

for their 70+ on-line gamc-s. VIS has two gigs containing over 8,000 files. Call at

(617) 267-7168 (up to 14,400 - v32bix 8N1). Downloads okay on first call! NO
fee!!

The World of Windows is looking for some great game players like you! Tn'

your skill and compete for monthly prizes. Sports: Drag racing excitement at The

Motor City Raceway, a fishing tournament at The Freshwater Fishery, play in the

Tournament game or even pick your favorite NFL team and play some

Pro-Bowl Football. In RPGs there is the post-apocalyptic horrots in The Land of

Devastation, warriors collide in The Pit, explore SinBaud's Dungeon or conquer

the galaxy during Trade Wars 2002. For Strafe^ games, try our ChessMagic ftscs.’s

tournament, deluxe versions of Scrabble and Blackjack or solve a murder at the

Who-Dun-lt Hotel. Modem settings are 8-N-l, 300-38400! There is free access

and ihous.'inds of Windows games to download for off-line enjoyment. Call today

at (305) 751-3117.

By Area Code

Opponents wanted for Clash ofSteel, Carrier Strike, The Perfect General and

most other wargames. Particularly interested in face-to-face players in and around

the Downey, CA area. Call Mike Garner at H-(310) 869-5155.

Orlando, FL gamer seeks nearby opponents for Falcon 3.0, F-I5 SEIII. 688

/Irwc/f-^K/'oranv other modem simulation games. 4800 to 9600 speeds preferable.

Contaci Mike at H-(407) 898-4482.

Seeking local “live ones” for Air Wanior. Call Don at H-(407) 482-0094 in

Boca Raton, FL between 4pm -7:30pm local time.

Seeking pilots to go head-to-head in Falcon 3.01 and/or F-I3 SEIII. I’m in the

San Francisco area and can be reached at H-(4l 5) 468-2021 or through my BBS

at (415) 468-6713. Ask for John Custer.

Looking for local opponent for playing games of Conquered Kingdoms, Lost

Admiral or just to trade games with. Call Mike W. in the Berkeley, CA area at

H-(510) 525-3686 after 6pm local time.

Opponents wanted for Conquered Kingdoms, Empire Deluxe, The Perfect General

and others. Amiga or IBM. Plea,sc call mornings at H-(5 16) 758-7823 or write to

Nick Galante, 246 Fair Harbor Drive, Patchoque, NY 1 1772-3344.

Seeking local opponents for Empire Deluxe, The Pefect General, WV^II-Pacific,

Command HQ, Modem Wars and many othens. Cal! Jim in North County, San

Diego, CA at H-(619) 674-1543.

1 am interested in finding opponents for Battles ofDestiny, Empire Deluxe, The

Perfect General md Pacijic War. Contact Chuck Fr)'c at H-(803) 546-1543 in

Georgetown, SC.

Local opponents wanted for Falcoti, F-15 SEIII or Tornado. Call Rod in

Memphis, TN at H-(901 )
527-8764 or W-(901) 525-2557. CGW
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Review

The War
To £ud All Wars
A Review Of SSI’s The Great War

by H.E. DiUe

S
SI’s The Great should not be con-

sidered a serious study of the war that

ended chivalry in a blast ofmachine gun

fire. Indeed, if it were such a game it is

doubtful that it would hold as much appeal.

After the initial offensives of the First World

War, the momentum was lost in a quagmire

of mud as dark and thick as the political

climate which spawned the conflict. Over the

course of four years, each side periodically

attempted to break the deadlock without suc-

cess. In the end, attrition became the major

motivator for political resolution and the end

of hostilities.

Despite the fact that the First World War
saw the first significant use of many modern

weapons—tanks, aircraft, anti-aircraft batter-

ies, anti-tank weapons, machine guns, sub-

marines, long range artilleiy—it remains a

poor choice for a conventional wargame be-

cause of the lack of tactical mobility. Good

wargame designs rightfully emphasize the im-

portance of fire and maneuver, and WW!
allowed little room for the latter. Fortunately

for gamers, SSI’s offering does not approach

the topic in a conventional manner. The

Great War is an abstract strategy game that

has greater kinship to Empire Deluxe than

most of the other SSI wargaming titles. Of
course, it has an even greater kinship to Battle

Isle, Blue Byte’s earlier design for UbiSofi:,

being built on a similar engine.

A commander in WWI would have cer-

tainly appreciated the simple elegance SSI has

afforded commanders in their game. Unbur-

dened by limited intelligence or the delicate

Achilles’ tendon that is proper logistics, play-

ers of this system may devote their entire

attention to the essence ofcombat command:

the planning and execution of fire and move-

ment. Because historical campaigns and sce-

narios arc eschewed in favor of cleverly

designed fictional engagements, lack of mo-

bility is notan issue. Indeed, the quickest way

to win any of the scenarios is to thrust deep

into enemy territoiy and capture the oppos-

ing HQ, though this is never an easy task.

The Lay OfThe Land

around of repaired units must be weighed

against the enemy’s ability to mount a local,

limited offensive and capture the structure.

Each map contains a mixture of terrain

types, from deep water to mountain peaks.

Every terrain affects unit types differently,

but the player need not consult a myriad of

charts and tables to ascertain these relation-

ships. Rather, by clicking on the unit during

the movement phase, the complete range of

The Great offers 72 scenarios, 24 each

for the single British or German player, and

24 constructed specifically for two human
players. Within each scenario, the player be-

gins with an HQ, several units of different

types, and possibly a factory or depot. Both

factories and depots are capable of repairing

battle damage for existing units, but only

factories may use build points to create new

units. The opposing side begins with control

ofsome buildings which may be captured via

infantry or cavalry units, and there may also

be several neutral factories or depots on the

map. The latter often contain reserves ofunits

which may prove vital to shifting the balance

ofpower, As such, initial moves must attempt

to gain control of as many neutral structures

as possible.

Factories cannot be constructed, thus con-

trol of those close to the front lines becomes

essentia! to timely reinforcement. Depots, on

the other hand, may be built whenever special

depot building units are available in a sce-

nario. These units require two unmolested

turns and four squares of flat terrain to build

a depot. Because of the latter restriction, there

are a limited number of places depots may be

constructed on each map.

Astute players will care-

fully consider the strate-

gic location and sur-

rounding terrain of de-

pots so constructed, as

they should support of-

fensive operations with-

out impeding the flow of

troops to the front. Also,

proximity to the front

lines for quick turn-

movement is highlighted. By clicking again

anywhere within that area, the player plots

the intended destination for the next phase.

This is but one example of the elegant and

unobtrusive interface.

The Weapons OfWar
The most basic unit in the game, the pawn

of the system ifyou wish, is the infantry unit.

It begins with a base strength of six and no

experience. Its elder brother, the elite infan-

try, is slightly more capable in the field, but

also begins with a base strength of six. In fact,

all unirs in the game with the exception of

bomber aircraft and bunkers begin with a

value of six. Of course, if all units begin with

the same numerical strength, one may won-

The Great War: 1 91 4-1 91

8

TITLE;

PRICE;

SYSTEM: IBM
REQUIREMENTS: 306 or belief, VGA yraphics, 8 MB hard disk

spaexv MS-DOS S.O or higher;

supports AdLib and Sound Blasier sound cards

# OF PLAYERS: 1 or 2 (single computer—no modem play)

PROTECTION: None
DESIGNERS; Ralph ). Kraft, Bernhard Ewers, Thomas Hauser

PUBLISHER; Slralegic Simulations Inc.

Sunnyvale, CA
(4081 737-6800
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dcrwhat the point is in having different unit

types at all? The answer lies in a more com-
plete understanding of the combat model.

Whenever two units battle and inflict casu-

alties to the other side, they receive one expe-

rience point. If their attack results in the

destruction ofthe enemy unit, two experience

points are awarded. The maximum number
of experience points which may be accumu-

lated in this manner are six.

Unit strength is not the deciding factor in

combat, serving only as a multiplier and

measure of attrition (i.e., if it is allowed to

drop to zero the unit is lost). The types of

units involved is more important, but their

experience levels are the key to combat pre-

paredness. To explain, let us consider an in-

itial engagement between mutually

inexperienced infantry and elite infantry. We
have noted that the latter is an inherently

more capable unit, thus one should expect an

isolated meeting between the two would

eventually result in the destruction of the

infantry unit. Knowing this, the Commander
of the inferior force should seek to attrite

some of the enemy, then withdraw the unit

behind the lines for repair.

Having reduced the elite infantry to a

strength of three, with three experience

points, for example, the infantry unit falls

back to a neighboring depot with equivalent

experience and repairs itself from a strength

of one to six. Returning to the line with

experience intact, the infantry unit proceeds

to destroy the remnants of the elite infantry

over uvo turns. Reduced to a strength of two

now, because the elite infantry was still capa-

ble of inflicting 4 to 3 losses, the infantry unit

returns to the depot a second time for repair.

It will emerge a very powerful unit, however,

because it has gained maximum experience at

this point. Experience ratings not only in-

crease a unit’s ability to inflict damage on a

given target, which varies by type, it also

reduces the amount ofdamage which may be

inflicted on the unit by all other unit types.

Taking Command

Each scenario is designed to reflect actions

over a two month period. Between scenarios.

a historical breakdown of the actual events of

the same period is presented. These cut se-

quences are not influenced by success or fail-

ure on the board, and exist solely as

background material for interested players.

References in the manual to a “Campaign
Phase” with variable victory conditions are in

error. There is no provision for a campaign or

any form of linkage between scenarios. As

such, one who seeks to alter the course of the

entire war will be disappointed.

A scenario is played in a series of turns, with

each side alternating between attack and

movement phases, When one side is planning

movement, the other is plotting attacks, but

neither action occurs until both players have

input their commands and elected to proceed

to the next turn. When this happens, units

will attempt to execute their orders, but may
be precluded from doing so. Units that were

ordered to retreat to a nearby depot may be

destroyed before they can leave the line, for

example, or assaults may be wasted on posi-

tions that have already been eliminated.

Attacks are resolved via animated cut

screens or, if desired, quick graphic displays.

The latter significantly speed up the game.

The real time resolution of both player ac-

tions forces one to plan moves in advance,

much as in chess, and makes for a more

interesting play dynamic. At the end of the

given turn, players proceed to the next order

input phase, albeit with their roles reversed.

The interface for the input of these orders

is well chosen. All commands arc controlled

via the mouse. The player positions the cursor

over the unit to be manipulated, then holds

down the left mouse button. With the button

still depressed, the player drags the mouse in

one of the cardinal directions and the icon

changes on screen to reflect different com-

mand options. It’s smooth, slick and may be

mastered in just a few minutes without having

to crack the manual at all.

Many ofthe maps may be viewed as puzzles,

where success lies in discerning the best stra-

tegic approach to the terrain and opposing

forces. Winning is possible through capture

of the opposing HQ, where one receives a

greater number of points the more enemy

units are left on the board, or through de-

struction of all opposing forces in a prolonged

war of attrition. The computer General is

ver)' adept at precluding, or at least making
veiy difficult, early capture of their HQ. It is

less succe.ssful at combating a war of attrition,

however.

The reason for this shortfall is readily appar-

ent. The computer has a tendenc)' to favor the

construction of new units over the repair of

existing, combat hardened veterans. It will

attempt to do the latter at times, but fre-

quently fails to pull these units off the line in

time to avoid destruction by a human Gen-

eral who recognizes their potential danger. As

such, later in the game, savvy human players

with full strength, full experience units will

walk all over inexperienced computer rein-

forcementsstriving to bolster failing lines and

halt an unrelenting advance.

This has a definite impact on replay value

because even though new scenarios present

different challenges, the basic formula for

success remains the same. Rotate units to the

rear for repair, which is cheaper than replace-

ment, and one will not only have more pow-

erful units, but also more reserve build points

for construction when necessary.

Lifting The Barrage

As we all know, the First World War did

not turn out to be the “War to end all Wars.”

Likewise, The Great W'^rcould not be consid-

ered the game to end all games. More signifi-

cant achievements lay just beyond the next

trench, but as always the problem is getting

across “No Man’s Land.”

When the smoke clears, however, players of

The Great IF^rrwill find that thev have stum-

bled on a much more playable game than any

historical recreation of events could hope to

be. Even with a slightly inadequate computer

opponent, a great deal of time must be in-

vested to obtain consistent mastery, and play-

ers will certainly obtain their money’s worth

in that period. If one is blessed with another

human opponent, then the replay value ofthe

product is extended immensely, cbw
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Review

P
atriot was initially reviewed in Cow-

piiter GamingWorld^\Q‘y (April 1993)

CO a less than resounding acclamation.

In fact, Patriot received virtually unanimous

condemnation by the media and in the con-

sumer market. While the Patriot design was

boldly innovative, it was dreadfully unplay-

able. Difficult to boot and prone to crashes,

these programming oversights were nothing

compared to the aloofness and unplayabilicy

ofthe game system itself. P/zrr/or assumed the

mantle of “The Canine of Combat.”

Thus, it was with some trepidation chat I

examined the updated program, version 1.10.

Could it have fixed what was so wrong before?

Could an abject failure be rendered a success

with one patch?

Manual Override

The documentation has now been supple-

mented with a 54-page manual that walks the

user through three separate scenarios at the

brigade, division and corps levels. Wliile

there are occasional discrepancies between

what is printed and what is on the screen, the

tutorials can, unlike the flow of the original

game, actually be followed!

Also, certain previous errors have been cor-

rected (local times are now correctly noted

and the Battle of Kha^i occurs on the correct

date), and each scenario is summarized as to

Let’s Do TVic

Gvilf W^r
A Veteran Revisits Three-Sixty’s Patriot

Re-Review by M. Evan Brooks

the general situation. The net effect of the

supplement is to allow the user to gain access

to the simulation. Granted, the innovation of

the system requires much thought, and cer-

tain concepts remain somewhat ambiguous

(e.g. actual combat positioning), but at least

one can now use the program.

A Farewell to Crashes

Unlike the initial release, the patch was easy

to install and easy to run. No separate boot

disk was required, and everything ran

smoothly — no lock-ups, no crashes. By it-

self, this is a major improvement,

A map scale indicator i.s now available as an

option, and this allows one to conceptualize

the distances involved. The maps have re-

mained the same, and the problem with shift-

ing fields ofvision remains. The map shifting

function is not sensitive enough to allow the

player to center his area of interest. The zoom
function could have been simplified, but it is

workable.

The sounds are still limited to opening

music and sparse battle sounds in the pro-

gram itself, but at least now my Pro-Audio

Spectrum 16 was easily recognized by the

program.

Mechanics

The game mechanics are

equivalent to the initial release,

except one can now under-

stand what is going on. The

organization tree and force tai-

loring is a concept easily

grasped, and it gives a quick

rendition of the Order of Bat-

tle. Indeed, it is so accurate that

a military intelligence officer

who happened to see the pro-

gram wondered if it contained

security violations.

Using boundary lines as a game mechanism

is pure militarese. The initial release seemed

to be a wargame of Harvard Graphics—great

presentation, no input. To some degree this

remains true of the revised program, in that

the user has little to do once contact is made.

Nevertheless, what impressed me most was

that this was a wargame straight out ofCom-
mand & General Staff College or the War
College.

In fact, this remains Patriots greatest

strength and failure — it is simply too mili-

taiy. There is no feeling ofaction or vicarious

thriil/terror. Instead, Patriot s\\on\<\ be mar-

keted to the defense establishment as a serious

tool for decision-making. This would involve

some adjustment (e.g. area of world, data-

base, etc.), but it would see the product being

used to its greatest advantage,

Patriot Version 1.10

NAME: Patriot Version 1 .10

PRICE: S69,95

SYSTEM: IBM
REQUIRE,MENTS; 386 or belter, 4MB ol RAM, Super VGA

graphics. 3.2MB hard drive space,

DOS 5.0 or OS/2 2,0, mouse; Ad Lib and

SoundBlaster sound cards supported

PROTECTION: None
DESIGNER: ARTECH Digital Entertainment

PUBLISHER; Three Sixty Pacific

Campbell, CA
(408) 879-9144
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Patriot IS really a senes ot games rolled into

one. Depending on the command level cho-

sen (brigade, division, corps, army), one will

have certain choices. However, the user

should be careful to maintain his proper sta-

tion. A division commander should not in-

volve himself in company operations.

Remember, generals plan the battle, colonels

implement the decision-making, and cap-

tains fight the battle. While the program will

allow one to drop below his level of com-

mand. such actions often cause one to lose

track of the greater battle.

The battle reports often stream in fast and

furiously once contact is made. Often, the

sheer multitude of incoming information ob-

scures the main screen and overloads the user,

forcing him to eventually change to a higher

command level to reduce the plethora of

messages. 1 am still unsure as to the proper

solution, but this definitely needs some addi-

tional work.

1 regret not being able to claim mastery of

the .system. Even with much thought, time

and perseverance, I am somewhar lacking in

confidence with regard to my expertise with

the system. Still, 23 years of military experi-

ence (of which all but four were involved in

operations and planning) give me a .sense of

assurance that 1 can figure it out. One won-

ders about the casual wargamer, however.

Fixed wing air support and amphibious

assaults have now been added and determin-

ing air mLssions has become a mere mouse

stroke. Finally, the vulnerability of the Ml
tank to enemy fire has been drastically re-

duced.

Designer Sid Meier has said on numerous

occasions that if it isn’t fun, he doesn’t do it.

And that is Patriots failing— it often is not

fun. It may be accurate, it may be the most

direct link to actual militar)' planning that the

civilian user will ever see, but there is little

sense of fun.

Milspec Warganie

Patriot appeared to be innovative. It

has now begun to realize some of its potential.

In all candor, I would not recommend it to a

casual gamer. However, (or the user who is

familiar with Army planning techniques, the

program appears to possess merit.

For those users who suffered through the

initial release, I would strongly urge rhem to

.secure this latest update. For those who have

an insatiable interest in the Gulf War (all

three of you), the new version should prove

to be beneficial. Finally, for those users who

want to know the intricacies of military plan-

ning, or for those with actual experience, 1 can

now note that Patriot is accessible. Just be

prepared to work at it. Finally, for those users

enrolled in Army Command & General Staff

or War College, Patriot may well a.ssist in

their coursework. cgw

THE BHBigaiiaflgE Pla|tBv-Mail Offer...

...lUST GOT BETTER!
Another five major play-by-mail games have joined our unique offer: Cluster Lords (rules and 1 0 free turns in this deep

space opera), Death and Sorrow (rules and 1 0 free turns in this introductory fast-moving wargame), Perseus Arm (the

170-page rulebook and 3 turns in a massive new space opera), St Valentine’s Day Massacre (rules and five turns in

PBM's most challenging crime game), World Conquest (rules and 4 turns in this clean strategic wargame). And now all

subscriptions are processed by first class mail, ensuring you get the hottest news in the hobby.

Play by mail is America's most exciting form of gaming, pitting you agai nst crack players across the country and abroad.

(Call (21 6) 673-21 1 7 for news of the big national PBM convention.) Our offer gives you the chance to sample it and decide

if it’s for you.

For those who haven’t seen our guaranteed offer before, here it is:

Take a $20 (4-issue) subscription to FLAGSHIP, the leading international play-by-mail magazine, and let our reviews,

features and player comments help you pick the best of the latest games. We think you'll enjoy ourfrank, irreverent style.

With your first issue we’ll send you a $20 coupon for any of the above games and 1 9 others, with a description of each

so you can decide which of these intriguing designs to try. The only condition: that you’ve not played with the chosen

moderator before.

But what if you don ’Hike FLAGSHIP? What if you’re not intrigued by the game you write for? Haven’t you wasted $20?

No! Write us within a month of getting your first FLAGSHIP to tell us you were disappointed, and we’ll refund you the

entire $20. (You can still use the coupon.)

So: either you’ve enhanced your gaming with an exciting new dimension for $20. Or you’ve explored it and

decided it’s not for you - at a cost of zero!

Why not try it? Send $19.99 to FLAGSHIP, CGW offer, PO Box 454, Fair Lawn, NJ 07401-0454.

[European readers: Send £9.99 to FLAGSHIP, CGW offer, PO Box 1733, Handsworth, Birmingham B20 2PPforfhe
equivalent European offer!)

, , . „
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My son and I love this game^^^

Great work!! Robert Strauss, Burbank

My daughter ( / / years old) and I have become "Oxyd"

addicts. IVe cannot wait to begin exploring the many

other levels. Thanks for creating such an excellent prod-

uct. R. S., Germantown

I enjoy this game a great dealand so domy children and

their friends. It is just what I have been looking for !!

Jerome Wescotl, Minneapolis

This is, without question, the most impressive game I

have ever seen. I am amazed at the audio, visual and

action. George L Jonty, Arlington Heights

Outstanding program!!!! John Bemauer, las Catos

Wow! That's all I can say about Oxyd. What an incredible

game! Hurry! I can't wail to play!!

This game is highly addictive. Siuort Ritchie, Conodo

One of the nicest gomes I have seen in a long time.

Thanks for creating such a challenging piece ofsoftware.

Steve Brannon, Canada

My whole family enjoyed your game a great deal.

Michael C. Maore, Columbia

Oxyd has to be the most artistically superb piece of

programming that I have seen. From my position of

having completed about one third of the single-player

levels, the landscapes have been continuously varied

with a marvelous attention to graphic and audible detail

that makes each new one a continuing delight. I espe-

cially appreciate how the marble interacts in seemingly

realistic but different ways when rolling over or bouncing

against different "natural" (or unnatural) substances

like stone, wood, swamp, freefall etc. At this point. I'm

already worrying that I'll run out of levels (assuming I

keep solving the puzzles). Jeffrey R. Harrow

Even our Syr old enjoys the game.

I 'm completely hooked! Patricia B. Smith, HH

The game is a blast! Excellent graphics, extremely well

done. Interesting challenges in each landscape also. I

look forward to the next 90 landscapes. David Mongini, CJ

The game is really slick, well designed. Those first 10

levels alone were worth paying for!

One of the most elegantgames I've played. Thanks a lot

for a great game. Jeffrey Jondahl, Son Diego

OK so we got hooked!

I just had to write to tell you how much fun I've bad

playing Oxyd. The attention to detail - the sounds, the

textures of the surfaces - really adds to the fun of the

game. It invites the imagination for a ride.

Thanks also formaking all ofthe landscapes challeng-

ingbutnotimpossible.Atfirstlthougbtlbatlandscape76

was unfairly difficult, but when I found the way through

it, I really admired the ingenuity. Tom Phoenix, Portland

It is rare to find such a visually appealing, addictive and

playable game. Kathryn Wilson, Australia

I'mreallyimpressedwithyourgame, Oxyd. Congratula-

tions on a unique and fun product, and best luck to you

all. John M. Dodd, Thousand Ooks

Oxyd® magnum!
for PC, tAac,

A500 A2000, ST, TT or Falcon Computers.

Sequel of the award winning

Oxyd, now shipping!

Mac: IMS RAM, color or monochromel

PC: 386 or above, 2.5MB RAM, EGA
or VGA monitor, Soundbla. or Adi. optional.

Oxyd Credits:

Game of the Year
TompoW S Plkiogog): 06/93

The variety of play is

literally, incredible.

Score this game a solid 1

0

Cuneni Holes 06/93

"A" rating - Wow! Exquisite.

A must for your games library.

iwigoWM 06/93

Game of the Month.
vMor/vs

Top of the Charts
Sroiileoser CetfOfT, PC Games Ceiamiedilw.

Call 617-497-1 130 for the

Oxyd magnum! retailer nearest you

Get a free appetizer for Mac, PC, Amig. or ST:

Send $ 4.00 for shipping & handling for

10 challenging landscapes of Oxyd to

Dongleware Publishing, 35 Howard Street,

Cambridge, MA 02139-2909

Circle Reader Service #59
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Xaking
A PEEK

AbleSofi

4824 George Washington Hwy., Suite 103

Yorktown, VA 23692

(800) 545-9009

THE COMIC COLLECTOR: Anyone in

the hobby/busincss of comic book collecting

should consider this versatile inventor)' pro-

gram. Not only does The Comic Collector

leacure numerous ways to access data, but it

offers several different ways to make it easier

to enter your custom data. Best of all, it allows

you to display (on screen), print or file (on

disk) information based on price, individual

title, artists, writers, demand, active titles, in-

active titles, or even the total value of your

collection. Additionally, the database in-

cludes the entire Overstreet Comic Data CT

Prices Guide, and }'ou can purchase a quarterly

or monthly update in disk format by subscrip-

tion (S24 for four issues, S60 for 12 issues).

IBM ($49.95). Circle Reader Service #1.

Action Software

P.O. Box 1448

Ponca City, OK 74602
(405) 762-1622

WORD CONNECTION; Funny how the

tasks we used to do for homework have be-

come leisure time entertainment. In Word
Connection, the object is to string connected

letters together, going back and forth or

around and around a grid in order to form

words. The player determines the size of the

grid of connected geometric shapes (cither

squares, triangles or hexagons), and races

against a clock. It is very easy to play. What is

surprising is the size of its dictionary, which

includes many slang and irregular word us-

ages. Wordsmiths will welcome this pleasant

little gaming diversion. Macintosh ($59.95).

Circle Reader Scr\'ice #2.

American Training International, Inc.

12638 Beatrice Street

Los Angeles, CA 90066
(800) 955-5284

THE GREAT COMPUTER ADVEN-
TURE: Children ages 7 to 12 now have a fun

wav to learn how a computer really works.

Wliat components make up a computer?

Wliat’s the purpose of a microprocessor?

What about this thing called memory? All

these questions and more are explained in the

process of completing The Great Computer

Adventure, a poinc-and-click, puzzle-based

graphic adventure. The story is a simple one;

a Eunily has been turned into jewels by a

mischievous gremlin. To restore these indi-

The Croat Computer Adventure

Axis, rhe Camecheater

Super Maze Wars

viduals CO their former selves, the plavcr must

find hidden pieces of a special “charmed”

computer chat can do the transformation.

Seven puzzles of varying difficulty and style

must be solved, including picture matching,

word deciphering, letter transposing, cross-

word puzzling, maze solving and others. Since

clues are randomized, multiple levels of play

are provided as one moves from site to sice in

the game world. A built-in Personal Digital

Assistant provides the player with descriptions

of each computer component, while a

notepad offers clues as necessary. 'I'hough

playing time can be rather short, a modest

degree of replayabilit)' offers young minds a

good value and a fun experience. IBM
($39.95). Circle Reader Service #3.

Baseline Publishing, Inc.

1760 Moriah Woods Blvd., Suite 5

Memphis, TN 38117

(800) 926-9677

AXIS, THE CAMECHEATER: Invinci-

bilit)' has its benefits. This is especially true

when it comes to some of the more demand-
ing action games on the market. While many
“cheats” have been available in the shareware

and freeware realms, a commercial program

of this type has yet to be seen. A significant

new product designed specifically for this pur-

pose is Axis, The GarneCheater by Baseline.

Available for PC compatibles and Macs, Axis

allows the gamer to manipulate his or her

game files to override predefined game func-

tions with a.ssignablc hot keys, add time, lives,

money, extra fuel, and even jump to different

levels. Baseline’s modular design allows peri-

odic updates to the program to support new
game releases. These modules are available at

no charge through many on-line services. At

present, over 40 games are supported in the

PC version {S.W.O. T.L., Lemmings 2, Ultima

VI, X-wing, Castles II), and over 50 in the Mac
version. But one can only cheat so much: each

game has limits in the degree ofgame control

manipulation it will allow. If you’re stuck

midway through a game, you might be able

to get by with a little help from this friend.

IBM, Macintosh ($69.95, $59.95). Circle

Reader Service #4.

Callisto Corporation

182 West Central St.

Natick, MA 01760-9582

(508) 655-0707

SUPER MAZE WARS: The Macintosh’s

domination ofthe network game market con-

tinues with Super Maze Wars. This arcade-

style, 3D action maze game pits players

against tenacious robot enemies, networked

human opponents, or both. Presented in a

first-person, 3D perspective. SuperMaze Wars

challenges the player to enter their Maze-

Cruiser and roam the complex hallways of a

foreign world in an effort to reign victorious

over up to seven human- and/or robot-con-

trolled opponents. In the process of this

search-and-dcstroy mission, the player must

balance the cost of gathering valuable gems
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with the chance of incurred damage. Cjames

can be played against the clock or for a set

number of points or rounds. Six scenarios are

included, ranging in cmpliasis from pure ad-

renaline pumping action to strategic object

collection. As expected, a game like this in-

volves more than just a quick trigger finger:

strategic thinking is a must for one to succeed

and become King of the Maze. Macinto.sh

($64.95 single, $99.95 network). Circle

Reader Service #5.

SUPER MINES: “A Strategic Came of

l.ogic and Daring,” that’s how Callisto de-

scribes their new offering for the Mac, a vari-

ant ofthe Bombcv^Aivits that have proliferated

on many computer platforms for some time.

Actually, S»/'erM/«exincludes two game vari-

ations: Super Mines proper and Mini Mines.

Super Mines challenges the player to safely

mark all the mines on each given playfield

without setting any off. The faster one com-
pletes a mine field, the higher the score. Field

“promotions” also increase one’s scoring po-

tential. Mini Mines is a shorter version of the

former game with a focus on playing against

the clock for high scores. Both games offer

varying difficulty levels and a built-in, on-line

help system. What sets SuperMinesApwa from

other Bo)nberm\(is is the military theme the

game is presented in, and the use of increasing

ranks that affect one’s score. The player’s re-

ward, beyond a high score, is to work his or

her way from Private to General of the Army.

A guaranteed blast for Mac gamers. Super

A4hies\v\\\ keep the player guessing for a good
while to come. Macintosh ($49.95). Circle

Reader Service #6.

Capstone Software

Airport Corporate Center

7200 Corporate Center Dr., Suite 500
Miami, FL 33126
(800) 468-7226

HOMEY D. CLOWN: That surly bozo

from “In Living Color” is in town, and he’s in

no mood to entertain. He’s got an appoint-

ment with a major studio for a six figure deal,

and anybody that gets in his way is gonna get

socked. Homey be hittin' the streets to pick

up items and figure out how to get to the

studio. Bad guys and muggers be tryin’ to take

his wallet, but do Homey lose hope? / don't

think so. Homey don 'tplay like thnti Homey be

smackin’ those bad men with his .sock, so he

doesn’t wake up in the hospital and have to

start all over again. J ust lead this clown around

with a mouse, cause Homey don’t type. He’s

a cute character to put in a game, and may
appeal to the pre-adolescent crowd for a few

minutes. But is Homey up to entertaining a

real gamer out in computeiiand? I don’t think

so. “Homey"don’tplay like that!\^\A ($34.95).

Circle Reader Service #7.

SURF NINJAS: You’ve seen the movie and

you’re now obligated to purchase ever)' piece

ofmerchandise associated with it: SurfNinjas

Pajamas, the SurfNinjas lunch box, and Cap-

Homey D. Clown

The Mystic Tarot

stone’s latest software license. SurfNinjas

computer game featuringsidc-scrolling karate

action. The player steps into the shoes of

Johnny McQuinn, heir to the throne of Patu-

San, destined to rid his island of the evil

Colonel Chi. Character movement is limited

to flying kicks, regular kicks and punches.

However, punching or kickingseems to make

little difference when actually pummeling

one’s foes. There is no interface per sc except

for a means of picking up and dropping ob-

jects. Graphics are not bad, but the keyboard

combinations for the characters’ moves are

perhaps this game’s best puzzle. Documenta-

tion is adequate, but typically sparse. You’re

probably better off with the pajamas. IBM
($34.95). Circle Reader Sei-vice #8.

Davidson & Associates, Inc.

19840 Pioneer Ave.

Torrance, CA 90503
(800) 556-6141

WORD ATTACK 3: A major upgrade to

their Word Attack Plus, Y^A\\i\son s

/rtc'/t3 is a strong educational title for users ages

1 0 to adult. However, it only has a lukewarm

feel compared to similar titles when it comes

to the snap and sizzle that keeps kids glued to

the computer monitor. Consisting of five dis-

tinct modules, WordAttack3 stTQsscs develop-

ing a strong vocabulary, drawing from over

3200 words grouped into categories and word
lists based upon difficult)’ level and subject

areas. Presentation Activity introduces users

to words, definitions and scmences in a Scrab-

blcA'xkt format. Tile Game allows one to

match words with their definitions while try-

ing to beat the clock. Those who enjoy cross-

words will find Crossword Puzzle

challenging. Maze Game, as the name im-

plies, sends the user through a platform-based

maze seeking words to match the appropriate

definitions. Finally, Hat Game, the most en-

tertaining offering in Word Attack 3, features

arcade-style interaction as one’s character tosses

hats at the correct words in a column ofbanners.

Progress is tracked for each u.scr. A handy built-

in editor allows one to add theirown customized

lists, and a print ftinction turns cros.sword puz-

zles, word .search puzzles, sentence completion

tests and flash cards into hai'dcopy. If the kids

don’t mind die “low impact” presentation

Word Attack 3 offers, tliere is much value to be

gleaned from this product. IBM ($49.95). Cir-

cle Reader Service #9.

Empire Graphics

P.O. Box 964
Union, NJ 07083

(908) 964-7864

THE MYSTIC TAROT: Originally re-

leased at The Tarot Master for the Amiga, this

program concentrates clearly and directly on

all aspects of Tarot fortune telling. Users can

et an animated examination or every card,

oth in its right side up and upside down
aspects, and have their fortunes told in both

the 3-card and 10-card patterns. A handy
jirint feature allows those who have had their
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This game is not for the faint-hearted. Conloins

violence and some moteriol inoppropriote for minors.

\ Give Your Joystick

V a Thrill.

11 the early 21st century, staged fight-

ing has become a lucrative profession for

female hardbodies, with dozens of legal

arenas in the city. But for the leanest,

I'

meanest warriors, the real money comes

from the illegal houts held outside

IPk the city. It’s the hottest day of the

summer -and you’re baking inside

^
a dilapidated warehouse. You —

Jl and your opponent— wear die latest

' in MliCHA armor. The best fighting

armor in the world.

This won’t be any picnic. With the

intense heat and action, you’ll both endB up in less than hill body dress.

W It’s dre-am babes in heavy armor balding for

' prize money— acdon packed, arcade style

fun for your PC. But be warned — with its

intense violence and voluptuous women,

Metal & Lace: Battle Of The Robo Babes is for

mature audiences only. And not for the faint

hearted. Available now at your nearest dealer or

call 1-800-258-MEGA. Or write Megatech,

P.O. Box 11333, Torrance, CA 90510. Visa,

Mastercard, checks accepted.

System lequirements: 286-20 or faster machine

(386 retommendeil) with 640K RAM, herd disk,

iaystick recammended. Operating Sys.: MS DOS

3.3 or obove, Windows 3.1. Graphics compolible

with VGA. Sound support: Sound Blaster, Sound

Bloster Pro, Thunder Board, Pro Audio Spetlmm

,

Adiih Goid and Speed Master.

a free demo, toB oor 24lir. BBS ol 310-539-7739. (8N1)

ol the respective ownen.



fortunes told to save them for future refer-

ence. IBM (S29.95), Amiga (S24.95). Circle

Reader Service # 1 0.

Hi Tech Expressions

584 Broadway
New York, NY 10012

(800) 447-6543

STREET FIGHTER II: The “bad bovs"

have come to town in Capeom’s Street Fighter

II, “The Baddest Brawl OIThem All.” In this

action title straight out of America’s video

arcades, players arc pitted against eight of the

world’s toughest and wildest street fighters.

Use martial arts kicks and punches, flesh-

singeing flame spells and car-piercing sonic

booms to kick the silicon snot out or them.

Street Fighter II features one and two-player

modes, multiple difficulty levels, adjustable

time limits, and stereo sound elfccts with

major sound card support. Large, smoothly-

animated graphics bring the action to life, but

only for diose with 386 or better systems.

Expect the full arcade equivalent in this de-

structive, no-holds-barred title. IBM
($59.95). Circle Reader Service #1 1

.

Impressions Software, Inc.

222 Third Street, Suite 0234
Cambridge, MA 02142

(203) 676-9002

EDWARD GRABOWSKI’S THE BLUE
& THE GRAY; We thought the American

Civil War was a bloody disaster until we saw

the string of recent strategic wargames on the

subject. In an effort to reverse this trend of

games that have, generally, disappointed war-

gamers, The Blue &The U/vrj'gives players two

games in one. Strategically, it is a turn-ba.sed,

division level game of low-to-moderate com-
plexity with weekly turns played out on a grid

of 20 mile squares. The feel is akin to the

popular introductory board wargamc A House

Divided. When units meet for battle, the

game telescopes down to a grand tactical level

where battles are fought in real time using

Impressions’ “micro miniatures” system. As

the brigades maneuver around the randomly

generated battle maps, one definitely gets the

feel ofanimated lead figures. While the inclu-

sion of massive, cogent documentation (in-

cluding a custom written history book and,

for some, aVHS video tape on the Civil War),

the red flag for “historians” and “simulation”

junkies will be the game’s many compromises

away from these aspects (for instance, there

arc no leadership rules). I’romised expansion

disks will provide modem play and additional

pre-generated historical battles. IBM, Amiga
($69.95). Circle Reader Service #12.

MicroLeague Interactive Software

University Office Plaza, Bellevue Bldg.,

Suite 201, 262 Chapman Road
Newark, DE 19702

(800) 334-6572

BRIX: Grab ’em, slide ’em, drop ’em, match
’em, stack ’em and zap ’em! Right out of the

Street Fighter 11

mOTPM»3ttU»VII MIIWI——

—

Edward Grabowski's The Bine & The Cray

Brix

The Pro Pak

Microsoft Flight Simulator 5

TV/m-stylc mold, Brix, produced by Epic

Megagames and released through Mi-

croLeague, offers the player an addictive game

of over 200 levels of play with a devious array

of mind bending puzzles to solve. Play, ac-

cordingly, is fast paced, being timed and re-

quiring one to complete each level before the

clock reaches zero. This puzzler’s goal? To
remove all the Brix (colored and patterned

blocks) from play by eliminating them in

pairs, or by removing individual Brix with the

aid of laser cannons, acid pools, boiling lava

and more. Though initial levels arc quite easy,

play difficulty escalates quicldy as the puzzles

increase in complexity. Colorful VGA graph-

ics and an original music score add to Brix's

enjoyment. However, it’s the brain teasers

that make this game a real time stealer. IBM
($34.95). Circle Reader Ser\'ice #13.

THE PRO PAK: Sports fans who can’t

decide whether to slide into home with a

computer baseball sim or go deep for a foot-

ball title can now have both in MicroLeague’s

The Pro Pack, a combo pack featuring Mi-

croLeague Baseball4and MicroLeague Football

2. The baseball game places the player in

charge of historical major league teams, fea-

turing direct connection to USA Today stats,

manager profile editing, righty and lefty

breakdowns, seasonal and stadium factors,

and an expanded 30-man roster. The football

game offers fast-paced, hard-hitting pigskin

action with the player as head coach, calling

the offense, setting the defense, making sub-

stitutions and even controlling the weather.

Both titles offer digitized film footage and

digitized sound with crowd noise, 256-color

VGA graphics, close-up action zoom views,

season play, league and exhibition play, game
box scores and summaries, programmable
customization of opponents and detailed

stats. IBM ($49.95). Circle Reader Seiwice

#14.

Microsoft Corporation

One Microsoft Way
Redmond, WA 98052-6399

(206) 882-8080

MICROSOFT FLIGH'F SIMULATOR 5:

The wild blue yonder over Redmond,WA has

never been as wild or as blue as it is now with

the release of Microsoft Flight Simulator 5.

This long anticipated update of Microsoft’s

best-selling sim provides digital pilots with a

long list of new features to enhance their

flights of fancy. Among the new features are:

a new latitude and longitude system to help

users locate destinations and current location;

a “Land Me” feature that enables inexperi-

enced pilots to complete their flights without

landing nose-first; and more realistic sound

effects and scenery (which expands in detail as

approached by the aircraft). Additionally, the

weather system has been replaced with a more
user-friendly and controllable version. Basi-

cally, the whole shebang has been spruced up

to provide a more realistic and attractive flight

environment. Fboto-realistic instrument pan-
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els (digitized from actual aircraft instrument

panels) and realistic time-of-day effects have

been added, as well. From flying the friendly

skies in a Cessna Skylanc to a Lcarjet to a

sailplane, Flight Shnulator 5 offers something

for most airborne gamers. IBM ($64.95). Cir-

cle Reader Service #15.

Mindcraft

2291 205th St., Suite 201

Torrance, CA 90501

(310) 320-5215

STRIKE SQUAD: Walking into a bar in

the year 2208 with four heavily armed and

armored mercenaries is sure to liven things up.

Instantly the meres under the player’s control

open fire at everything that moves with laser

blasters, rockets and a few well-lobbed gre-

nades. Assassins, drunks and space villains the

likes of which haven’t been seen since the

spaceport at Mos Eiscly return fire, hut soon

lie in crumpled piles with bloody pools about

their midst. The meres search the bodies and

room for guns and goodies, then move on in

their quest to combat the evil inscctoids that

have zapped the home planet (presumably as

revenge for the bug ztipper). There are 30

unique meres under one’s command in this

arcade/rolc-playing/space quest adventure

which unfolds in many missions on a number
of worlds. Strike Squad uses the same engine,

interface and 3-D scrolling perspective as

Tegel’s Mercenaries, but players may choose

real-time or turn-based combat. Two-player

game play, digitized sounds and humorous
quips between mercenaries help draw com-
manders into the fray. IBM ($59.95). Circle

Reader Service #16.

Novastar Game Company
P.O. Box 1813
Rocklin, CA 95677
(916) 624-71 13

RATTLES OF NAPOLEON SCENARIO
PACK; Although SSI’.s classic wargame Battles

ofNapoleon is long out of print, players keep

returning to it like Napoleon from Elba. The
game combined a grand tactical miniatures bat-

tle engine with scenario building tools, so it’s no

wonder that more and more of Napoleon’s bat-

tles found their way into computer code. There

arc five scenario disks available to supplement

this lost classic: Disk ! features the battles ol

Austerlicz, Marengo, Dedoubt, Utitsa and

Maida; Disk 2 has a Bridge Battle, New Orleans,

Medellin, Albuera and Santon; Disk 3 presents

Camden, Uobkirk, Guilford, Cowpens, Eutaw

Springs and King’s Mountain; while Disk 4 has

a Hill battle, Eylau, Wagram, Leipzig 1,

Smolensk, Plancenoit, Waterloo II and

Bladensburg; and, finally. Disk 5 has Ligny,

Vimicro, Village, Retreat, Leipzig 11, Podubno,

Quatre Bras II and Aspern-Essling. All dislts are

available for IBM, while disks 1-3 are also avail-

able for Apple II and C-64 machines (remember

those?). Each disk is $10 when sold separately or

$45 for the complete set of five. Circle Reader

Service #17.
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Strike Squacl

Crosswords Plus for Windows

F-15 Strike Eagle III:

The Official Strategy Guide

Parsons Technology'

One Parsons Drive

Hiawatha, lA 52233-0100

(800) 223-6925

CROSSWORDS PLUS FOR WIN-
DOWS: Mmm... let’s see, “11 Across.

Whole...” It has eight letters and starts with a

“C.” [Answer: “complete”] And that’s the

perfect word lor Crosswords Plusfor Windows.

Not only does it include 100 pre-lab puzzles,

it also provides tools lor creating one’s own!

The included puzzles are broken down into

categories by size and difficulty, and features

include sound clues, incorrect letter place-

ment highlighting, and optional font and

color choices. Using a passable Windows in-

terface, scores are earned and partially com-
plete puzzles can be saved lor later. The beauty

of this package lies in putting the power in the

user’s hands. Creating crossword puzzles is

even more challenging than solving them, and

instructors will love making themes of their

own to stress vocabulary' and spelling. An
excellent value! IBM for Windows ($19-00).

Circle Reader Service #1 8.

Prima Publishing

PO Box 1260BK
Rocklin, CA 95677
(916) 786-0426

F-15 STRIKE EAGLE III: THE OFFI-
CIAL STRA'FEGY GUIDE: The newest ad-

dition to Prima Publishing’s Secrets of the

Games Series, F-15 Strike Eagle HI: The Offt-

cinl Strate^ Guide by Lawrence T. Russell

(lormer intelligence analyst for the U.S.

Army) has just taxied onto the runway. The
book offers assistance in basic flight training,

air-to-air and air-to-ground combat, multi-

player missions and individual campaign mis-

sions. Special tactics are also provided for

dealing with the enemy and for career pro-

gression. In addition, this strategy guide is

amply illustrated with game screen shots,

flight model illustrations and actual photo-

graphs. Pilots desiring a,ssistance in gaining

the most power and speed from their F-15,

increasing their weapons accuracy, and learn-

ing how to maneuver with the best should

check out this official strategy guide. It even

includes a bonus disk with the latest update

files lor F-15 Strike Eagle 111 and all new
historical missions based on the U.S. airstrike

on Iraq in 1 993. IBM disk included ($24.95).

Circle Reader Sen'ice #19.

Quanta Press, Inc.

1313 Fifth Street SE, Suite 223A
Minneapolis, MN 554 14

(612) 379-3956

FRACTOOLS III: The latest iteration of

Bourbaki’s fractal graphics system comes on a

CD-ROM laden with 590 fractal images for

use with slide shows, screen savers, kaleido-

scopes and miscellaneous graphical mayhem.
Beyond the CD-ROM additions, the new
version of the software supports several new
graphics modes (up to 1024 x 768 x 256),
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future of tfie is Bleafe.

Tfie people are Bejipiup for a luiraele

The kingdom has turned to you to stop the evil LukJian from seeking-revenge

in his crusade to ravage the land.
’

Battle over 40 different types of creatures with your choice of weapons and
armor. Travel to six cities and visit over 150 locations including the

mysterious forest of Zur, the twisted Mazes of Kheas and the Crypt of the

Lost Soul. Your quest will ultimately take you to the Mountain of Kandor to

battle the vengeful Lukhan in the final struggle.

The King's Ransom awaits you, valiant warrior... take the ultimate adventure

and wear your bravery with pride! -

Imagine...

> 2500 frames of animation, 500

different characters to interact with

^ Travel to cities, dungeons, temples,

shops, armorers and more

>• Countless unpredictable scenarios

and excellent graphics

> Stunning movie-like soundtrack with

sound effects and speech

> Hiindredsof hours of adventure

ReadySott Incorporated
30 Worttieim Court,Suite 2

Richmond Hill, Ontario, Canada L4B 1B9
Tel: (416) 731-4175 Fax; (416) 764-8867 King's Ransom is a trademark of ReadySoft Incorporated— ©1993 ReadySott Incorporated

Circle Reader Service §114



VESA drivers, and S3 Windows accelerator

cards. IBM with CD-ROM ($79.95). Circle

Reader Service #20.

Sanctuary Woods
1875 South Grant St.

San Mateo, CA 94402

(415) 578-6340

SHELLEY DUVALL’S IT’S A BIRD’S
LIFE: The first in a new edutainment series

from SanctuaryWoods called I-tales is Shelly.

Duvnll sitsa Bird s Life, an interactive story

for children ages 3 and up. Written and nar-

rated by Shelly Duvall, this title features a cast

of lovable parrots on a journey from Los

Angeles to the rain forests of the Amazon and

back. Children are involved in the adventure

through a variety of interactive situations as

they accompany their parrot friends, Pearlie,

Humpty, Mowgii, Scarlet, Austin, Connie,

Gorby and George. Subjects include geogra-

phy, ecology, meteorology and ornithology,

An easy-to-use, mouse-driven interface takes

explorers through this 60 page digital “book.”

Click on flowers to watch them bloom, on

berries to do a jigsaw puzzle, on butterflies to

see them fly, and on red words for pronuncia-

tion and definitions. In addition, one will find

1 1 original songs, 400 word definitions and

19 activities such as a shell game, a coloring

book, connect-rhe-dots and jigsaw puzzles.

IBM with Windows and CD-ROM, Macin-

tosh with CD-ROM ($59.95). Circle Reader

Service #21.

Swfte International, Ltd.

Stone Mill Office Park

724 Yorklyn Rd.

Hockessin, DE 19707-8701

(302) 234-1740

BICYCLE LIMITED EDITION: The bat-

tle of the WindoivscAxA games continues, and

Swfte brings in the big guns with the most

well-known name in playing cards. The Soli-

taire game that comes with Windoivs is no

match for Bicycles collection of 52 popular

Solitaire variants. The Bicycle system also has

a handy Help system and a statistical database

that tracks your Solitaire success over time.

Gambling types might sit down at the table

with the Bicycle 5-card draw and stud poker

game. While not the sawiest poker dealer, it

does allow the user to customize the game by

determining wild-cards, bettinglimits, and by

choosing among seven computer-opponent

personalities. The Cribbage and Bridge games

are decent, no-frill programs that will ser\'e for

a rainy day. While each of the four games has

been done better by other companies, you’d

have to do some creative shullling to beat the

excellent price-to-quality ratio offered in this

collection. IBM with Windows ($49.95).

Circle Reader Seivice #22.

WHAC-A-MOLE: Windows users looking

for a quick and dirty way to blow off steam

may find the answer to their need by sense-

lessly pounding some defenseless rodents in

Whac-A-Mole, a little game of malevolent,

Curse of Enchantia CD

maniacal and meaningless mole mashing. The
goal is simple: pick up an enormous hammer
and slam it clown on the skulls of tiny moles.

Not as gruesome as might be expected, Whac-

A-Mole brings a carnival classic from amuse-

ment parks across the country to the Windoivs

desktop in a cartoonish presentation. No
blood, no guts. Just flattened heads, bulging

eyes and a medley of Oooffs!, Ouches! and

Thuds! Whack enough moles and one ad-

vances to the next level. Sound effects and

music are audibly polished, employing real-

time sound mixing. Though Wbnc-A-Mole
will be appreciated most by younger players,

it can provide some welcome relief at the

office, too. Now, ifwe could only replace the

moles with digitized photos of the CGW
staff... IBM with Windows ($39.95). Circle

Reader Service #23.

Villa Crespo Software, Inc.

1725 McGovern Street

Highland Park, IL 60035
(708) 433-0500

ROSEMARY WEST’S HOUSE OF FOR-
TUNES: I'his is the latest in Villa Crespo’s

“Celebrity” software line. Rosemary West,

L.A.’s fortune teller to the stars, is recognized

as an expert on computerization of fortune

telling. The program she helped create uses

five different ways to prognosticate one’s fu-

ture. Featured are such fortune telling meth-

ods as Astrology, Numerology, I Ching, Tarot

Cards and a fascinating Cr)'sial Ball. After

typing in one’s name and birthday, the com-
puter keeps crack ofpast sessions, sends special

date reminders, and allows for mystical inter-

pretations ofthe past and future. Entertaining

(and less vague than most fortunes one reads),

Rosemaiy West's House ofFortunes, we predict,

will have a long lifeline. IBM ($49.95). Circle

Reader Service #24.

Virgin Interactive Entertainment

18061 Fitch Avenue
Irvine, CA 92714-9841

(800) VRGIN07

CURSE OF ENCHANTIA CD; Devel-

oped by Core Design Limited for Virgin,

Curse ofEnchantia offers the gamer a Sierra-

like adventure puzzler that is actually more of

a multi-screen puzzle game than a traditional

animated adventure. Featuring an icon-based

interface similar to Sierra’s, this title, distrib-

uted on CD-ROM, draws the player’s char-

acter (a young lad named Brad from the

mortal world) into a land cursed by a powerful

and malevolent witch who is intent upon

employing him as an ingredient in a special

restorative potion. Thus, the player’s quest is

to escape from this perilous land and return

home safely without becoming an elixir of

youth in the process. Though the interface is

a bit clumsy, gamers with a strong penchant

for puzzles should find it entertaining. IBM
with CD-ROM ($42.99). Circle Reader Serv-

ice #25.

Page 266 Conipuler Gaming World



Master OF

Hie Expeils All Agree!
‘This product will offer enough late mghtsjand

missed appointments to make It a d^nite ^m<
the year candidate as well as Exhibit A in nAy
divorce cases." m

— Computer Gaming Worl^

"Master of Orion is one of the best games of the

year! Its blend of deep-space action, exploration,

and strategy will keep you playing for a long, long

time to come."
— PC Entertainment

"A game that will not quickly become shelfware.

The combinations ... make for an amazing number
of different challenges."

— Strategy Plus

"A perfect mix of diplomacy, war, technology,

• and econorhic mastery, ... It will !ie.ep dedicated
' gamej-fat tl^eir. computers /or days;on end."

y r- Computet Game Review

ceiJpin to fall into tha cotegory of ‘Instant

Master of Oflon Is a ^em."
— G0me Bytes

I

ie m5st enbyabl^ game to come
:roPrcJe dia Civilizotion."

— Compute

"\ swear this game is growing on me in ways I

haven't seen since Civilization, and i like it better

than Civ in a lot of ways."

—Alan Emrich, author of the book,

Sid Meier's Civilization, or Rome on 640K a Day

"People who haven't bought it yet: Buy it. Buy

caffeine. Damn this thing is addicting!"

— David Weinstein

"This,game hPs so much complexity hidden in gn •

.
• easy to'use for.mat.that it is surprisiPjg, It may very

/r'l\/ill7n+i(-in /*tc nnmo " •



DUNE CD: Based upon chc original PC
release, Dune CD cakes the computerized ver-

sion ofFrank Herbert’s epic novel and David

Lynch’s cult film ofsand, spice, and expanded

consciousness to new heights. The music and

digitized sounds employed in this enhanced

product have been remastered to take Full

advantage ofthe CD-ROM format, adding to

the surreal atmosphere emanating from the

computer adaptation. Full-screen video foot-

age from the him has also been incorporated

into allowing live actors to visually and

audibly move the storyline along. The result

is a greater suspension of disbelief' and a more
enjoyable playing experience. Those who en-

joy games of strategy and intrigue, and who
have nor yet played Dune, would do well to

consider this “spiced up” version of Virgin’s

tactical adventure. IBM with CD-ROM
(S99.99). Circle Reader Service #26.

THE LEGEND OF ICYRANDIA CD: For

many centuries, all was peaceful in Kyrandia.

The pact made between the residents of
Kyrandia and the Natural kingdom provided

for the mutual care and protection of both

parties. Then the evil, maniacal Malcom,
once court jester and friend to the king, seized

control of the Kyragem, a source of great

magical power, and killed the king and queen.

Though Kallac, Chief of the Royal Mystics,

overpowered Malcolm and magically scaled

him within the walls of the royal castle, time

and weakening magic has resulted in the fail-

ure of that seal and Malcolm’s escape. 'Fhc

goal, then, for the player in Westwood Stu-

dio’s latest conversion to CD-ROM is to

defeat Malcolm and restore peace to

Kyrandia. The addition of digitized voices in

The Legend ofKyrandia CD nelps bring the

world of Kyrandia to life for the player. Al-

though this animated adventure is ofthe light

duty variety, it is still an enjoyable, playaole

and highly entertaining game, and a graphical

and musical delight. IBM with CD-ROM
($74.99). Circle Reader Service #27.

Waite Group Press

200 Tama! Plaza

Corte Madera, CA 94925
(800) 368-9369

VIRTUAL REALITY CREATIONS: The
Waite Group Press has begun to make a name
for itself with its book series covering the

conceptual and technological fringes of com-
puter culture. The latest in their line of“books
with disks” covers the topic ofVirtual Reality,

and does so more thoroughly and accessibly

than any other book we’ve seen. The book
starts off with a comprehensive listing of cur-

rent hardware and software available to the

common reality hacker. It continues by intro-

ducing VR-heads to two heavyweight world
building tools, VREAM and Superscape

VRT, and then a more complete tutorial of
REND386, a freeware version of which is

included with the book. With REND386 and
a mouse, keyboard or joystick, users can get

Dune CD

The Legend of Kyrandia CD

intimate with several pre-crcated worlds. Also

included is a “Fresnel viewer”— a pair of

cardboard goggles with Fresnel lenses. The
viewer is placed against the screen and the user

peers through it to get a decent stereoscopic

(3D vision) effect. Serious hacks will delight

in the appendices that cover refitting Nin-

tendo PowerGlove and SEGA goggles for PC
use, an introduction to linear idgebra and
other mathematics with specific application

to 3D computer graphics, and a detailed dis-

cussion of stereoscopies. If you’re a VR dilet-

tante who wants to get serious with the hobby,

here’s the next step. IBM ($34.95). Circle

Reader Service #28.

WALKTHROUGHS AND FLYBYS CD:
Containing over 500 megabytes of animated
presentations and accompanied by a 1 48-pagc
manual, this book/CD combination intro-

duces multimedia hopefuls and those inter-

ested in computer graphics to a wide array of

ray-traced images, virtual reality demos and a

vast assortment of special eflects. Also in-

cluded are the tips and tricks employed by
many of the creators of these graphic demon-
strations to assist those just entering the mul-
timedia waters. In fact, 40 of the world’s best

computer animators guide one through a 3D
sight and Sound Blaster audio tour of virtual

homes and buildings, animated brochures,

interactive educational flicks, missile and
chopper rides, electrified chess matches, and
even a digital spinal exam. Designed as an
instructional tool and idea resource. Walk-
throughsand Flybys CDprovides an interesting

look at the world or computer animated
graphics. IBM with CD-ROM ($29.95). Cir-

cle Reader Service #29.

Walklhroughs And Flybys CD

Bible Advontiires

Wisdom Tree

2700 E. Imperial Hwy., Bldg. A
Brea, CA 92621

(800) 772-4253

BIBLE ADVENTURES: Biblical heroes

are featured characters in Wisdom Tree’s lat-

est Bible-based game, Bible Adventures. The
first of three games in this package is Noah's
Ark, the object being to gather two of each

animal and deposit them safely in the Ark.

Numerous woods, forests, caverns and moun-
tains must be searched in order to fulfill the

needed quota of wildlife. Save Baby Moses
requires the player to protect the young He-
brew toddler from Pharoah’s soldiers and nu-

merous obstacles blocking the way to .safet}'.

Third on the list is David and Goliath. As a

young shepherd, David must round up scat-

tered sheep and defend the family’s flock.

Once David has proved his abilities against

wild beasts, Goliath and his shield bearer must
be faced. All three titles look and play like

straight Nintendo conversions. However, the

stress is as much upon teaching biblical

knowledge as it is on providing entertain-

ment. Designed for ages 4 and up. IBM
($39.95). Circle Reader Seiwicc #30. cbw
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The games in Computer Gaming World's Hall of Fame have been highly rated by our
readers over time. They have been rated for their impact on the computer gaming hobby
during their peak period of influence and acceptance by our readership. Note that tne dates

listed for each game are the copyright dares and may precede the actual release dares.

Specific formats listed are those which CG’lF'has in its possession.

The Bard’s Talc (Electronic Arts, 1985)
Many Formats

Chessmaster (The Sofiivare Toolworks, 1986)
Many Formats

Civilization (MicroProse, Inc., 1991)
Amiga, IBM, Macintosh

Dungeon Master (FTL Software, 1987)
Amiga, Atari ST, IBM

Earl Weaver Baseball (Electronic Arts, 1986)
Amiga, IBM, Macintosh

Empire (hiterstel, 1978)
Amiga, Atari ST, C-64, IBM

F-19 Stealth Fighter (MicroProse, Inc., 1988)
IBM

•

••

Gettysburg: The Turning Point (Strategic Simulations, Inc., 1986)

Amiga, Apple, C-64, IBM

Gunship (MicroProse, Inc., 1989)
Amiga, C-64, IBM

Harpoon (Three-Sixty Pacife, 1989)
Amiga, IBM, Macintosh

Kampfgruppe (Strategic Swiulations, Inc., 1985)

Many Formats

King’s Qiiest V (Sierra On-Line, Inc., 1990)
Amiga, IBM, Macintosh

M-1 Tank Platoon (Mia-oProse, Inc., 1989)
Amiga, IBM

Mech Brigade (Strategic Simulations, Inc., 1985)
Many Formats

Might & Maffc (New World Computing, 1986)

Amiga, Apple, C-64, IBM, Macintosh
;

;:y-

M.U.L.E. (Electronic Arts, 1983)
Atari 8-bit, C-64

Pirates (MicroProse, Inc., 1987)
Many Formats

Railroad Tycoon (MicroProse, Inc., 1990)
Amiga, IBM, Macintosh

Red Baron (Dynamix 1990)
Amiga, IBM, Macintosh

SimCity (Maxis, 1987)
Many Formats

Starflight (Electronic Arts, 1986)
Amiga, C-64, IBM, Mac, Sega

Their Finest Hour (LucasArts Entertainment Company, 1989)

Amiga, Atari ST, IBM

Ultima III (Origin Systems, Inc., 1983)
Amiga, Apple, Atari ST, C-64, IBM

Ulthna IV (Origin Systems, Inc., 1985)
Amiga, Apple, Atari ST, IBM

Ultima VI (Origin Systems, Inc., 1990)
C64, IBM

War in Russia (Strategic Simulations, Inc,, 1984)
Apple

Wasteland (Interplay Productions, Inc., 1986)

Apple, C-64, IBM

Wing Commander (Origin Systems, Inc., 1991)
Amiga, IBM, Sega

Wizardty (Sir-Tech Sofiivare, 1981)
Many Formats

Zork (Infocom, 1981)

Many Formats

Induction

Ceremony!

The Secret of

Monkey Island

LncasArts, 1990

Many Formats

/Ha am FvT

i:*#
'

The real secret to The Secret of

Monkey Island is humor. There is

humor in the text, humor in the ani-

mation, humor in the music and

humor in the plot. Who can ever for-

get the hilarious wordplay used in the

swordfighting sequences, the non-sex-

ist nature of the game’s conclusion, the

controversial instruction to insert Disk

Number 256 (too many people

believed that there really was such a

disk), and the hilarious animation for

the grog machine sequence? Further,

the play balance in the game is perfect.

Designer Ron Gilbert has a marvelous

way of letting the player know what

has to be accomplished in order to

move to the next story segment and

prodding the player along with clues

that function as cues. In a very real

sense, the Monkey Island series

marked the SCUMM system's

(LucasArts’ proprietary software tools

for graphic adventures) coming of ag

December 1993
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PC Research
Hits List

Of Top-Selling Software
August, 1993 ^ '
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PC Games (MS-DOS)
I'iilc anil Sonrcc

Lands ol l.orc (Virgin liireracrivc Entcrraitimciit)

X'Wing: Imperial Pursuit (LucasArts Lniertainmcnc)

X'Wing (LucusArr.s Entertainmenr)

SitnCiity (Maxis Software)

LIk- 7rh Guest (Virgin (iircracrive F.nterrainment)

Betrayal ai Krotuior (Sierra On-Line, Inc.)

Warlords II (Strategic Studies Group)

Stronghold (Strategic Simulations, Inc.)

) laidball III (Accolade, Inc.)

Links 386 Pro (Access Sofeware, Inc.)

Widli-nsrcin 3-D/Spcar of Destiny (h'orntgen)

SiniC aty for Windows (Maxis Software)

Pirarcs Cold (MicroProsc, Inc.)

King's Quest VI CD-ROM (Sierra On-Line, Inc.)

'fake A Break! Pinball (Sierra On-Line, Inc.)

Scenery Disk: USA P^a.st (SubLOGIC Ciorporation)

Sytulicarc (Elect ronic Arcs)

Lhe Legacy (MicroProse, Inc.)
, .

Wing Commander (Origin Systems, Inc.)

PritHc ofPersia 11 (Broderbund Softsyarc, Inc.)

Title and Source

6S.S /\uack Sub (Electronic Arcs)

AD&D Eye ol the Beholder II (Strategic Simulations. Inc.)

Overlord (Virgin Interactive Entertainment)

AD&lD Dark Queen of Krynn (Straregic Simulations, Inc.)

Legend of Kyrandia (N^irgin Inreracrivc Entertainment)

Title and Souk

Prince ol Persia (Broderbund Software, Inc.)

SimC'ity (Maxis Software)

Microsoft Flight Simulator (Microsoft Corporation)

SimCiiy Supreme (Maxis SoftwareL

PGA Tour Golf (Electronic Arts)
g

j'itlc and Source

The 7th Gue.si (V'irgin Interactive Entertainment)

King’s Quest V'l (Sierra On-ldne, Inc.)

ROMiueriai (Moon Valley)

MP(! Wizard (Aris Entertainment)

Lord of the Ring.s (Interplay Productions, liic.)

Day of the I'cntacle (LucasArts Entertainment)

l.Oune (Virgin Imcractive Entcrrainment)

Ju.M Grandma and Me (Broilerhund Software, Inc.)

liuli.uui jones and the Fate of Atlantis (LucasArts

Lntertainmem)

Compton’s Encyclopedia Upgrade (Compton’s New Media)

MK J ‘HI iiiiiis Mill! In Suftwirr Etc.. B.ditugci, 'X'.ildcnutt'rwarc-anil lUettromcs

Ol intntmjfififi, plc.i'c louua I'd Ri’sc.ifch ai 435-1025,

What You’ve Been
Playing Lately

Every mondi our mailbox bulges with hundreds of Reader Input Card.s

from our most loyal and outspoken readers. Over the years we’ve found

rhe.se cards to be an invaluable source of feedback. Within 1 0 days of

re]ea.sing our latest issue we can expect to see cards pouring in with siig-

ge.stions, encouragements, tirades and many good laughs, in addition to

the data for our 1 op 1 00 poll. 1'hrough your efforts, we know exactly

where wc stand widi our readers (you don’t mince words!), and wc are

ireaic-d to wcll-aniculiited opinions on anything and everything related

to gaming. This column is a forum for these re.sponses and for the

resuli.s of our “Playing Lately?” tuiery on the Reader Inpui Card.

Thanks for taking die time to fiii them our. ..keep 'em coming!

Playing Lately? Results For CGW #111,

October 1993

1. X-wing (LucasArts Enrertainment)

2. Betrayal at Krondor (Dynamix)

3. Warlords II (Strategic Studie,s Group)

4. Lands of Lore (Weswood Studios)

5. Civilization (MicroProse, Inc.)

6. Front Page Sports F'ootball Pro (Dynamix)

7. Might & Magic; Darkside/World of Keen

(New World. Conipuring)

8. Falcon 3.Ox/MiG-29 (Spectrum HoloByte)

9. Syndicate (Electronic Arrs)

i 0. Links 386 Pro (Access Entertainmenr)

Do You Remember When We Met?
Our “short answer" question for issue #I i 1 asked our readers to

chink hack to rheir first computer gaming experience.

“The first computer game I encountered v,'as “Lunar Lander" on

an HP programmable calculator, about 1976. You entered the

amount of fuel to burn and it computed your new height and

-— Vernon Lee, ITemonr, C'.A

“My fir.st game was "Wasteland, and I’m still rr)'ing to find a

CRPG as good...” — Miles Goosens, Nashville, "N

“Finst computer game? Wumpius! Remember hunting the wum-
pu.s? Used to play it on a mainframe (IBM 360) through a

DECwriter (that’s paper— no .screen). Gee, I’m nor that old!

Am I?”
. , , ,

,

— I. Madden, St. Louis, MO
“Adventure was my first game. It was on an IBM 370. Thar

game created a whole world in your mind in a way that the lat-

est in graphics don’t always do. It’s not just the clock .speed or

the dot pitch... _ Martin, Albany, CIA

“Finst game was Srarflight. I s'lmck downstairs one morning

about 4:00 am to look at my dad’s new computer. I saw a direc-

tory, S’i'ARFLIGHT, and typed the first name on the Hst. I

have been hooked ever since." . , ,, ,— Andrew Hakes, Mr. Morns

“In college 1 spem most of a Thanksgiving holiday playing the

Dallas game on my roommate's PC. It took three of us several

days of near nonstop kihbitz.iiig to finish it. Also, being brash

college youth, we would drink beer and play an air traffic con-

troller game. Can you blame me for getting hooked (on games,

— T- Mesarch. Washington, D.CL

CompHtcr Caiiiing WcirUI



The Patch File

Computer game programs have grown so massive and the

number of possit5le configurations has become so huge that

incompatibilities and glitches seem to be breeding at an
exponential rate. Until the golden age of standardi7.cd platforms

and bug-free programs, Computer Gaming W'or/.a' publishes this list

of the latest updates of which we are aware.

These patches can usually be downloaded from most major net-

works (e.s., CompuServe or GEnie), but can also be obtained from

individual software publisher’s own BBSs or direct from the pub-
lisher with proof of purchase. We continue to urge publishers to

keep us updated on the latest versions/patches to their games.
{“*’ indicates new files)

Air Bucks Version 1.21: Corrects lock-up and mouse compatibility prob-

lems. 8/06/93

Ambush at Sorinor Version 1.02: Adds a .speed control option for fast

machines, replaces several b.ad mission descriptions, and fixes the AI for

^^Ps and escorts. 6/17/93

Battles of Destiny VI. 1 Patch: Enhancements and bug fixes include:

Patrol Mode, Map Editor, and two player modem enhancements. 5/06/93

Buzz Aldrin Race Into Space Version 1 .Ob: Fixes a lock-up bug and allow.s

the removal ofsome files from the hard drive. 7/06/93

Caesar Patch: Allows players to use Impressions’ game with disk compres-

sion utilities, and corrects the “culture" problem. 5/19/93

Carriers at War Construction Kit Patch: Fixes die “CAP” bug and a few
ocher minor problems. 7/13/93

Harpoon Version 1.32A Upgrade: Makes change,s to the Harpoon game
system. 5/ 1 8/93

Imperial Pursuit Fix: In the original version, it can be difficult to lock-on

to a target with missiles under certain system configurations. This patch

should correct this problem. 7/08/93

Indy Jones/Atlantis 486 Patch: Allows one to play the game on a 486
without color problems or errors. 5/26/93

Jordan in Flight SVGA Patch: Allows owners of Diamond Stealth,

Diamond Steafeh 24 and Orchid Fahrenheit 1280 Plus video cards to run

the game in SVGA. 5/21/93

Jump Jet Update: Corrects the joystick problems some players arc report-

ing and some other compatibility problems. 5/18/93

Kings Quest VI CD-ROM Patch: Fixes the problem with the disappear-

ing ball in the Endless Desert Temple Stone Wall trap. 8/24/93
** Lands of Lore Version l.llA Patch: Fixes a number of small bugs
including the inability to retrieve Dawn’s second key. 9/08/93

Lands of Lore Sound Card Patch: Allows multiple .sound cards to be used

at one time. Now includes Waveblaster/SB16 support. You need this patch

only ifyou use more than one sound card. 8/16/93
'* Links 386 Complete VI. 11 Update: Contains both the Link 386 Pro

EXE version 1.1 1 and a collection of new VESA drivers for various video

cards. 9/03/93

Omar Sharif on Bridge Upgrade (IBM/Windows): The latest version of
Interplay’s bridge game for Windows. 9/03/93

Patriot Version 1.1: The long-awaited patch to Three-Sixty’s Gulf War
simulation. 7/27/93

Pirates Gold Patch; Corrects the “evil person in the city” crash, the “mis-

sion from the governor” cra.sh, and the Vl switch should now function as

stated in the README file. 7/19/93

Realms of Axitania Disk 3 Fix: The first print run of this game was mis.s-

ing some data from disk 3. You only need this file if your BLADE directo-

ry has 48 files and 3,030,380 bytes in it. 6/23/93

Realms of Arkania Update #1: Corrects the “Skcletarius” problem, among
others. 7/01/93

** Red Sky At Morning Vl.33: The latest version of SiinCan’s new
wargame. 9/18/93

Rules of Engagement 2 Version 1.05: Latest version of the
Omnitrend/Impressions' space war simulation. 8/01/93

Rules of Engagement 2 VI.05 to 1.06 Update: Patch for those having

problems running the game with a Viper graphics cards. 10/09/93

Rules of Engagement 2 Campaign Disk Update: Update.s Campaign Disk
1 to version 1.01. This update add.s 9 new Breach 2 IGS links to the cam-
paign “Operation Hammer.” This update is only ii.scful if you’re playing

the game in conjuction with Breach 2. 8/30/93

Shanghai II Version 1.04 Update (Mac): Resolves incompatibilities with

After Dark and SupcrClock, and fixes a 32-bic addressing problem. Ifyou
arc getting random crashes or freezes, this update is for you. 8/20/93

The Seventh Guest Fix: Updated .sound cards drivers, installation program
and player program (requiring only 450K memory). 7/28/93
** Strike Commander/Tactical Operations 1 Fix: Converts old Strike

Commander save games to the Tactical Operations format. Only needed if

you wish to run Strike Commander saves created prior to Tactical

Operations installation. 9/30/93

Tony LaRussa II Patch: Fixes bugs in SSI’s baseball simulation. 5/21/93

Unlimited Adventures Version 1.1 Patch: In addition to new files for the

software, this patch contains a supplement to the game’s manual. 5/21/93

V For Victory 3.1 Upgrade (IBM): Upgrades Utah Beach, Velikiye Luki,

and Market Garden Versions 2.0 to version 3.1. 8/19/93

V For Victory: Velikiye Luki Version 3.1 (Mac): Upgrades the Macintosh
version 2.0 to 3.1. 7/09/93

V For Victory: Market Garden Version 3.1 (Mac): Upgrades the

Macintosh version 3.0 to 3.1. 7/08/93

V For Victory: Gold Juno Sword Version 4.01 (Mac): Upgrades the

Macintosh version 4.0 to 4.01. 8/28/93
** War In Russia 1.1 Upgrade: Fixes three bug.s and adds an enhance-

ment. 10/04/93

** Warlords Version 1.1.5 Update (Macintosh): Updates any version of

Warlords Mac to VI. 1.5. 10/09/93

** WW2: Battles of the South Pacific: Corrects a problem with the rank-

ing system. 9/21/93

The PRODIGY WeeUy Top Ten

Computer Gaming World is Prodigy's on-line games expert. Look for

us in their Game Center, a forum where users read articles posted on-

line by CGW and exchange messages on the bulletin boards (we can

be reached there at EXPT40B). The Prodigy Game Poll is run by

Prodigy based on a list of games provided by CGW And is updated

weekly. Note chat it is not a cumulative rating over time (like the

CeWTo-p 100 I’oll). Instead, the Prodigy Game Poll is a weekly

"Snapshot" of game popularity with gamers rating their favorites on a

1 - 10 scale. The highest total point earners make their Top 10. We
provide this data to our readers as another barometer of "what's hot"

in computer gaming.
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M y source—since I never reveal one,

let’s call her ‘D’ for short—didn’t

want to meet at “Buck House” (the

edifice you Yanks refer to as Buckingham

Palace). She said she was afraid ofthe tabloids

and I assured her that she had unnecessary

anxiety on that score. “After all,” I reassured

her, “I’m not THAT famous.” Nonetheless,

she said she had some information about a

computer game and, since she muttered

something about a “prince” and she wanted

to meet beside the Elgin Marbles in the Brit-

ish Museum, I assumed she was going to tell

me something about QQP’s Merchant Prince

game.

So, I found myself in the Underground,

taking the tube to my rendezvous with D.

Actually, I love the Underground, especially

since so many stations are very different from

each other. Some of the older stations have

tiled, arched corridors that end in well-worn

stairs; others are musty dungeons with esca-

lators that are so old that the steps are made

of wood; and still others have ultra-modern

escalators or use ordinary elevators to move

passengers to street level. In the States, the

subway stations all seem to be the same age

and tend to have the same look. In jolly olde

London, it’s more like SimCity 2000 with

new stations added according to the popula-

tion’s needs. Ofcourse, SC2000s\\ou\d have

shipped by the time you read this column, but

like London, there’s a lot oflife in the old city,

yet. It seems that Dux, the Unix publisher,

has created a multi-player SimCity that runs

on workstations for Unix-based networks. I

personally can’t wait until there is also a

multi-player SimCity available on a commer-

cial network for those of us who are still

PC-based. Some talks were apparently going

on with The Imagination Network (nee’ The

Sierra Network), but appear to have broken

down, just like the train I was awaiting at

King’s Cross Station.

It’s rather eerie, actually. The only station

I’ve ever had to non-stop (pass through with-

out stopping because of a security alert) is

King’s Cross. It has a plaque reminding pas-

sengers about those who died in a fire some

JRumors

by Alec Reginald Forsythe III

years back, and it is one of the stations where

I get particularly nervous if the train is late.

My mind wandered from imagined emergen-

cies in the London underground to a rumor

I had heard at the European ComputerTrade

Show. Folks were talking there about a Rescue

911 license that had just been signed by Cap-

stone. Now, as much as I like being in on a

game design, I certainly hoped that no rescue

was going to be needed. I’ll keep my emer-

gencies in games, thank you.

Fortunately, my train arrived before my
ill-placed anxiety could bring on cardiac ar-

rest. The doors opened with a pneumatic

Bronx cheer that sounded vaguely like some

of the sound effects in The Joiimeyman Pro-

ject. I mentioned it to the old man seated next

to me and reading (or at least, looking at) The

Sporting Life. He merely said, “Sony, I’m

waiting until it comes out in MPC format.

Gametek, you know.” Actually, I didn’t

know, but now that I did, 1 couldn’t wait to

pass it on.

I managed to reach my goal and wandered

through the tunnel toward the "Way Out.”

You Yanks hang onto the anachronist Lat-

inism, “Exit,” but we believe in posting signs

in our OWN language, as opposed to appro-

priating and diminishing someone else’s

(ahem!). If most of you Yanks saw a “Way
Out” sign, you’d think it was something

weird, an advertisement for a bizarre concept

of some kind. The only way out product I

could think ofchat was coming down the pike

was Humongous Entertainment’s upcoming

graphic adventure, tentatively titled Bobo and

Fletcher Go Deep Into The Congo. It’s Tarzan

and King Kong meet Space Ghost and Speed

Racer. Ron Gilbert, the wry wit behind the

Monkey Island and Putt-Putt series of games,

has opted to bring back talking simians and

Saturday morning-style animation for his lat-

est humorous romp through the world of

graphic adventures. Now, that’s “way out.”

As I perambulated through the tunnel to-

ward the Way Out, I read the graffiti on the

wall. Imagine my surprise when I read a

scrawl that said, “Welcome to Menzobarran-

zan—City ofthe Drau.” I hadn’t realized that

The Legacy, the OTHER Times bestseller

about Dark Elves in the Forgotten Realms,

had made such an impact on merrie olde

England. I couldn’t resist. I penned an adden-

dum, “Coming soon from SSI—To Be Dis-

tributed By U.S. Gold.” I wasn’t sure the deal

had actually been signed, but I figured anyone

who read graffiti in underground tunnels

would attempt to ascertain its veracity before

placing an order.

Arriving at the British Museum, I must

have stunned the crowd with my insensitivity

to the treasures around me. Hunying past

monuments like a shrine to Apollo, the

winged lions and bulls from Ashurbanipal,

and the Rosetta Stone itself, I finally reached

D’s side. I could see her distinctive profile,

even behind the veil, .-so I whispered, “And

where’s your husband, today?” She glared at

me. How was I supposed to know that she

was on the offs with him? It’s not like their

marital troubles would be front page news, is

it? How paranoid could she get? Anyway, she

said he was off inspecting some naval vessel,

and then he was going to talk to some com-

puter game designer. The computer game

designer was Matthew Scibb, a good chap for

an Oxford graduate. Somewhat eccentric,

though, having majored in History,

Still, D managed to inform me that Stibb

was working on a naval simulation with role-

playing elements. The game would use de-

tailed 3-D models with a smooth-scrolling

capacity, due to the fact that the whole sim

was running in protected mode, and the live

graphics would be interlaced with film from

the U.S. Department of Defense’s film ar-

chives. According to D, it’s an extremely rich

CD-ROM product that’s due out in the first

quarter of 1994.

1 asked D about Merchant Prince, but she

gave me another one of those looks. Really,

you’d swear I’d said a dirty word or some-

thing. Or, maybe it was all those flashbulbs

going off in our faces. Maybe, since I was

wearing my Beefeater uniform as a disguise,

it would have made more sense to have met

at Buckingham Palace in the first place, cgw
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Look for the new Pagan Ciue Book!

iiisimm.

,

An Electronic Arts® Company

P.O. BOX 161750 AUSTIN, TX 78716

Foile4 by your defense of Britannia, the evil Guardian

transports you to a world already under his dominion.

Now you must confront aliai realms and powerful new

enemies in a battle yvithout allies. But wait! Perhaps

more has changed than just the battlefield . . . ?

Avatar , you’re not in

Britannia anymore!

Incredibly smooth and lifelike animation— 400 frames

of art per character (1200 frames for the Avatar) and

10 times the art of any previous Ultima!

A new, more natural perspective.

Compatibility with EMS, XMS and all other common

memory management systems.

Twice as many frames per second, producing a richer,

faster story in this luxuriously detailed world!

Pagan and Avatar are trademarks of ORIGIN Systems. Inc. Ultima, Origin, and We create worlds are registered trademarks of ORIGIN Systems, Inc.

Copyright © 1993 ORIGIN Systems, Inc, Electronic Arts Is a registered trademark of Electronic Arts. For IBM PC and 100% compatible systems.

Available at a software retailer near you, or call 1 -800-245*4525 for MC/Visa/Discover orders.
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